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Pul6n Books

MOONRUNNER

In thc Old World. the lvd of the Four Kinsdons is ove.. but
the.e is slill much to be done. Some of the evil Benerals and
then minions escaped and havc sone to eround in the wilderness
bcyond Calmt.ria, the area known as the Badlands. Onc above
all has eluded all cf(ofts to tra.k hin down and bdng him to
justice Kard Ctuul, the terfying lnquhitor General, was
thoaghl dcad Howevcr, thk was mcrely a Nsc to allow hlm to

Now Gruul has reappearcd and is hidina out $mewhere in the
lawlc$ city of Blackhaven Someone is needed to lind his
wheraabouts md bdns him to justice soneonc adept at more
than just swordplay, someone with e inquisilive mind and a
nose for dangc. In rhort, a Bounty Hmtcr - a Bounty Huter
like YOU.

Th€ pcrils which await you are many and deadly; this time, even
yout skilh may not overcode them Gruul is evrl beyond
(omprchensiorl dd he lviil not aive up without a fiSht to the
death Is you. w really ovcr- orhas it onlyjust besun?

Two dice, a pencil and an e'ase! arc all you need to embark
upon yoD. most challen8ing adv€ntue yet, which .omes cor
plete with its own elaborate combat systeh and a rore shet to

Many spine chilling dansers lie ahead sd you. success is by no
means certain. HornFying cnemi€s are ranSed aAainst you and
it's up to YOU to ddde which route to follow. which danseE
to risk and 

"'hich 
foes to ffsht
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For PeterCushins. whoscdranaLjc exploits convinced one
louDg boythal vampifes. iDsanemonsLers and crumbln8

Cothicruins resily do exisrifyou wanL Lhem ro
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INTROD UCTION

Exploring the Lacynthian Caves, striking beyond Or'
chelm enemyJines, rcdiscovering the lorSotten
Temple of Daemos, defying the monstrous Vampire
Lords of Vannan most adventurers would be proud
to have achieved but.one oI these feals, but you have
done them ali and many more besides \4&at is more,
all these death-defying exploils were accomplished as
part of your apprenliceshipl For you have joined fhe
few whose very lives are a byword for danger, you
have become a Bounty Hunter-

As a Bounty Huntea you are a grm, experienced and
feariess survivor who lives off the rewards offered by
lhe civilized nations of the Old World for ihe caplure
of wanted criminals. Unlike most of your sorl, who are
mlhless, money-grubbing scum, you don't waste your
time anesLing petty thi€ves, however You strive for
the relum of justice to the Old World, you look Lo
hunl down the handful of arch-vrllarns who you know
are behind the many foul wars arrd cruel mrshaps that
have reccnlly threatened to bring your natrve land of
Callantaria to her knees You will not rest until you
have uncovered and arested each and every one of
these evil fiends

Before embarking on your latest and most hazardous
missio& you must work out your own strengths and
weaknesses, r:se the Aduenture SheeL on pa3es fi-ag



to record your aftribute scorer as well as all the obher
details of your adveniure Since you are unlikcly to
succeed at the first attempL, it would be sensible to
make copres of the ,41aenture Sheet lor later forays into
this adventure As wcll as a copy of the Adoenlwe
Shcet, you will also nced fwo dice, a pencil and an

Skill, Stamina and Luck

Roll one die. Add 6 fo fhe nturber rolled and enfer the
fotal in the sKrLL box onthe AdoenLure Sheet.

Roll two dice Add rz to the nurnber rolled and enter
the Lotal in the sraMrNA box.

Roll one die, add 6 and enter the total in the LUc(
box.

These are the Inilial scores for your three main al
tributes For reasons Lhat will be explained bel,ow, all
these scores will change during the adventure You
must keep an accurate record of them, and for ths
reason you are advised to write small in fhe boxes or
to keep an eraser handy. But never rub ouL your lnlfial
scores Although you may be awarded additional sKrLL,
stevrr.r and LUc( poinfs, their tofals may never
exceed their Initial scores, except on some very rare
occasions when lhe text specifically tells you so.

Your sxtrr score reflecLs your expertise in combal
your dexterity and your agilrty. Your srewrve score
reflects how healthy and physically fit you are. Your
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LlrcK score indrcates how lucky you are In all these
cases, the higher your scor€, the better!

Battles

During your adventure you willoften encounLe, hostile
crealures which will attack you; on other occasrons,

cases you will have to resolve baftles as described
below

You wil l  be told your opponent's sxrlr and srevrN,t
scores jn the paragraph where you first meet him, her
or it; enler these details in the 6rst vacant Encounter
Box on your Adomture Streei. You should also make a
note of any speciai abilities or instructions which are
unique to thaf particular opponent. Then follow thrs

r Roll both dice for your opponent. Add ih sKrLL
score to the total rolled, to find its Atfack Strengih.

: Roll both drce for yourself, then add your cunenr
sKrLL score to find your Attack Strength.

I If your Attack Strength is higher th-an your oppo
nent's, you have wounded it, proceed to step 4 If

Attack Round from Step r, above.



4. You have wounded your opponent: subtract 2
poinls liom its suvtre score. You may use LucK
here to do additlonal damage to it (see below)
Now proceed to step 6.

Ji. Your opponent has wounded you: subtract 2 points
Fom your srevrre scor€- You may use LUCK here
to mnimize the amount of sr^MrN^ Iost (see
below)

6 Begin the next Aitack Round, slarting again at step
1. This sequence continues unhl the srAMrNA score
of either you or your opponent reaches zero, which
means death. If your opponent dres, you are ftee to
continue wrth your adventure. If you die, your
quesf has ended and you must sLart Lhe adventure
all over agan by rolling the dice to create a new
character-

Fighting More Than One Opponent

In some situations you may 6nd yourself {acing more
than one enemy. Sometrmes you will treat them as a
sinSle opponent; at olher times you will be able to
fight each in Lum; and sometimes you will have to
fight them all at the sam€ timeJ If they are treated as a
single opponent, the combat is resolved normally.
When you are instructed to 6ght several cr€atures one
at a time, the combat rs again resolved normally -
except that, once you defeal one opponent, the next
sleps Forward to Fight youl

When you 6nd yourself under attack from more than
one adversary at the same time, each will make a

separate attack on you in the course of each ALtack

]our enemy's, you will be wounded in the normal way.

Luck

.{t various fimes dr,rring yoLrr adventure, either in'rattle or when you ffnd yourself in another situation
:r'hen you could be either Lucky or Unlucky (such
evenfualities are detatled in the paragraphs themselves),
!-ou may use LUCK to make the oufcome more favour-
able. But bewarel Using LUCK js a risky business and, if
rou are Unlucky, the results could be drsasrrous.

The procedure, called Testing yaur Lurk, wotks i^ the
:ollowing way roll two dice. If the number rolled is
equal to or less than your curcnt LUCK score, you
:rave been Lucky and the result will be in your favour.
-: the number rolled is higher Lhan your currenr rucr
<ore, you have been Unlucky and will be penalized

:ich time you Test your Luck, you must subtract r
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point from yo r curenl lucK score. Thus you will
soon come Lo r€alize !hat, the more you rely on your
LUcK, the more risky lhis procedure will become

Using L ck in Battles
In certain paragraphs you will be told to Tesf vour
lrcf,, and yor.r will then find out the consequences of
being Lucky or Unlucky. However, in battles, you
always have the option of using your LUCK, either to
inf,rct Sreater damage on an opponent you have just
wourded or to miiimize th€ €ffects of a wound you
have just received

Ii you have jusl wounded an opponent, you may lpsl
your Luck as described above. If you are Lucky, you
have inflicied a severe wound; deduct 2 extra points
from your opponent's sraMINA scor€- If you are
Unlucky, however, your blow merely scratches your
opponent; deduct only r pornt from your opponent's
sraMINA (i-e., instead of inflrcting Lhe normal 2 poinLs
of damage, you may now score only r).

!\rhenever you yourself are wounded in combat, you
rlay Test your Luck to try io minimize the woLrnd. If
you are Lucky, your opponent's blow only grazes you;
deduct only 1 point from your STAMINA If you are
Unlucky, your wound is a serious one and you must
deduct r extra sr^MrN^ point (i-e., deduct a total ot l
points from your own srAMrNA).

Remember: yoLr musl subLracl r point from yoLrr rucr
score cach time you Tesf your L.rct, whether you are
successful or not

More About Your Attributes

'kiLlYour sxrLl score will not change much during the
course of your adventure Occasionally a paragraph
may give instructions to increase or decrease your
sKrLL score, but it may not exceed its lnifial value
unless you are specrhcally instructed to ihe contrary If
1ou ever have to fight a battle with your bare hands
rthat is to say, you do not have a weapon to ffght
rvith), you musf Lemporanly subtract r from your
sxrrr- score for the durahon of fhe combat.

Al various times during your adventure you will be
tald to TesL your Skill The procedure for this is exactly
the same as that for Tcsting your Lurk Roll two dice, if
the number rolled is equal to or less than youl curent
sKILL score/ you have succeeded in your test and the
result will to in your favour; if the number rolled is
higher lhan your currenl sKrLL score, you have failed
lhe test and will have io suffer fhe consequences
However, unlike Tesfing your t,/ct, do not subhact 1
point lrom your sKrLL each time you are told Lo lest
'taur Skill.

Stamina
Your srrvrrr score will change a lot during your
adventure. lt will drop as a result of wounds gained
fhrough combat, or by falling foul of traps and pitfalls,
and it will also drop after you perform any particularly
arduous task. If your srAMrNA score ever falls Lo zero,
'.ou have been kiiled and must start again Brave



adventurers who wish to pursue their quest must roll
up a new characfer and start all over again.

You can resLore lost srAMrN,{ by eating meals, known
as Provisions You starl the game with Provisions
€quivalent to 5 meals, and you will be given the
opportrmiLy lo obtain more during your adventure.
You must keep track of hoyr' many meals' wodh of
Provisions you have left by filling in the details in the
Provisions box of yotn AdoenLurc Sre?f. Each time
you eat a meal you may resfore up to 4 points of
sr^MrN^, but you must remember to deduct r meal
hom your Provrsrons box You may stop and eat
Provisions at any time except when you are engaged
in a battle

Lrck
Addrtions to your LUCK scor€ may be awarded in the
adventure when you have been particularly lucky or
created your own lu& by some acLion. Details are
given, where appropriate, rn the paragraphs of the
book Remember thal, as with sKrLL and srAMrN ,
your LUCK scor€ may never exceed its InitiaL valte -
unless you are speciEcally told that it can.

Special Skills

Over the years, you have acquired a number of Special
Skills which have served you Lime and again on
your many bounty hunting ventures Choose /or.rr
from the following list and mark them in the Special
Skills box on your Adumlure Sfieet. The Special Skills

You have a remarkable sense of
balance, coupled r4,ith fhe ability
Lo attempt a variety of physical
feats which most people would find
impossible.
You are able to climb wrth ease up
almost any surface, even those which
offer you only the sLghtest of hand
holds.
You are a master rn the art of man-
to'man combat Ii ever you are iold
to frght more than one opponent ar
the same time, you may strike back al
each one of Lhem, wounding all oppo
nents whose Attack Shength is lower

Thrs skill calls for fast thinking, a
modicum of acting ability, and the gift
of being able lo keep a straight face
while telling the most ouLrageous lies.
If it is possible for you to get what
you want out of a situation through
words alone, you'llmanage it.
You have the talenl io alter your
appearance so radically that you may
se€k to pass almost anywhere urno-
ticed Obviously, ihe longeryou spend
on preparing your disguise and the
more materials you have lo hand, the
more effective your disguise will be;
you should remembet howevet that
disguises mask only your appeamnce.

Clinb

Combal

Disguise



Lock Picking There's hardly a lock made that can
keep you out - and all you need to
open one is the small hooked piece of
metal which you carry, concealed on
your penon, af all times

SLi1hf afHand Your nimble frngers are adept in the
art of lrickery, and your joints car b€
popped at the mere flexing of a
iendon You can make small obiects
seem lo apPear and disappear before
a Person's very eyes; You can Plan!
iiems on that Pe6on or simPly Pick
that person's Pockets AnoLher ln-
valuable aspect of this skill lies in
using it to extricale yourself from
bonds or Lo slip throuSh the thinnest
of gaps.

Sneak If you so choose, you can hide from
others or use your incredibly light
tread to 8e[ pasl thern, unheard and
unseen Though haPPiest when there
are plenty of hiding places around or
during lhe hours of darkness, you calt
always make the best use of whatever
cover rs available when trying to
evade d€tecLion

Tracking Equally as good in fhe city as n the
wilds, you are able to follow human-
oid or beasl anywhere - Provided
your prey has left a trail for You fo
follow. How well you are able to
pick up the lrail dePends on where

the trail is, what it is, and how
old it is. All the same, you have
often used this skill to spectacular
effect.

.\t various times in your advenLure, you will be asked
llhether or noL you possess a certain Special Skill
lncludrng Conbat). If you do, you will b€ given the
option [o use it, and you should then follow the
appropriate instruchons Sometrmes you may find that
a paragraph lists more lhan one Special Sloll; even if
', ou have all the skils listed, you may use only one of
:hem-

Equipment

. sed to travell ing l i8hl, you sel out on your missron
;!ith a minimum of equipment - though you will
:Lnost certainly find other useful items during th€
juest You carry a sword of finest steel and wear
.;mple, but durable, clothing, not for you the ctrmber-

'ome leather armour so beloved of amaLeursl Your
:oncealed purse holds some Cold Preces - to find out
row many, roll two dice and add rz fo lhe lolal
:olled Finally, you have a backpack which you can use
:o carry any rtems you come across and may want io
,reep (enter them, along with your sword, in the
:quipment box of your Adoenture Sfieel). Any Gold
?reces you acquire are kept in your purse and should
:p entered in the Gold Pieces box of your AdoenLure

16 a7





WELCOME TO THE BADLANDS

hr response [o an urgent m$sage, it has Laken you just
three days to reach the delta where Lhe lands of
Gallantaria, Brice and Mauristatia meeL - three days to
rcach that lawless and unruly part o{ Gallantaria com-
monly known as the Badlands. At the heart of this
nolorious region standing on the Border River, is the
prawling city of Blackhaven, a place so dangerous
Urat th€ City Guards have Lo go around in groups of
ten. Yet it is to lhis city's solitary, beleaguered guard
post lhat you have been surnnoned.

h is the dead of night, and no one sees you as you slip
in through a secret door in a side wall of the small
stone keep. Inside, you are met by Guard Marshal
Bennet, who quietly leads you up a spiral staircase and
inlo his candlelit room. There, lhe aged Marshal
ryastes no tim€ in explaining why you have been
s.mmoned: The War of the Four Kingdoms - Gal-
hntaria, Femphrey, Brice and the Northlards - almost
tore the Old World apart, but lhe four sides hrned
away lrom the abyss and made a fragile peace which
has lasted up to the present day. Yet this peace is
constaatly being eroded by the many agents of Chaos
who seek to aggravate old rivalries. The Old World
on never know hue peace until its barbaric past is
Gnally laid to rest.' He pauses to sit down at his desk
then adds, 'High in the Brician ranks was Karam Gruul
- the Inquisitor General.'

2a



You cannot help but shudder in fear and loathinS at
th€ mere mention of this name

'Gnrul,' Bennet continues, 'was swift in urging Brice to
war, and his was the guiding inlellecl and Lhe dark
magics which lay behind many of Brice's mrlitary
successes. It was he who prepared the murderous fire-
traps along Brice's borders; he who had thousands of
war p soners dragged, screaming, into hrs Tower of
lnquisition, wh€re honific deeds were perpetrafed; he
who tortured and killed peaceful Bricians with hjs
"traitor'hunts"; he who assassinated his fellow gcnerals
when they spoke out againsf him; and, finally, it was
he who remained urseen and unlcrown whilc his men
died on foreign soil. Not for nothing was Gruul
nicknamed "the Hand of Death".

'When peace finally came, a condition of fhe armistice
was that Cruul should be made to shand trial for his
crimes against hrrmanity. But the wamongerinS Bncian
king clarmed that Gruulhad died in the Last Batllc and
that hjs body was buL one of thousands ploughed
under the earth. Moreovea the king denied any know-
ledge of Gruul's atrocities and he ordered that all
mention of Gruul be erased from his country's histories
and monuments. Most believed that Gruul - whose
face was known to so very few - had not died; and so
began the Creat Manhunt. But no sign of Gruul was
foLrndj iL was as if he had never existed. His damned
Tower of Inquisitron was razed to the ground, but the
villain himself escaped us Since fheo a constant vigil
has been maintained for signs of Gruul's inevitable
retum And now, at the cost of many gallant lives, we

:ave at lasL oblained news as to his wher€aboutsl

Cruul is in Blackhaven, and his presence here can only
:rean lhat he is planning something terrible, some plot

-.nportanL enough Lo make him risk exposure after
;ears of hiding. Howevet we don't know exactly

"here he is, or in what guise; only that he is here. We
,jare nol use the City Cuards or any other band of
::len to fetch him; Gruul would soon learn of their
:oming and would go into hiding once more. But if
:omeone worked alone - someone h,ith slea-lth, cun-
_ing and resourcefulness the equal of Cruul's, someone
nho could move efficiently and qui€tly through the
:eadly streets of Blackhaven - then we just mighl
-::lch him You are lhat sorneone. Frnd Cruul for us
nd take him to face iustice at fhe Hrgh Court in Royal
-endle, capital of Callantaria- lf you do, the reward
-: ou have been listening to Bennet's words wrth rising
:assion, and now you feel compelled to internrpt:
Save your gold! For years I have been looking for

-ren 
arch fiend. in lhe servrce of Chaos; six are now

:chind bars; but Gruul, the seventh ard most evil, has
rrvays eluded me. No, seeing Gruul made to account
:or his r,rrongdoings will be reward enough. r{rrl . . . I

-ve 
a personal debt to setLlel'

lum to paragraph r.
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Bennet sighs with relief and thanls you before continu-
ing: 'There are rumours that Blackhaven is in Lhe grip
of a secret society called the Cabal of the Werewoll
AII we know aboub this oreanization is thar rcs mem-
bers are said to bear "the Werewolfs Mark', and that
rt is supposed [o have connections raith a powerful
clique of Brician nobles who are hell-bent on starting a
second War of the Four KinSdoms If this is kue, then
Karam Gruul must have dealings with fhe Cabal.
Word has reached m€ that an inmate of Craven
Asylum, Matra Ousp€nskaya, rs claiming that she was
a member - but is now a victim - of the Cabal This
could be the break we seelq you must go and question
her to 6nd out if there is any lrulh in her wild ravings.
Next, it is said that Cabal members meet in a docHands
tavem, the Last Octopus, which you should also investi-
gate FinalLy, it mighl be worth your while to visit
Silas Entador, a useful wretch who is one of our paid
informers and who lives in Malt Lane If Gruul fias
made contact with this Cabal - or, indeed, with any
part of Blackhaven's underworld - then Entador will
know about it.'

The Marshal stands up behind his deslc Though
mystic shields hide our walls from scrying eyes, I fear
thaL one o[ my oi{n men may be a trailor, so only I
and the Ruling Council in Royal Lendle, to whom
Cruul must be taken, know of your mission In my
drawer I have some gold to cover your expenset and
a letter of Introduction to Craven Asy-'

A stifled cry escapes the old mar's lips as he falls



forward on to the desk, a dagger protruding from his
back! The knife can only have been thrown through
fhe tall, open window behjnd Bennet's chair, a window
which is twelve m€kes above ihe ground Will yoLl
try lo help Bennet (turn to r2), go round the desk lo
his drawer so that you may takc the gold ard the
letter (furn to 3l), or rush over to the window (lum lo
8o)?

2

The addle brained beggar snatches Lhe coin from your
hand (cross the CoLd Piece ofl your Adaenture Sheef),
and babbles in gratitude, Yeah, I seen'em, I did A
boat wiv lots o'people. Orcs and pointy-ears, unloadin'
fings A tall, fin bloke in a cloff mask told'em what to
do Said some6nk about the river bein'is'ighway, and
aboul 'ow rhe Bents are i red a Bounty Lrnle..  F
laughs Says lhe 'unler's been laken care of. Then 'e
drops a bottle an' gets upset. They searched, but no
us€'cause i t  fel lnear me an' I  took i t . Ignored me, they
did. Fink I'm stupid, but I got ther bottle, didn'l I?
You car 'ave il ier five shinies.'

If you wish to buy the bottle, cross 5 Gold Pieces off
yoLlr AduenLure Sresl and turn io 2oj lf you can't or
won't pay the beSgar tum to 44.

t
Do you have the Disgri# Special Skilh If you do, turn
to z9r; but if you do not, tum to ,39.

4-5

4
lour tense vigil is a brief one, the momenL Conrad's
read rises above the floor of the loff, you thrust your
r,eapon towards his face But he reaches out with
:nazing swiftness, seizes the pole in one hand and
lraps it like a twigl His other hand holds the machete.

.-ONRAD,
nc Maniac Cuard

: ,vou wrn, lum to 2gJ

t
: -shing yourself to the limit, you soon come to within
l. arm's length of the fleeing figure but what is he
-- to? If you have the CombaL Special Skill, turn to
: i fi if not, tum to 236

j
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6
You watch as the water ses, cenLimefre by centimetre.
Suddenly, something taps you on the back. You turn
and see that iL is one of the bodies, floating in the
water! You yourself are now chest deep in the murky
stuff, yet the flood shows no sign of abating. Will you
continue to waiL (Lurn to r7o), climb up the rungs
(turn Lo r4o) or reach for the b€am (turn to l9r)?

7
ftared by the fight, the other inmates huddle together
at Lhe far end of the vault all, that is, except for one
man who steps forward and gives you a locket The
locket contarns two miniaLure porLraits: one of the
man, looking handsome and splendid, and the other of
a beautiful woman. The man speak with surprising
clarity, 'Please, 6nd my lady and give her this locket.
She musi know'

You promise to do as the man asks, then hurry out of
the room (add Lhe Inmate's Locket to yotll AdDenturc
Sfieef). It occurs to you that you could free the inmates
by leaving this door open If you wish to do so, note
that you have freed the inmates on your Adoenture
Sfieef, then retum to the hall and pick a door you
haven't already tried. Will you enter Nosh (tum to
275), Big Trubbull (fum to 287), Fat Maggots (turn to
rr7) or Wipefeet (tum to ttP

8
You were advsed to carry out your investigations
stealthily, but you have chosen to disregard thaL advice

9-ro

:nd in doing so have incurred the full wrath of your
ornnipoten! foe When you reach the Last Octopus,
rou 6nd the Jai Hulud, Karam Gruul s sorcerer-a.\aqsins.
raaiting for you. They easily overpower you" and soon
irere is no sign of either them or you on the wharf.

9
ihere are only a few more steps to go before you

-ach 
the top floor- If you have the Snaal Special Skill

..on to ,94. [f you do not, Test your Luck. lf yolu are
-.:rcky, hrm to 596; if you are Unlucky, hxr to 46

-ilre Cross Keys area of Blackhaven is also known as
ie 'square of delightd, for it is richly pop'iated with
iubious places of 'entertainment' None of these dens
ot vrce is more disreputable than Gustav Hollmarn's
Gramber of Horrors, an ever popular waxworks de
-.oted to the rnacabrc. According Lo Van Heldenghast,
:rcst of Hollrnann's exhibits are simple models; but
ft€, the Angevin Shroud, is the Ward you seek. At
5esent, the entrance to the Chamber of Honors is
:unrned with eager siShtseers, all fighting to get in
irough the double doors at the same Lime If you
rish fo use lhis confusion to try and sneak into the
eaxworks without paying, tum to l4r. If you would
=ther wait your tum in the queue, cross 3 Gold Pieces
a& yotjJ tuluenture Sheet and turn to rro, Bub if you

-ave 

gone off the idea of ent€ring this ghoulish place,
dd r Hour and refurn to zoo.



rr-rt

Steadman's ale is the most disgusting drink you have
ever tasted, but you gulp it down - and fall uncon-
sciousl When you wake up on the tavem floor some
time latct you can se€ no sign of the two of them
Nor do you see any sign of your belongings - the
rogues have taken the lot! The other drunkards in the
tavern lar.rgh at your plight and throw you out on to
the street If you have the T/a.tt"8 Special Skill, lurn
to 8t; if you do noL, cross eoerythinS ofI youtr AdDenlurc
S/reel. add r Hour and retum to 2oo.

Bennet is already b"yond t"lp, not only is lhe knife-
wound deep, it is also dripping with poisonl The
dislinctive knife itself, however, offers you a valuable
clue in that rt can only have come from the forge of
Alcham Lugosh - a local armourer renowned for the
craftsmanship he bnngs to vrle and unusual weaponry.
Sadly, this profession has made Lugosh a rich man. If, in
future, you are gJven a chance fo call on Lugosh aL his
forge in Priesfsgate, you may do so by Lumrng to 64
(make a note of fhis paragraph number on your Adoen-
ture Sheet). Now, will you examine Berme(s &awer
(tum to r49) or go over to the window (turn to 8oF

'The Shocker?' Evron grunts. 'What's there to say?
Nobody knows who or what it js, but it's clajmed
eight people within just lwo weeks. The most r€cent
was a few hours ago Fozen with fear like the rest ot
'em. Worst thing ir it's affecting my frade.' Her hade!

I4_I '

k that all she cares about? If you wish to continue
]our conversation, retum lo ,8? and choose another
topic Buf if you have had enough of Lhis selfish
money-grubber, you may join in the gambling gam€,
i you haven'i tried your luck already (tum to 7o), or
go and sfand by yourself (turn to 36r).

r4
You call across bo the bruLish Provosts: Come, my
iriends, take your hands off that wretched unforhmate,
ard let us do business.' The Man'Orcs are not amused,
bul the beggar nods in gratitude and nips off down an
ull"y.

-l{otcha want, gimp?' snarls one of the hooded rogues.
You choose not to minr- words and offer the Provosls
gold lf they will bum a blind eye to the Ballows for
iust a moment, Make a note of the total number of
Cold Pieces you wish to pay lhe Man-Orcs, then turn
to ti

R€alizing that you are hopelessly outclassed you tum

-r'our back on the glearning killer. But the Obisian
Predator is too fast and lashes out with its jagged
rrrrst blades, Roll one die and deducl the number
rolled from your srAMrNA- Despite fhe pain of your
rvounds, you car4/ on ruming, only to see the creature
drop to the ground in front of you - it has jumped
over your headl Confident of making its kill, the
hunter reaches out for you. TesI your Luck.lt you are
Lucky, tum to r1t; if you are Unlucky, tuln to rE2.



16-17

T6
Thunder rumbles ominously as Conrad pitches over
the edge of the loft and fals to his dealh on the mill
rvorkings, below. Then one, two, three bolts of Light'
ning crash through lhe roof of the mill and strike
Zaar's body, causing it to glow and then ... to risel ln
complete silence, Conrad dimbs to his feel dons an
armoured face-plate, then reaches for a machete- Then
'ust as silently, he comes climbing up the ladder to the
:oft afler you! His slow, precise movements indicate
rernfic strength. No longer is he simply Conrad Zaar;
row, he is Conrad, the Maniac Cuardl You try to push
:he ladder away from the loft, but il is fixed firmly in
,lace Will youl

Stand and 6ght?
Flee Conrad's clutches?
Try to think of another way

to defeat him?

Turn to 3to
Tum to 165

Turn to 3o8

The moment you touch the door handle, the squeal-
mg noise stops But, undet€rre4 you open the door
dnd step into a small dark room. Something cunches
under your foot; you look down and discover that the
door is litt€red with the skeletons of ratsl Suddenly
Cre squeaking begins again. You strain Lo see where
il is coming from, but your ears tell you that it is
coming from above your head Tesf your Luck If

-i'ou are Lucky, tum to 45. If yol-r are Unlucky, tum to
368.



IE

I8
You drag the Troll jnto the alley and change rnto his
stinking outsize uniform, stuf{ing your own clothes
into your ba&pack This done you approach the door
of the asylum and are admitted by another Troll
'Cetta move on, scum!' he growls. Yoo're latel' Saying
nothing, you pass through into the grim dungeon
corridors, Soon you come to a hall off which lead five
doors, On each of these doors is a crude sign pamted
by an Orcish hand Which door will you open,

Big Laffs?
Nosh?
Big Trubbull?
Fat M€gots?
Wipefeet?

Turn to 22o
Tum to 27t
Turn to 2E7
Turn to rr7
Tum to t8

r9-4o

r9
.r comes as no surprise Lo leam lhat Gruul is at Hope's
md, for it is there thaL the few broken walls, all that
rmains of his Tower of lnquisition, stand - the viilain
:i5 retumed to [he scene of his greatest infamiesl Why
:e should do so, however, is another matter HoDe's
5d is little more than a rocky desert scarred with
:ools o{ steaming brown sludge, and Gallantarian
:oldiers patrol there regularly

Jawn breaks, and you are less than a kilometre away
:om lhe ruin when you hear lhe rumbling sound of at
bast a hundred horses skirting a hill behind you. Will
;.ou dive for cover in one of the sludge pits (tum to
164), run up the hillside and hide behind some rocks
i.rn to 2rt), or wait by the roadside (tum to zEo[

:r.rt hope that the end comes soon.



Fogwalkers pour into the square and shamble towards
you Quickly you grab a flaming log and wave it at
the mindless creatures, bul their plague-ravaged skin is
not boLhered by the firel You must make a dash ior
safety before you are completely surrounded. Roll one
die to see how many Fogwalkers stand in your way.
As the oeatures are straggling along your route, you
must fight them one al a time. Each Fogwalker has fhe
followins altributes:

FOGWALKER STAMINA 8

survive all your opponents, you may make for ei

SKILL 7

After you defeaf a Fogwalker, roll one die If yoLr roll
a 6, you catch the plague and die horribly. If you

the bell tower (tum to 397), the door with the red
cross (turn to 48), the door with the rose,shaped
handle (tum to rj8), or lhe door beneath bhe wooden
sign (tum to 286)

Blackhaven shall know my wrath . . beginning with
YOUI' The Demothrax plainly intends to crush fhe life
out of you. If you have the Acrobatics Specral Skrll
l\n to 122.lf you do not, you may eifher sfand and
fight (tum to 66), try to use the chain to bind Argolit
once more (tum to 2j4) or tum and fl€e (tum to 8r).

23-24

2'

The Last Octopus stands in the heart of Blackhaven's
Cocklands, a sprawl of wharfs and warehouses infested
rvilh merchants, sailors, travellers, beggars, sots and
:hieves! Boats of all kinds are moored up on the
Border fuver, which itseif is impressive to the eye, yet
:epellent to Lhe nose! You have heard that the docks
are currently being tenodzed by an mlnown 6end,
ricknamed the Shocker, who frightens viclims to death
refore escaping inLo the night. And now you ar€ alone

. in the fiends domain . - - at ni8ht. IL comes as no
surpise then, when you feel someone tap you on fhe
shoulder, that you should r€acl a little hastily. But

-rour 'fiend' is only a pathetic beggar.'Cive us a
shiny,'she drawls, 'an' 1'll tell yer wot I seen lasL
righf.' If you give the beggar a Cold Piece, lum fo 2.
:i you refuse, tum to 44

24
Undead once more, the Vampire reaches out lowards
iou with his taloned hands his is a cenluries-old
:hirst which he rnast slalel But you are too quick for
iim; yo'-r qur.kly take oul your Silver Cross and use it



25

to repel him Milescu recoils wfth a feral snarl. Your
puny symbol may prevent my powers of bewitchnent,
but I am no petty vampire to be thwarted at the sjght
ol a sweetheart's jewelleryt' Then he atta&s, driven by
hic need for fresh blood, which i' rtronger than any
fear of the Crose.

26'28

26
The Provosts are not impressed In a matter of fact
mamer they unlook the cudgels from their belts and
siand ready to cmck your skull open. You must fight
them both at the same time.

BARON MILESCU SKILL 9 5TAMINA 15

If you win and have a stake, tum to 3j2; if you win
but do not have a stake, turn to jr2.

First PROVOST
Second PROVOST

I[ you win, turn to rro

SKILL

I

7
7
6

25
Just as the sword sphere is about to glow once more,
you smash it to smithereens. Then" if you haven't
already done so, you do the same to the lock crystal.
The door to the disused temple swings open there is
no evil here any more. Restore r rucr point. If you
wish to search the temple, now that it is safe, tum to
rz5. If not, yor.r had better retum to the Last Octopr_rs:
if the word 'Cainam' is written o your Adoenture
sfteef, turn to 2tr, otherwise, tum to 277.

Huge chunks of masonry crash down on your head
and lgloc-k you senseless. You do not get up again.

2E
Not wishing to give HoBg fhe wrong imprcssion, you
tell him, slowly and distinclly, that you wouldn't hust
him as far as you can spitl He'll get bhe money alter
the job is done, and not a penny before 'I'm gravely
hurt by yer lack of faith in Misber Kilmamey,' Hogg
replies, 'but a deal's a deal. We'll go do the necessary,
then meet you ouLside [he graveyard in half an hour'
You agree, fhen hr-rry out of the Three Broken Fingers,
surprised to 6nd yourself still in good healbh.

You reach the tall gates of Meinster Cemetery w h
minutes to spare. If you wish, and only if you have the
proper costume and Special Skill, you may use the
time to disguise yourself as a Vampire; tum to ,64
Otherwise, tum to J8.



29-50

29
When you finally reach Hope's End, you can see no
sign of the Cabal, but you do see somethrng else,
rvhich shocks you lo the core: Zombie slaves are
everywhere hard at work in their Lask of rebuilding
the Tower of Inquisrfion! And some of the Zombies
rvear Gallantarian unrforms . . ,

To reach the loathsome ediffce, you will have to cross
half a kilometre o[ desert whrch is swarming not only
wilh Zombies but also with Orcsh overseers, wielding
iheir whips with relish. That said, the piain is brok€n
by lines of trenches and by work posts which may
offer you some shelter. If you wrsh, and orly if you
have the proper costume and Specral Skill, you may
disguise yourself as an Orc rogue (turn to 149) Other-
wise, if you have the Dqrisa Special Shll, tum to z9t;
if you have the Sneak Special Skill. tum to t9; if you
have neithet Lum to r j3.

Exhausted, Cruul tries to kill you wifh the Ethereal
Projector, but you push him aside and hlm Lhe device
on rhe C-abal Most of your enemies perish beneath
the deadly rays, but some flee, leaving the way clear
for you to drag Gruul out to a small courtyard. There,
you fie him over the back of a horse, then ride at full
speed across the d€sert. Zombie slaves and Cabal
members are everywhere, but they ar€ in disarray and
can do nolhing to pr€venl your escape.

As you ride, you tell Gruul just who you are:'l first



1r

cam€ here as a prisonet-of war, Because I was an
offfcer in the Gallantarian army, you tumed me into
some kind of nocturnal creature with strange powers.
But I had no will of my own and you forced me to
behay my comrades. I found a cure for my oooy soon
after the war ended, but I still haven't found a cure for
my niShtmares.'

'So. A Moonrunner, eh?' Gruul purrs. He closes his
eyes and you start to feel a hftle dizzy If the word
'Rennur' is written on your AdDenfure Sheef, tltrrl to
r47 If it js not, roll two dice and add the numbers
rolled [ogether If the total is less than or equal to
your cudent sraMrNA score, tum lo 169 lf the lolal is
higher lhan your cunent srAMrNA scor€, tum to r47

t2-t4

mljt Tesl Vout Luck If you are Lucky, you may choose
your action as normal. If you are Unlucky, you mr.rst
fight. Now add 5 Hours and retum [o 2oo.

32
The Corpse Master brandishes his notched blade rn
sickly triumph. '\{hom serve, prying eye?'he gratcs,
the evil in his voice matched only by the chaos of
the music. You will need your wits about you if you
are to survive this terrifying encounter. Will you
replyl

The City Guard?
The Cabal of the Werewolf?

Tum to z2t
Tum to r3t
Tum to z7r

t t
The rnoment you take hold of lhe mask, it changes
into an exact copy of your own facel Its eyes open
and fix vou to lhe spot, while its mouth utte'; a
solemn pronounc€mentr 'Bellhegor's Gift ls Lhe second
lifei Belthegor's Curse is Lhe second death.' Then
everything tums black.

Feeling weak and weary (deduct : poinLs from your
srAMlN^), you wale up near Newham Market, where
your rovinS gaze is met by fhe sunken eyes of a pale,
skelelal wretch who looks more dead than alive. Then
you realize that you are acfually Iooking at a reflection
of yourself in a windowl This is Belthego/s Curse. Not
only do you look Iike death, you are also compelled to
seek it. Whenever you meet the option to fight,.you

t3
To reach the desk drawer, you must first move
Bennet's slurnped body out of the way. But this
unpleasant task is the least of your problems. as the
drawer is a locked Kharian puzzle-drawer which will
open only when pressure is applied to a precise point
on its plain wooden surface. Do you have the locl<
Picting Special Skill? If you do, tum to r89, otherwise,
Iurn ro 55.

34
You shrug wearily and admit that, y€s, you are tired
of ir-rtilely struggling against superior odds, and thal
you wouid do anything for such a generous sum as
that now being offered While you are speaking the
man remains motionless, his hand still exlended; when



3s-ti.

you finish, he replies,'Good. Now let us seal your
allegiance with a fratemal handshake.' Will you lake
lhe masked man's hand (tum to rEj) or pohtely
decline (tum to 2joI

t )
A sudden mysLic fog sends you into a d€ep sle€p
When you wake up, you 6nd yourself lying rn a
coffin like cage. Two removable panels, one above
your knees and the other below your nech divide the
cage nto three sections.'Ab awalce at last You have
been brought here by my Magus, Radu.' You look up
into the face of Karam Gruull He nods to a hooded
fi8ur€ at his side then continues, 'Connected to the
foot of the cage is a box holding six starvinS rabs.
When I open the cage, lhe rats will rush i& eager to
devour your flesh If I remove the two panels inside
the cage the rats will feed on your stomach, and then
your face Now talkl'

Will you surrender lo Cruul's evil devices (tum to
234), or tell him that you'd rather die (turn Lo rrE)?

t6
Crabb rings a bell and warh in beahfic silence for a
human warden who blngs in two servings of fhick
sfew You tuck into the stew Lrntrl you nolice that
Crabb isn't eaLing 'Yes,' he conhmrs, 'I've porsoned
you.' A twisted g n streLches across his thrn Lps 'l'm
only following orde$, you understand - Dotlors
ordersr Hee, Hee, heeeeee!' Crabb's insane grbberrng
LaunLs you to your doom.

37-t8

You show th€ greedy ruffians lhe colour of your
money, but have you offered them enough? If there
are foufteen or more Gold Pieces n your hand, hrm to

129, anything less, tum to 26

38
The bodysnatchers prove to be lrue to their word:
they appeat som€ time laLer, bearing spades Hogg
greets you, then leads you through the Sloomy cem-
elery to an unmarked grave,'Yer skull is hidden in a
tomb, buill, so legend has it, by an ancient warrior
who retums every hundred years Th€ door to the
tomb lies beneath this mound but I wam yer, we'll
not go down there with yer We've heard some feartul
noises comin' from that place'

They set to work and soon di8 quite a Sood'sized
hole. 'Gahl 'panh Hogg.' l  can't 80 any further' Me
sinews are bulSin' with exertion. We need rest, but
lhere'll be no delay if yer help us out' If you pick up a
spade, tum to 98; but if yor.r are content to wait unhl
they get their shength back, turn to zoz



59-4r

l9
Besides the mill workrngs, the hay and the farming
:ools (including an axe, which you may take iI yor-: do
rot already have a weapon), you find a meal of
Provisions and a curious prinied leaflet, bolh of which

-rou take. You may study the leaflet now, or at any
:ime in the future, by looking at the pictwe opposite
:his paragraph. Everyone in Blackhaven has seen simr-
iarly cryptic leaflets, issued by the Etemal Fraternity of
ihe Rosy Chalice, posted all over th€ city, but I1o one
has ever encountered the Fratemrty ifself, leading some
to believe thaf the whole affair is a hoax. What
concems you, though, s the leafl€t's m€ntion of the
Last Octopus. Could this Fralernity be linked in some
rvay fo the Cabal of the Werewoll? The portcullis still
bars the exit, so will you go down into the cellar (tum
io ,E9) or up to the loft (tum to 2orl

40
It s€ems that every lime the sword glows orange
you have to sulfer the agonies of a maSical altack, so
you decide lo pul lhe thing out of action once and for
all But when you hit the swor{ the shield crysfal
glows brighter and your attack bounces off the pol-
ished orb to no avail In response, the sword glows
orange - lose 2 srAMrNA points. Which orb will yorj
hit out at next: the lock (tum to 106) or the shield
(tum to ,66P

4I

Your prey is clearly skilled in the art of evasion, but
you are mone so, and soon you have the cuffing devil



under constanL surveillanc€- Will you call oui to thc
assassin, to stop hjm from going any further (tum to
216), rush forwa.d and attack him (turn to 5) or kecp
your distance, rn the hope of following him lo his
ultimate destination (turn to r9t)?

43-44

4'
The ruthless manhunter gives no quarter, lt knocks
iou on to your back and swings its Lwrn blades at
iour throat DeaLh seems but a moment away when a
:ok of lightning shooLs down from the heavens and
rlasts the Obrsian Predator into ffery oblivron. So high
:bove Lhe ground, lhe melal skinned beast makes the
rerfecl lighfning,conductor I The gods are smiling on
_'ou lhis day gain r LUCK point for this good
:orLune Now, if you haven't been there already, you
:nay go to the Shrine of Belthegor (turn to 248);
..therwise, add 3 Hours and reium to 2oo.

44
Cerlcha!' thc woman snarls, her mood taking a sudden
:urn for thc worse. Tink I'm scum, do yer?' she spits,
:ren staggers drur*cnly away You make for the Last
Jcfopus, which you realizc musL be somcwhere near
r] lnde€d it  is, buf at this ungodly hour i i  is also
:losed If you are given the chance, you zruy rerurn r<r
:he lavern later, even though you may not normally
:evisif a location you havc already been Lo

42
The sharp talons are but centimetr€s from your face
whcn they turn sharply away You heave a sigh of
relief and wipe the sweat off your brow. However,
your ordcal is not over yet. Baphet uses its claws to
rake its own chest. The foul llesh erupts in lines of
weeping wourds which drip a fetid liquid The Impera-
lor steps forward. a golden chalice cupped rn her
hands. She u.e. lhe.eceptacle to co' lect some of Lhe
gurgling ichor, Lhen offers if to you. 'Drink!' Will you
do as she commands (turn to 6j), or follow the dictate
of your senses and refuse (turn to jrj)?
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Suddenly a chilLng scream shatfe$ the stillness of the
nighf. The be8sarwoman! You run back along the
wharf, to find that she has become fhe latest victim of
the Shockerl Her hair is grey and her body is frozen in
a gnp of terror You tum and catch sighl oi someihing
fleeing down an alleyway ahead of you. It you wish to
give chase, turn to 357. If you are daunted by lhe
prospect of lackling the Shocker alone, you had best
leavc and contjnr.:e your mariunl at either Craven
Asylum (turn lo ,93), Malt Lane (turn lo 2o7) or, if
you have reason to go lhere, at PrjesLsgate or Weath-
ern Mi .

45
A large bat is hovering over you! If sdeeches, then
spits out a trickle of st€aming blood, which drips
down towards your face. You manage to dodge the
blood but you see that the bat itself is flying towards
the open door. Will you attack the bat before it goes
iree (turn fo 347) or lei it be (turn lo 2jt)?

46
The top step creaks beneath your Lread, activating a
most heinous device. A needle on the end of a coiled
metal tube shoots up through a hole in the st€p, jabs
you in fhe neck and injects you with a mind numbing
fluid. You pull the needle out, but lhe ljquid is already
coursing like ice through your veins The fluid rs the
result of some dire alchemy, and it erases parL of your
mind Cross one Special Skill of your choice oft your
Adoenture Sheef - you may no longer use it. As the

47-48

pain subsides, you staggs up the stairs, lurch over to
Entador's room and stumble in through the door tum
io 87.

47
\4inutes later, a couple of Troll wardens are strolling
along lhe corridor when one of them trips over your
body It is only when they both stop laughing that
they pick you up and carry you off lo the asylum's
laboralory, where ... No, it is best if we simply say
that your guest ends here.

4E
Traditronally, a red cross is painLed on doors to warn
folk against entering houses infect€d wjth the plague
You 80 inLo the huL, and soon you Gnd yourself
gasprng for air- Your skin enrpts in boils and your
eyes roll as you drift into the painful delirium of
death.
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49
':our fight over, you take a moment to .. waiL
airat's thal hissing sound? You look at your feet and
r:e honified to see shards of glass scattered about on
re ground The Slass phial holding Baron Mrlescu's
:lood has accidentally been broken during the batlle
-,forse, the blood of you and your opponent has
:rixed with the Baron's poyrdery remains, imbuing
:rem with lifel Mrst folds upon mist as the vapours

'.riftly rnerge and solidify into the form of Baron
\{iLescu, Vampire Lord of Vannan! If you have a Silver
'iross, turn to z4 if you do nol, tum lo 116.

Jo
Curse the skulll You leave Lhe wretched thing in your

..ack and clamber up on the base of lhe guillotin€
{owever, no sooner do your feet leave the ground
lan the skull cries out. 'The skoudl The shroudl'
-learing lhis, the doorman hurries over to see what is
going on Willyou try to rejoin the party, so that you
:nay offer to buy the shroud from Hollmann (tum to

-8), or flee the place before the doonnan catches sight
ci you? If you wish to leave at once, and the word
Cainam' is wriften on yoJJ Adoefllwe sleef, turn to
z9t; if rt is not, add 1 Hour and reLum to 2oo

ne phantom prowls back and forth across the stage,
:onsidering your words. 'Gruul warmbody also. Lies
Jawn vamty inside Gruul must mn red by full moon.
iorpse Master gravelongue.'
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You cannot believe your luck: the Corpse Master has
swom an oath to deskoy Karam Gruul! Restore 1
LUCK point for your masterful deceit, and wribe down
the word 'Esproc' on yolr Aduenlure Sleef You look
back to the phantom, but he is gone, and in his place
rs a great firel You hurry out of the hall, past an oifice
rn whrch you observe a rtooden strongbox. Disregard-
ing the raSing fire, will you sfop to take a look at the
strongbox (tum to 84), or keep on running for the exrt
(tum to 3ErF

Conrad lies beaten - but ior how long? Fearing the
worst, you bind him wiLh some heavy chains which
you find in fhe fallen hut. then push him over into the
Border River The Maniac Guard hibs the water with a
loud splash, then sinks down to the murky depths
below. No bubbles rise to the surface. Could Conrad
Zaar finally be at rest?

You resume your vr'aLch over the Last OcLopus, and
nighl descends. A distant bell tolls eleven, but you still
haven't seen . Mwderl Murderl HeLpl The Shockerl
Murder!' The shouts come from some mm who must
be in one of the nearby streets. If you wish to go and
see what has happened, tum to E6 If you wouLo
rather continue your waLch on ihe tavern, turn fo 2j3,

) ,
Jusl when you begin to think that you are wasting
your time, the quivering door swings open of iLs own
accord. You step warily forward and 6nd yourself

54-56

standing in Dexter Street, some two kilomehes away!
\'fawn Pretoragus has denied you enhry to his sanctum.
Add 3 Hours and return to zoo

t4
The sorcerer assassin crashes to the gro nd with a
:,iercing scream Desperate for clues, yo s€arch
:hrough his robes and find a small Trephen Jewel and
r map- You may use the magic jewel any numter of
iimes by Teshn8 your Larf, If you are Lucky, you may
restore 2 points to your sravn,r.e; if you are Unlucky,
the lewel disappears and you must cross it off your
.\rluenlure Sheel. You may use the Trephen Jewel at
any time except during a battle

The map is of the Blackhaven area You see that the
llark of thc Werewolf has been drawn over Lhe
village of Penklrull, along wilh the wordsr 'The Secret
Chicfs' lt is to Penkhull, then, ihat you shall go Turn
to 369

))
Push and prod as you may, the drawer simply will not
open. If you wish to use your sword to try and break
it operr turn to ,r9. If you would rather let the
houblesome thing be, you may either go and help
Bennet (turn lo 12) or make for the open window (turn
to 80).

56
The door opens rnto a small room, full of decomposing
bodies: skeletons, that look as if they've been down
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here for hundreds of years Fortunately, you are spared
the slench from them by an air-shaft whrch mns up
liom the ceiling Suddenly, the door slams shul behind
you You lry lo open if, bul it is locked Satrsfied that
you have seen enough of this dreadful place, you pick
the lock a second time and leave. If yolr haven't done
so already, will you now lry lhe east door (lum to
r4r) or the wesl door (tum to r7)?

57
By the time you reach Blackhaven's docklards, the sun
is rising ov€r lhe easlern horizon, and the place is alive
wrth merchanls, sailors and ne'er do wells going aboul
their business. Y€t al night lhese same wharfs and
warehouses are shunned, for fear of meetrng the infa'
mous Shocker an unknown fiend who frightens
vrctrms to death before vanishing rnto fhe darkness.
It's been a long nighl for you, but maybe you'll get
some well earned rest in the Last Oclopus If any of
the words 'Darnoc', 'Kehsil', 'Relsam' or 'Rotkod' are
writfen on your , drdrLure Sheet, cornt the number of
words noted and if you have;

tg-40

in gilt pamt. You open Lhe door and step into a
luxurious offrcel A foppish man, sitting behind a desk,
looks up al you. If you are disglrised as a warder! turn
lo lr8) if you are nol, tu.n to J48.

59
Despite the available covet reaching the Lower unno
ticed will be a challenge even for you; fhe sun is high
and Zombre slaves are all over the piace Still, you
m$t try Test yout Luct If you are Lucky, tum to ro3,
rf you are Unlucky, turn to r53

6o
Queer mist or no queer mist, you are not about to 1el
the blackguard escape youl Sword drawl you hurry
forward rnto the fumes. T6f Vour Luck. If yorr arc
Lucky, turn to r43; if you are Unlucky, ti]m to 20

None of the words?
One or lwo of lhe words?
Three or four of the words?

t8
You pass lhrough the door
enter a long corridor which

Turn to ,99
Turn to 141

Tum lo 8

marked 'Wipefeet' and
ends in lwo separate

doors No one is aboul, so you walk up to the first
door on which lhe legend 'Dcputy Director' rs written
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6t
.Anyone entedng Lhe Three Broken Fingers had better
watch his or her back ht, thanks to Van Heldenghast,
enLer you must: The most powertul Ward is the Skull
of Mora Tao- I lcrow very little about the skull only
that it is buried somewhere in Meinsler Cemelery. Go
io the Three Brolen Fingers and seek out Kilmamey
and Hogg. These two body-snatchers are the mosl
untrustworthy people you are ever likely to meet, but
only lhey know how to find the skull'

Once inside the rancid hovel, you approach a roly-
ooly little man standing by the baa and you ask hirn if
ie can poinf oul the grave-robbers. "Well, mercy mel'
he gasps, if Im not that very Mister Hogg yer be
after! An' this.' he nods to a veritable scarecrow at his
side, 'is my business pa*ner, Mister Kilmamey-' You
tell Hogg why you wish to hire them both- V{hen you
tinis\ he repties, 1t's most kind of yer to t'ink of
employin' two lowly vagrants, but as yer undertakin'
rs a mosl perilous one, we'll have to beg the outrageous
fee of three shinies per head. JusL to show y€r it's
nol'in' personal, yer can have me pinL of St€adman's
Dark Horse' He Lhrusts a flagon of scummy ale under
your nose. \r'Vill you drink the brew (tum ro rrt or
politely dedine (tum to ,9oP

62
You take the sphere out of your pack and hurl it at the
Obisian Predato/s melal drest. The glass shatters and
reLeases ils deadly vapours - yet strll the aeature
comesl Bubbling, hissinS, €vaporating, the manhunter
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hies to grab hold of you to pul you into the acidic
mist; but it tries in vain, and soon its death roar is
heard echoing over Sanger's Beacon Restor€ I Lrrc(
Point for your nanow escape. If you haven't been
Lhere already, you
Belthegor (turn to
return to 200,

may now go to the Shrine of
248), olherwise, add 3 Hours and

63
Baphet's ichor smells truly sfomach-tuming, but you
raise the chalice .to your lips and swallow A few
tormented seconds pass befor€ you rcalize that the
chalice is emptyJ Baphet varishes and the lmperator
removes the chalice f;om your hards. Your courage in
the face of lllusion is proof of the strength and wisdom
needed to become an Adepl of the Outer Order of the
Rosy Chahce. Later, you will be given robes and a
Fratemal name. But now, I ask you, do you wish to
penetrate the veil oI the Inner Order of the Rosy
Chalice? Dare you present yourself to the Secret Chiefs
whose will is reality?'

The assembly reacLs to Lhe mention of the Secret
Chiefs with undisguised fear, and a devrous glint is in
the Imp€rator's eye. If you t€Il her that you dare join
the Inner Order, tLrrn to r42 Brt if you excuse
yourselt saying that you still have much to learn
about the Outer Order, tum to 276.

64
Alcham Lugosh, deviser of a thousand vile deaths,
lives behind a magically protected door. at the end of

6t

a nondescript alley in the PriestsSate part of the city You
knock on this door - and fall through a trapdoorl You
land, some eight metres down, on the cold sfone floor of
a cylindrical pit; deduct j pomts ftom your srAMrN^ A
set ofrLrsty iron rungs runs up the wall, passing a wooden
beam which spans the pit about a metr€ aboveyour head.
ScatLered around on the floor of the pit are the remains of
twelve bodies, each has three fingers missing from their
rLght handlSuddenly, the kapdoorcloses above you and
a duct opens at your feet, to admit tidal waters from the
nearby Border River. The rcy wash floods around your
ankles. Whoeverhas trappedyou down here intends you
to drown! And drown you must unless yolr find some
means of escape. Will you reach for the wooden beam
(tum to ,9r), dimb up the rungs (tum to r4o), or ignore
them both and wait (tum to 6[

6t
The lock click and the door swings open lf you
opened the door using a Red Key ahd the wol,d

L
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6647

'Rednel' rs written on your Adoenlure Sheet, t'nA to
272. OLherw6e, Test your Luck.If you are Lucky, tum
to z7z; ii you are Unlucky, tum to ror

66
Before you know it, Argolis crashes into you. But it is
nol only your death she is interested inj she is also
tempted by the freedom of the open cell door. If you
lose two successive Attack Rounds, she will escape
A1so, as Argolis is so powerful, you must deduct 4
points from your trrAMrNA each time you lose an
Attack Round. Now fightl

68-49

68
Still running, you raise your head and bark, 'Stop the
caniage at oncel' But no one is more surprised than
you when the vehicle comes lo a halt straight away
The driver has done nolhing whatsoever io slow the
caniage and now he sits perfectiy slill, facing forward,
while his horses paw impatiently with their hoofs. Will
you atta& the driver (tum to rrj), open the carnage
door (fum to ar1), ot wal:k away from this unnatural
scene and go back in pursuit of the Man Orc (tum fo
1r)7

D9
Cazing dumbly into space, you turn away from the
Orc 'Heyl' he barks. 'Zombies do everyfin' I tell 'em.'
Then he tums and orders a band of Zombies lo seize
you But you are too quick for the dull-witted creatures
You make a break for lhe tower - only to find more
Tombies .:head of you. Io your r ighl. however. is a
fenced-off area where supplies are kept A gate at the
far side of this enclosure opens near the foot of the
lower There are no Zombies nsid€ the enclosure, but
four of them guard the gate leading inlo it If you
have Lhe Hexalpha, turn to 9o If you do not, you
must fight all lhe Zombies at the same time

SKILL

First ZOMBIE SLAVE 6
Second ZOMBIE SLAVE 5
Thrd ZOMBIE SLAVE 6
lourth ZOMBIE SLAVE 7

lf you defeat lhem all, turn to 9o

If you win, turn to 222, but if Argolis escapes, turn [o
8r.

67
Gruul's eyes ... they're piercing the depths of your
very soul. You waver on your feet as strange words
filter insrdiously into your mind. Deduct 5 points from
Gruul's Noir.rrn If you do noi have the Hand of Glory,
make a note of the word 'Rennur' on yo\r Adaentute
Sheel.II yoLl do have the hand, bul the word 'Q'yann'
rs aol wriiLen on yoor Aloenfure Sheet, turr. to 2tj.If
you have boLh the Hand of Glory and the word 'Q'y-
ann' on your Adoen(ure 5heef, yot are protected fuom
Gruul's magic Whatever the outcome, your mind
suddenly becomes clear again. If the word 'Esproc' is
v\ritten o^ your A.lpenfrrd Srsst tuJn lo r88j otherwise,
rerum ro 3oo,

6

7
5
8

L
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A small crowd 

's 
gathered round a table at which sits

a scruffy old thimblerigger. 'lt's easy-peasy,' he latrghs,
'1, Jubar DeMonto, put this Gold Piece under one of
me lhree thimbles, move 'em round a bit, then you
guess which one ihe shiny's under. But I won t waste
your Lime playinS for yusL one poxy piece. No, lazies
and grunts, you pay two shinies to play and then, if
you win, you get your two back p/ra another ten
I^rhy, I'm almost throwing me money away!'

If you wish to prbve that your eye rs faster Lhan
lubar's hand, make a note of the stakes you bet on
yoll| Ado?ntuft Sh1pl and tu'T' to Jro Otherwise. ] ou
had better head back fo the bar and either sland alone
(furn lo ,6r), or try to engage Evlron in conversation
(turn to t87)

You can tell at a glance that the drainpipe will be too
weak Lo support your weight, so you climb up to the
window using tiny cracls in the wall as fingerholds.

7z

Your ascent done, you scrarnble through the window
inLo a room which is a confusion of theatrical props
Paper moons and waxen hogs hold no interesL for
you, but you do take a Stage Knife, You never know
when such a trick, with ils retraclable blade and con-
cealed phial oi fake blood, may come in handy

You are still toying with lhe prop u/hen you hear a
saeam and the discordant boom of a pipe organ
coming from somewhere within the theahe. Will you
follow the music fo its source (turn to 260) or climb
back out of the window and leave the Rohmer while
you still can (!um to 181!

You accept the tankard but do not drink from it
lnstead, you sneakily swap it for Kilmamey's. The
unsuspecting rogue takes a sip, and falls flat on his
facel Just as you thought, the ale was drugged -
regain 1 LUCK poinl.'EIm, begSin'yer pardo&' stam'
mers Hogg as you grab hlrn by the scruff of his neck,
'it was Kilmam€ys doin' He likes a bit of jiggery-
pokery. I had not'in' to do with it, honest. Look, I'll
drop the fee to two gold each, as settlement,'

You accept his apology but wam Hogg that if they
try anythrng like lhat again, they'll regret il. 'T'ank yer
very much,' he grovels. 'But now we've iurangements
to malce, bribes to pay, an' the like. So, pay us Lhe fee,
an' we'll meet at hhe cemetery in half an hour.' lf you
pay Hogg cross 4 Cold Pieces olf youu- Adoenture
Sfuet and tum to 374- But if you cannot or will not
pay him iust yet, tum to 28.
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71
Carter Skeet, Fisherma.n's Wharf, Dog tane, Wayland
Court - you search high and low through these places
buf find nothing. 'l've had enough,' moans an inkeeper.
'Il's been nearly an hour. Let's face it, the Shocker's
vanished.' The others mumble similar admissions of
defeat, then move ofl on their separate ways; the hunt
for the Shocker is over. A balding fellow shakes your
hand and bids you Soodnight. Your eyes fix on his
ring: it is engraved with the Mark of the Werewolf!
The man cougls nervously, then walks away. Will
you follow him and try to question hirn about the
Cabal (turn to rJr) or reLurn to the Last Octopus to
rcsume your watch (tum lo 362)?

74
You enter the derelict temple and find the sinister
figure waiting for you, Only now ihe hood has fallen
back to reveal the face of something not quite human
You have troubled the Cabal for too long!' snaps hhe
deature. 'But now I, Radtl Magus of the Master, have
lured you to your dooml'

As Radu speaks, h€ rolates Lhree crystal balls in the
palm of his hand. The orbs circle in and out of one
another, and continue to do so as they rise up into the
an and float towards you! One o[ the spheres glows
bright orange and a shange fire bums you deducl 2
points from your sr,A.MrNA. Radu Laughs, then vanishes
in a puff of smoke. Will you search the lemple (turn to
r7E), study the aystal spheres (tum to 23r) or flee
(tum to 9t[
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75
It is eleven ah nrtht when you retum to Harbour Row.
Professor Van Heldenghast greets you warmly and
serves you a splendid supPer; resLore uP to 4 srAMrNA
points. As you eat, she says, 'At midnight tonighL th€
Etemal Fratemity of the Rosy Chalice a mystical
secret socieby - is meeting at the Last Octopus. The
Fraternity is a front for the Cabal. You must watch the
tavem and see what you can do. I myself am leaving
Blachhaven, as I have now done all I can to help you.
Maybe we will meet qgain'

You thanlc Van Heldenghasb lor all her help, then you
leave for Lhe tavem; but as you arrive . . - 'Murderl
Helpl lhe Shockerl Murderi The cries are (oming
from some men in a street near by. Will you go and
see whaL has happened (tum to E6) or stay and keep
an eye on the tavem (fum to 2trP

76
You lift the drapes aside just in lime to s€e Radu pull a
lever in the wall. A door opens before him, and the
roof of the chamber caves inl You watch as G^rul is
crushed beneath a block of slone. Btrt his blood...lt's
green! This is because it is not Karam Cruul who lies
there on the floor, it is a plant-like replica, aMan&akel
For choosing to follow the Magus, add l point to
your LUCK. The Magusl You turn back to lhe doot
only Lo see Lhat he has gone. Quickly you run after
him, Lo observe him escaping along the Border River
in a boat rowed by Zombie slavesl Radu is bound for
the place 'Gruul' mmtioned earlier: Hope's End a
desolale spot six kilornekes away. Tum to 19-

77-78

77
You carefully unlock and open the door. Something
rolls out and comes to a stop aSainst your foot You
look dorarn ard see that it is a vral of R€stomtive Fluid
You may drink the fluid at any tiine, except during a
battle; just cross the fluid ofl youl AdaenLure Sheet, and
add r poht to both your currenL and your lnilitl sKILL

You enter the room and close the door behind yo'.r,
lest anyone detect your inklrsion Once insrde, how-
ever, you see that the room is pitch black Worse, you
can hear someone - or something - shufflng through
the darkness towards youi Turn to r72.

78
The tour drags on and on: more monsters, more
legends, more 'genurne' artefacts - accompanied all the
while by the boasting of the tourist who's seen il all,
done it all, killed ii alll Finally, however, the show
comes lo an end, and Hollmann bows and makes a
dramalic exit, bustling ofi to lead the next grouP
around his waxworks You rush after him and lell him
that you wish to buy the Angevin Shroud. He stops
dead in his tracks. 'What, you mean, you actually want
to br.ry that worthless prece of tat? Well, my frend, it's
practically yoursl'

To find out how many Gold Pieces Hollmann wants
for the shroud, roll one die and add r to [he number
rolled. lf you are willing Lo meet his price, deducL the
Gold Pieces trom yov Adomture Srref and turn to
r98. BLrt if you cannot or will not pay, then there is
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nothn8 else io do here but leave If the word'Cainam'
is w tten down on yottr Adoenture Sluet, turn to 29t;
otherwise add r Hour and return to 2oo.

79
Skull in hand, the ancient wanior slips past you and
hurries out of the room. 'You fool,' he calls out over
his shoulder, 'you spineless fooll' You rush after him,
bul when you reach the corridor you discover that he
has vanishedl lust then, cracks staft Lo appear in the
ceiling and the walls of the corridor begin Lo quake.
The tomb is collapsingl You hurry back up the stairs
and run clear oi lhe underground crypL. When you are
safe, you look back and see Lhat what was once rhe
ground above the tomb is now a sunkm pit. If you
have noted the word 'Daednu' on yov Adomlure
Sheet, tvn to ,r5; otherwise, add 3 Hours and retum

8o
Hooked to the sill of the window is a thin cord which
trails down Lo the street below. And at the end of fhis
cord is a Man-Otc assassinl Clad enlirely in black, Lhe
assassin drops safely to the ground and scampers
away. You ar€ about Lo follow him when the cord
disinfegrates before your very eyes! I{ you want Lo
keep the creature in sight, you will have ro lump
down after him. If you wish to do this and you have
the A.rcbatics Spectal Skill, tum to IZZ otherwise. Terl
your Skill.lI yoll succeed, hlrn to 177, bt if you hil,
tum to 2t2. Then again, if the idea of a twelve-meke
drop doesn't appeal to you, tum lo r49.

8r-82

Et
He who touches the chain while ih binds another must
release and then destroy the othet or be bound in Place
himself this is the chain's unwritlen law, and it has
been broken. With incredible speed, lhe chain wraps
itself round your body then drags you, screaming back
on to the prison chair Argolis howls rn darkest ecstasy,
'Freel Freel Now know the horror of lhe pitl' You
struggle in vain as the chair sinks down into the earth -
unlike Argolis, you will not survive being buried alive.

t2
The thimblerigger is good, but not lhat good You
make your choice the moment the thimbles are stalion-
ery. 'Are you sure?' asks Jubar, no longer smiling. In
reply. you tum the thimble over. Beneath it is the
Gold Piece. lumping Kakhabad!' he shouts, 'I dorit
believe it!' But whether he b€lieves it or not is irrel-
evant A great cheer goes up amonS fhe onlookers,
and lhe old man is made to count ouL your winnings
Then he grumpily declares the game over and stoms
out of the tavem in a huff. Add the gold you have
won to your A.domture Sheel. Now, will you try lo



E3-8t

have words wrth Eviron (turn to lE?) or go and stand
on yow own by the bar (turn to l6rt

8,
As Radu outlines his programmes for world domina-
liorr you make your way across to two ornate columns
which support the balcony, some thi y metres above
lhe ground. 'Lookl' cnes a woman 'The Bounty
Hrmter!' If is Evrron from Lhe Last Octopus. and she
has seen through your disguise. ShoLrts of haked 6ll
lhe hall  and four hundr"d weapons are dran n in anger.
If you have the Lock Picking SpecLal Skill, Lum to 2o8,
if you have the CllnD Specral Skill, tum to 249; bul ii
you have neither of these slalls, turn to r22

84
Undeterred by the nsing inferno, you hurry over to
the slrongbox and are aston$hed to find it unLocked.
You open it and feast your eyes on a thousand Cold
Piecesl Unfortunately, yoLr won'l be able lo spend a
single one oi them, for when you hurry back out into
lhe conidor, dragging the box behind you, you 6nd
that you have been trapped by the flames. The Gold
Pieces lie untamished while you shrivel and blacken!

8i
It takes every bit of know how you possess to pick up
lhe trarl of the body-snatchers, but yor-: lrack them to
a slum on Queen Street and kick down the door.
'Bejamersl' shouts Hogg in astonishrnent. 'We've been
rumbled!' Too right they have. \ou take bac\ eoerything
they've stolen from you plus 5 Gold Pieces of their

86

own. Hogg snivels, 'Don t hurt us, it was just a bit o
trn. We can shll help yer get the skull. We just need
time to mak€ some arrangements' You advise Hogg
thal if he isn't at the cemetery in half an hour, his life
rvon t be worih living.

You yourself reach the tall gates of Meinster Cemetery
with tim€ Lo spare If you wish - and only if you have
ihe proper costune and Special Skill you may
disguise yourself as a Vampire If you do this, tum to
164, if not, ium lo 38.

86
You race along unbil you come to Hook Lane, where
you find a crowd gathering; kaders, fishermm and
oiher folk have all come to witness the Shockels latest
ouhage. A cooper named Channing quicHy takes
charge of the situation 'l've sent for the City Guard
but we must all look for fhe Shocker now, belorc it
vanishes. We'll split up lnto groups and comb lhe
entrre dockiands. We've lived in fear oi thal fiend for
ioo long!' The people shout in agreement, and Chan-
ning sets about organizing them into search-parties.
You lmeel donn beside lhe Shocker's latest vicLim: a
young man whoge body is contorted in terror and
rvho wears a ring engraved wilh the Mark of the
Werewolf. 'Leavc Lhe body for the guards! 'snaps
Channing. Then he sends the search-parhes on thejr
way Will you offer to help rn thc hunf (turn to ,4tt
wait until Chaming is busy and then search the body
(furn to r7r), or do you prefer to head back to Lhe
Oclopus to continue your watch (tum to 2j]P
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a7
Your enemies are one step ahead of you yet again -
the body of Srlas Entador lies on lhe bare floorboards
of his airless atbic rooml You hurry over to examine
the body and dscover two small puncLures, wet wilh
some kind of venom or poison, in his neck You also
see that his left hand is closed tightly round a scrap of
paper As for the room itseif: what few items of
fumiLwe Silas possessed have been smashed or Lom
apart in the rubble lie 4 Gold Pieces which you may
take and on his mantelpiece sits a sickly-scented
envelope addressed to youl Will you look at the paper
in Entador's hand (turn to 167) or the sealed envelope
(turn to ,79), or leave lhem both and make your way
back downstai$ (tum to 266)?

88
You fum on Gruul and . he is lrznsforming into
someLhing green and replrlsivel RooLs sprout tsom his
hands, veins spread across his face in a pulsating web,
and his des mutate into Lhe ululaLions of a Mandrakel
These plant-like creatures can take on the likeness of
any human. They also have an intense fear oI fiie,
their only wealness Wieiding the torch, you leap in lo
attack

MANDRAKE SKILL 7 STAMINA 8

If you win, you set off in pursuit of Radu, whom you
see escaping along the Border River in a boat rowed
by Zombte slavesl He is going to the place 'Gruul'
spoke of earlier, Hope's End - a desolate spot six
kilometres away- Tum lo r9.
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E9
As the water pours inside the carri€e, you hammer
on the wjndows with your futs and kick out at both
the doors, but all your efforts are in vain. You can
only watch in horror as the water rises higher and
higher . . .

9o
Pushing yet another Zombie out of the way, you
hurry inLo the enclosure and slam the gate behind you.
But the overseers are not done yet They whip th€
undead hordes inbo line, then send them after you. lf
you have the Lock hcking Special Skill, tum to 125; if
you do nol, turn to rt t

9r
You slip past your foe and, using the eroded handholds,
skilfully ascend the obelisk. You hope that Lhe predator
will not follow you, but it springs up afrer you ano
rejoins lhe aLtack. Its metal skin is alrnost indestructible,
so any Attack Rounds you win serve only to save you
from injury (because of lhis, the creafure is not given a
srevrra score). On the other hand, if you lose a
round of combal, you must deduct g points from your
srAMrNA because of lhe av'ful damage done by the
predator's wrist blades. If you have the Combal Speci,al
Skill, you can turn the narow arena of the obelisk to
your advantage: add z ponts to your sKILL for the
duration of the battle Now fight!

OBISIAN PREDATOR

After two rounds of combat. turn to 4r-

92
Outside an eccenhically dressed woman steps forward
md grabs your sleeve. She pess at you through a
monocle. 'Do you realize what you've done by going
n there?' she gnrmbles. 'ld€'re both in danger now
Still, together we'll have a grealer chance of €scaping
Cruul's lackeys Now come onl'She points her walking
stick in the direclion of Harbour Row. lf you wish to
go wiLh the strange woman, tum Lo zoo. If, fearing she
may be yet another oi Gruul's agents, you prefer to
attack her, tum to 392.

9t
in time, you arrive at Weathem MilL an impressive
iower which stands alone on a low hill, above a
shanty town on the southem edge of the ci[y. Save for
ihe vanes aeaking in the night-time breeze, the mill
s€ems quiLe dead, You step up to the front door and
try the handle; the door openr so you let yours€lf in.

lnside, the Lower is a single open room, cluttered with
bales of hay, farming tools and mill machinery. A
ladder runs all the way up one wall, to a Lofb near the
roof of the mill. and near bv is a closed hatch which
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leads down into the cellar. The place is dimly lit by a
lantem up in the loft, but you can see no siSn of
Conrad Zaar. CLANGCC!!! You sPin on your heels
and see that a porLcullis has descended across the
doorway - you are trappedl Nevertheless you are
determined to find out if Zaar is a traitor and, if so, for
whom, So will you begin your search here, on the
ground floor (tum lo 39), up n the loft (turn to 2ot)
or down in the cellar (turn Lo 389)?

94
Hoping to shed sdme light on Bennet's death, you go
through the assassin's 6lLhy robes Your search tums
up 3 Cold Pieces ard an Alchemical SPhere: once
throlvn, this small glass ball will shaLter, to release a
deadly cloud of corrosrve mist which you yourself
may be unable to avoi4 should you break the sphere
in a confined space You may take both the Sold and
the Alchemical Sphere (don't forget to add them to
yotr Aduenlure Sheel). lf you would like to search the
rest of the theatre, tum to 3. If you would rather leave
at once, tum bo ,tr.

It
\4hen you entered the temple, the door opened quite
Ireely; now, however, tt remains firmly shut - even
though there is no sign of any lock. You try to kick
the door down, but lhe rotten v/ood is unyielding lt
would seem fhat you are traPPed. You are wondering
what to do next when a shange ffre blazes through
you - lose z srAMtN^ pornts. If you want to search
the temple, tum to r78. If you would rather study the
Roating orbs, tum to 2rr.

96-8

96
You nip across to the tavem and gently open the door
- the place is emptyl Suddenly, out of the comer of
]our eye you notice a secret panel sliding shut in one
of the walls and a lantern bracket next to the panel
jerks upwards with a loud click. You go over to the
brackef and pull it down In response, the panel slides
open again, revealing a long, dark corridor. You wait a
second, then creep forward. The panel closes behind
you. If you have the firat Special Skill, tum to z3o If
you do not, TesL your Luck: if you are Lucky, turn Lo
z3o; if you are Unlu&y, tum to ,t.

97
Clad Lo be alive you climb out of the vile pit and ki&
Lugosh's door down. Unfortunately, it would seem
that the bird has flown' Lugosh's abode is completely
empty - iL has all been a trap. Thus thwarted, you
must now continue Lhe hunt elsewhere, If you haven't
been there already, will you go to Craven AsyLum
(tum to j9r), to the Last Octopus (turn to t7), or to
Malt Lane (tum to 2o7)?

98
You Lake your eyes off the rogues fot just a second
and 5P,,q,NG1i1 Hogg hits you across lhe back of
your head with his spade You fall over inlo the grave
Roll one die and deducl the nr.rmber rolled hom your
sr,rvrr,t Then roll three dice If the total rolled is
equal to or less than your currenl sraMrNA score, tum
to r2r; otherwise, tum to ,5E.



99-roo

99
Three days pass - three days of constant havel, lhree
days of Gnrul's enmity, three days of hunger and
tiredness - but frnally you come to the East Cale of
Royal Lendle, capital of Callanhna. The City Guard
there rush out to welcome you; you fall into their
ams, exhausted

Ovcr the next month, Karam Gruul has to stand trial
before the Ruling Council and th€ lead€rs of Femphrcy,
B.ice and the Norlhlands, The list of Gruul's crimes is
almost withoul cnd, and lhe verdict rs unanmous'
guillyl Cruul is senLenced to imprisonment for the rest
oi his unnatural life. People must never be allowed fo
think that such evil acls will go unpunished, no matter
how long ago fhey occurred. As Gruul is led from the
Council Chamber, he Slowers at you a 6nal time. You
shrug You cannot make good the wrongs he forced
you to commit as a Moonrunner, but you ha'e stopped
him 6om ruining lhe lives of thousands of others The
King of Callanlaria turns to you and asks you whether
you will be willing to lead an army back to Hope's
End. You refuse, the Cabal is already beaten, lhe tow€r
is bui an empty dungeon, and you have seen enough
bloodshed of late to last you a liielime That night,
you leave the cify to rejoin your family in Narbury.
Ior yoq the war is findly over

roo
YoLr huny back out inlo the corridor to see the bat
flying al full speed Lowards the north door. At 6rst jt
looks as if Lhe creature must surely brarn itsell bul nol



the door swings open and lhe bat flies straight through
You follow . and find yourself in a room packed
with human skelelonsl The door closes behind you,
and the bat escapes through an air shafL cut into the
ceiling. You try to open the strong door, but il is
locked You have fallen into a simple hap, sprung by
Lhe Devil BaL and compounded by your own curiosiLyl
Suddenly you hear footsLeps outside in Lhe conidor
Someone is opening lhe east doorl If you have the
Lock Pickmg Special Skill, you may open the locked
door and give chase (tum to 238). If you have the
Cllnrb Special Skill, turn to zz6 Il you have neither,
you are doomed lo Lhe slow death of starvaLion; your
adventure ends here.

Wthout warning, the floor beneath your feet opens
and you pitch torward into a vai of alchemical reactant.
The trapdoor closes above your head, sealinS you in
toLal darkness. BuL Lhe reactantl V{hat is it doing to
you? Your fingers, your hards, lhey're bulging, expand
ng And your headl Unbelievably, you grow and
grow, until your body explodesl

ro2
Round and ror.rrd the thimbles go. You are trying in
vain to follow Juba/s drzzy hands when they come to
a sudden halt. The thimblerigger sits back and prompts,
'Come on then Which one ls it?'

You Lap one of the thimbles He tums it over, to
reveal .. nothing Cross any gold you lost off your

rot-ro4

ture Sheet. 'l'lever mind,' grins lubar encourag-

OMBIE SLAVE

wish bo acl on his dubious advice, retum to ,3o
follow the rnstructions as before. Olherwise, you
best head back to bhe bar and either keeP to

(tum to 36r) or try to talk to Eviron (turn Lo

ao,

trenches and piles of rock offer you plenty of shelLer
you sneak forward, but evenhrally they Srve out and

must brave the open plains To your right, howevet
a fenced-off area where tools are sLored. A Sate at the
side of this enclosure opens by lhe loob of the lower'

are no Zombies inside the enclosure, bul there is
stahding right in front oI you! If you have the
pha, hrm to 9o. If you do not, defend yourseli

. 'Give il another go. You might get lucky' If

sKlrL 6 STAMINA 6

you defeat your foe in three or fewer rounds of
bal, tum to 9o; but if you do not manage to
I it within this tjme, tum to r5,

r04
Wielding hrc dagger of bone, the Corpse Master urges
lis rodent servants to swarm all over the two of you
a you fight, and soon you are weighed down beneath
counLless warm bodies. Because of this horrid distrac_
Iion, you must subLracL 1 point from your SKILL score
6r lhe dwalion of the baltle. Moreover, the rats take
Gvery opportunity lo bite at you with their slavering

Fwsj aL the sbart of each Attack Round, deduct 1 Poinl



CORPSE MASTER sr.rL L 9

from your sravrNe finally, the gaze of the Corps:
Masler conveys a curser each time you choose to It::
your Luck during the battle, you must add 1 to tl.
number rolled. Now fightl

r08

lowards you. So far as they can see, evenls are only
too obvious Worse, Bennet's words return to haunt
youi not one of lhe guards knows who you are ol
why you are here. To lhem, you can only be an
inlruder I[ you have the Coz Special Skill, turn to 36o;
if you do nol, turn Lo 22,

ro8
Oblivious to lhe noises of the busy wharf, you drifL
off into a deep sleep; restore up lo 4 srAMrNA points
You wake up early in the afternoon just in lime to
observe a simstcr 6gure leavrng the Last Octopus and
walking huniedly away The stranger wcars a Srey-
hooded cloak, the back oF whrch is embroidered with
the Mark of the Werewolfl lf you wish to follow lhe
hooded ffgure, turn to r39 If not, is the word 'Cainam'
wriften on your Arloenture Shull If it is, tum to 25r,
otherwrse, ium to 277

If you beat your diabolical foe, turn to r7i

rot
When you reach lhe far wall, you observe lhat lh.
balcony stands some thirly metres above the grounc
on tr'\ro omafe columns How can you hope to reacr
the Magus before the furious Cabal reaches you? J;
you \av.  r l -c 1o.1,  t i , \nx >p,, ; r  Sl i l  lurn ro zo8 i

you have the Clim, Special Skill, tum to 249, but i'
you have neither of lhese skills, Lum lo rzz

ro6
Suddenly an unearthly voice echoes inside your heac
'Neeeeed foooood .. nceeeed foooood.' Thc Skull o:
Mora Tao is hungry againl To satisfy the accursec
artefect, youwill have to take it out ofyourpack and let i:
s.rck some of your spirit.lf you do not accede to lhe skull':
demands, turn to 5o. If you carry out the vile operalior
upon your own lifc-blood, dcduct I points from youj
sTAMINA Then, ifyou have lhe C/imb SpecialSkill, turr
lo r98. Ofherwise, Irst yoar Skl/l adding z foyourroll I:
you succeed, turn to r98; if you fail, turn fo jr4

ro7
You rarse a supplicatory hand and beg Furneaux tc
listen lo your lale Bul the guards continue advancing



I09-rro

ro9
Kiennar is adamant: 'Either pay, or get out.' lf you
have the Slerglf of Hand Special Skill anl rhe Skull of

TIO

You quickly set aboui your unwholesome business
and have no troubie finding the wooden hand; it is
strapped securely to th€ wrist of one of fhe dead men-
You untie the leather shaps and tuck the hand away in
yotrr backpack. Accordmg to Van Heldenghasl you
must now take it fo Mawn Pretoraeus for some kind
of magical treatment. But time $ ihorb perhaps Lhe
hand ilselt wrll suffice to fend off Gruul's maSic. lf you
want to go to the Necromancels abode, turn to 144.
If you would rather gei on with collecting the oiher
Wards, add r Hour and retum to 2oo.

I I I - I  I3

I I I

Groaning with the exertion, you puth one of the
heavy bundles of tightly packed hay over the top of
the ladder. The bale fals and hits Conrad squarely on
the head and shoulders but he doesn'l even falter in
his menacing ascent You rnust act before your grow-
ing panic overwheims you. Will you,

Throw a lantem dornm on to his head? Tum to 2r4
Strike at him with a pitchiork? Tum to 4
Siand your ground and fight when

he reaches you?
Try to escape?

Turn to ,to
Tum to r6t

rt2
You rush in to the attack, but the Obisian Predator
leaps aside and reaches out for you wrth its strong
hands. Tesf your Luck If you are Lucky, h.rm to r38. lf
you are Unlucky, tum to r82.

t t ,
Misler Hogg lifbs his spade in a menacing fashio[
shakes his head and murmurs, 'Now I do not t'ink yer
wanted to say that.'He steps forward, while Mister
Kilmamey picks up his spade and nrns round behind
you. You must fight them both at the same time.

MISTER HOGC
MISTER KILMARNEY

SKILI,

6

7
9

10

After two rounds of combat, tum to 281.



I
rr4-rr5

rr4
The gate opens into a vast hall, wherc you discovcr
Radu addressing fhe cntire Caball The Magus rs speak
ing irom a high balcony at the far end of the chambcr,
so no one notices you listening fo his wo.ds at the
back of the hall 'You are here to witness the fruition
of thc Crand Design UsinS lhe mystic art of Nrdfrff,
our master has creaied the Ethereal Projector' He
indicates a bizarre contraplion by his srde 'With
this, we can rain dcath on any arca we choose And
we \a'ill start strarghi away by killing every living
being in Royal Lendle The Cabal roars its approval
You must find some way to stop Radu before hc
can activate the Ethereal Projeclorl If you are dis-
guised as either an Orc rogue or a Zomble, turn
to 8l; if you have an Alchemical Sphere, turn to

3o4; bLrt if none of these situations apply ro you, rurr
to 2r7

I I5

Drawing your sword, you hurry round to the f.ont of
the cafriage and skike outl The driver offers no resist-
ance, and il is only when his'body'falls to lhe ground
that you begin to understand For there, beneath lhe
black hat and cape, is the unmoving fom oi a marne
quin, a straw and sack-cloth dummy in the shape ol a
manr You are still reeling with shock when the carri-
age sets off once mor€. Will you take fhe driver's
seat and 5;rab the rerns (lum to zrr), qurckly climb
nsrde .rum lo r37r.  or leavc the my. lenour carr iaSc

alone and head back in pursuit of Lhe assassin (tum to

328)1



rr6-r17

t\6
Defiantly you cry out, 'You'1l never take me aLveJ'
Then you plunge the Stage Knife into you. chesl and
fall to the floor in a toncnt of fake blood.

Your deception succeeds! The Imperator has two men
carry you back up to fhe tavem. As they go, one of
the men whrspers, The Imperator will speak of this
farce to the Secret Chiefs '

'Let herl' hisses the oLher. 'You wouldn't catch me
going to Pefkhull, n6t wjth what's happenin8 there.
They say, all you have to do is ring the bell. Well, let
theh ring itl I'll stay in Blackhaven, thanls'

Confident that no one is about, lhe men haul you out
of the tavem and dump your body in an alley. You
wart until the-v are gone, then get up. Thanks to the
looselipped Rosichalcians, you now know that you
must go to lhe village of Penkhull; tLrm io 369

r17
Beyond the door is an open, grassy plot where most
of the inmates end their days: the asylum graveyard.
Like everythlng else you have sccn here, the gaveyard
is in a dreadful state. Worse still, hovering ovcr one of
the graves is a Bhostl Sensing that the ghost means
you no harm, you stand fast and listen as if moans
in a voice which chills you lo lhe marow: 'Avenrrnge
the deaaad freee the insaaane' Then it is gone,
vanjshed Regain 7 point of r-ucr for this faleful
encount€r

r rt-r r9

If you already know where the inmates are/ you may
go back and free them withoul further ado (make a
note thaL you have freed them on yout Adoenture
Sheet) Then, wheLher you fiee Lhem or noL, you must
retum to the hall and choose a door you have not
opened before. Will you go through Big Ldfs (turn to
22o), Nosh (tum to 27t) Big Trubbul (turn to 287), or
Wipefeet (tum to 58[

I I8

Your wish is my command,' Gruul chuckles. Then he
removes the first of the two panels. You scream as the
rats scamper up on to your chest. Deduct J points
from your srevlrA. Gruul tums to hjs aide.'Radu
note the foofs stubborn refusal [o accepL reality' Then
he tums lo you once morq his eyes aglow with cruel
salisfaction. Will you show Radu that I have erred in
my observations (fum to 2r4), or must I remove the
final panel (Lum to tzgl'

rt9
You are almost upon the figure when it explodes in a
fury of sparks. The silken gown and mask burn away,
Lo reveal a meLal dummy beneath! If you used the
Combat Special Skill your instincts wam you to droP
short of the dummy entirely. If you used the , tloralic,
Special Skill, you realize the nature of the trap too late,
and now you can only hope to twist out of the
6gure's destructive reacb roll one dre and deduct fhat
many points from your stlvrre. lf you were Lucky,
you crash into the effigy, then fall back on to the
ground; roll two dice and deduct that many points



fiom your srevrre. Kararn Gruul s evil voice screeches
out through the dummy's unmoving lips: Die fool,
Dieeee!' Shaken by this astonishing attempt on your
life, you hurry back out of the alley; tum to 199.

r20

and sling you out of the alehouse.

An oddly dressed woman hurries up to you and helps
you to your feet She examines you throuSh a monocle.
'Hmmm. no harm done. Well, come on, fool. More of
the Cabal will already be on theL way. We'll have to
escape Logelher-' She points her walking stick in the
direction of Harbour Row- Will you go with her (tum
to zoo) or atla& her, before she can lead you into any
possible trap (tum to 192)?

r2, I

As you tum tail and run, the Corpse Master crres,
'Fly, children! Swarm red run fl€shcarrierl' The rats
sweep down from the stage and come, gnashing, at
yor-[ heels- Roll one die Lo find out how many rats
succeed in biting you before you reach salety outside
the theatre; for every rat bite you sustain, deduct 2
points from your srAMrN^. Also, note down the word
'Retsam' on your Adoenlwe 5hed. Once outside the
Rohmer. you run and keep on running. vowinS never
to return to the evil phantom's lair.

Now you musl begin your manhunt. 5o where will
you go first: lo Craven Asylum (turn lo t9r), to lhe
Last Octopus (turn to t7), to Malt Lane (turn to 2o7),
oi, if you have reason to go there, to Priestsgate or
Weathern Mill?

r22
Too late! Your enemies are upon youl The Cabal
members pick you up and carry you to the balcony,
where you are granted the dubious prrvilege of becom
in8 the 6rsl victim of lhe Ethereal Proiector.



T
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r21
The body-snatchers realize thal you're still ready to
put up a hghi, so Lhey make a run for it You consrder
giving chase bul stop when you notice a stone hatch
at the bottom o[ lhe grave - fhe rogues had fimshed
the jobl Thc hatch opens on to a descendinS stairway,
and a reek of decay wafts up from the tomb to m€et
you; howcvcr, you ignore it and follow the steps
down to a short corridor. Lighl from the open grave
reveals that lhc conidor ends al three doors A draught
blows under the norfh door while a quiet squeahng
sound comes from behind the west door Whrch door
wi l l  you opcnl

\24-r26

r24
Having regreltably dispatched Fumeaux and his men,
you hurry back down the spiral staircase and oul of
the fower Now, with the City Guard seeking to anest
yoLr, yoLl ar€ truly on your own. Outside the tower,
you see no srgn of any assassin, so you decidc to
begin yor.rr manhunt immedrately. It being so lalc, the
cobblestoned strects of the city are deathly still. Where
will you go first, to Craven Asylum (turn to 393), to
th€ Last Octopus (tum to 2J) or to Malt Lane (turn to
2o7), or, if you have reason to 80 there, to Priestsgat€
or Weathern Mrll?

r25
There is nothing to be found rn the temple itsell but
you do discover a secret door near where Radu van-
ished rn his puff of smoke so much for lhe power of
the Magusl The door opens on to a muddy path at the
rear of the temple Footprints in the mud lead you
along the path to the cobbiestones of nearby Berman
Street, where the prints b€come much harder to see Ii
you have the Traclcirg Special Skill and wrsh to follow
the trail, iurn to 35. If you do not have this Special
Skill, you can do nothing bul return to the Last
Octopus, rf lhe word 'Carnam' is written on your
Aduenture 

'heel, 
tvn to 2tr; otherwise, turn to 277

,26
Breaking off ftom the cul and thrust of combat, the
woman raises arr imploring hand 'Don't be a fooll' she
barks. 'l quite understand your fears, but I assure you

The north door?
The east door?
The west door?

Turn to 186
Turn to r4r
Turn to 17



V

thal I have nolhin8 whatsoever to do with the Cabal
Indecd, they fear me more than they fear you. Now
lct's put an end to this siutf and nonsense before it
gcts out oi handl'

If you wish to do as she says and 80 with her in the

direction of Harbour Row, lum to 2oo If you would
rather press home your altack, lurn to 282

r27
Wary of the hungry maggots fhat are writhing all
over ArSolis, you drag her decayed bulk to the cdge
of lhe hellish pil, then pLrsh her over Almost immcdj
ately, clouds of smoke blllow up nrto the room and
the enlire floor quakes as lhe pif grinds shul The
Demothrax is no morc

Add fhc Chain of Argolis to yott Ad'aenLure Sheet At
lhe slart of any batlle, you may use lhe chain to brnd
any one opponcnt olher than Cruul; iust cross lhe
chain off your ,A/oerfure Sheel and continue as if you

had won the batlle Now, add z Hours and rclum to

Iza-r29

r28
You sLammer nervously, '1, er, was wondering if you
wanted anything doing, sir.'

Gabb jumps to his feet and shouis, 'Guardsl 'Before
you can do anything, four Troll wardens rush ln ancl
seize you They drag you away and lock you inside a
pitch-black room Al first you lhink you are alone, but
then you hear the sound of ungainly footsleps drag-
ging towards you; tum to r72

\29
Gritlng your Leeth, you snarl, 'You fiendl I'm surprised
you're not in here, feeding alongside your kin'

Grr.rul stiffens noticeably. 'Radul' he barks. 'The Bounty
Hunter seeks death Show the fool where io find ifl
The Secret Chiefs are expected in the village' The
Magus removes the 6nal panel, then both he and his
master leave the room. The next thing you see rs the
slavering ;aws of a rat, scurrying towards your face If
you have the SleighL of Hand Special Skill, tum to r8r.
Olherwise, there is no escape from Cruul's evil death
lrap YoLrr adventure ends here



I t3e13r

r30
irside, you join a guidcd tour of the exhibits, conducted
ry Custav Hollmann himself Sadly, lhe proprietor
rroves to be somefhing of a disappointment: his pafter
,sn't up lo mlrch. His exhibits, though liberally daubed
rvith rcd paint, have all seen better days, too Still,
evcryone clse seems happy. One toudsl in particular is
kecn to rmpress his ladyr 'See that vampirc? Nothing!
Ve, I'd just shove a pair of corks on his fangs.'

Then yor.r come lo fhc Angevin Shroud. This whitc
cloth hangs down from fhe top of a guillotrne some
six mckcs tall Even Hollmann seems ummpressed
with this exhibit, as he Bives a brie[ hrstory: 'A once-
nomal shroud used to wrap the beheaded body of a
\ecrophage. at the fallen citv of Angevrn now
possessed of miraculous powers. Let us move on.' Will
,vou follow Hollmann and attempt to buy the shroud
hom him, once the tour is completed (turn to 78), or
hang back and try to steal the shroud (tum to r54)?

rrr
You follow the man into a descrted street, thcn you
catch up with him, slam him aganst a wall, and
demand that hc tell you everything he knows about
the Cabal- 'Don't hurt me,'he snivels. 'The leader is
gorng to attend a rheeting aL thc Lasl Octopus, three
hours from now Co any sooner and they'il know
They'll call it off, and the leader won't show The ...'
He looks over your shoulder Two City Guards are
stroLling along the street lowards you The man calls
out, 'A fine evenin8, gentlemenl'Then he slips out o[



rr2-r34

your grasp and nrshes lo join fhem. Cursesl You can
only look on as the Cabal memb€r is escorted to
safety. It is clear now that you must retum to the Last
Octopus, but will you go af once (tum to $z), or n
three hours' time (tr.rm to 8)?

r32
You cannot help but notice the mass of fresh hoofprints
which lead up to and through the left-hand gate; this
is the way the Cabal must have gone. lf you wish to
follow them, tum to rr4. If you would rather enLer the
gate on lhe right, tum lo r99

r t l
A daring plan springs into your mind. Experience has
taught you that it is oft€n wiser to tum an enemy's
evil against himself, 5o you declare that you have been
sent by the Cabal to watch over the Corpse Master
You also tell him that Guard Marshal Bennet stiil lives,
and Lhat bolh you and the dead Man-Orc worked for
Karam Cruul alone You conLinue. 'Cruul has come Lo
fear you so much that he has his men tell you lies
whrle he desperately seeks a way to destroy you.'

'Dust Corpse Master?'growls the 6end. Like all seruants
of Chaos, he is only too willing to believe in the back-
stab of betrayal; yet he is also no fool. If you have the
Co, Special Skill, turn to jr, if not, tum to z2j

tt4
Is it because you dlstrust Mawn Pretoragus that you
follow him throuSh the Door Beyond? If so, then your

\t-rt6

kust is misplaced, for his waming was well-meant. He
sought to protect your mortal mrnd liom the unimagi-
nable honors of that other wordly dinension wllch is
reached through the portal and where he must perform
his dark rites, The moment you enter Lhe Necrolic
Wildemess of Q'yarm, your mind snaps and you
become irrevocably insane

t$
Someone taps you on the shoulder You fum and see
that il is a Dark Elf will the wonders of thls city
never cease? These creahres are usually Lo be found in
remoLe underglound cities. They hate all surface dwell-
e.5j yel one of them stdnds here before you. in a
common alehouse. The gaunl ffgure, with his long hair
and skin like midnight, is clad in armour engraved
with Elvish runes and a long dagger hangs by his side.
Uncanng who should hear him, he says, 'Let me buy
you a drink We must talk about Karam Gruul.' Will
you:

I
{

Talk to him?
Ask to be left alone?
Attack him?

Tum lo rr?
Turn to r92
Tum to 2r2

rt6
The orru potent Vampire Lord is hungry for blood
and has no time to waste on foolish combat He fixes
you with lls wolf-like eyes and seeks to enfhral
you with a simple bef itchment. Test yow Lutk. lf
you are Lucky, lum to r87 If you are Unlucky, lum to
209



Y
rt1

r57
No sooner are you inside the dark and empty cabin
than the door slams shut behind you, and a drsembod-
ied voice speaks gloatingly- 'l hope yotr are enjoying
thc short cxcursjon I have arrangcd for you. I had
cxpccted more ol Bennet's choice It is a pity thal the
gamc musl cnd so soon Farewell, bravc fooJ

Your bumpy, frantic joumey comes to a serdden enci
wrth a splashing of water. lhe carriage has ploughed
straight into a deep riverl You rush from one door to
the other, but neither will open, and the dark windol,ls

r l8-r39

are indestrucfible. One of thc windows can bc lowered
a short way but that only admits torrcnts oi dirty
r\.aler Unless you can find a way out of thc cabin, you
rvill surely drownl lf you have the Shighr ol Hand
Special Skill, turn Lo r8o; if not, turn to 89

r38
You half dodge and half iall out of lhe Obisian
Predator's grasp; as thc creature has now practically
iallen over you, you havc no choicc now but to fight
rt off If your opponent's wrisl blades catch you. they
rrill cause devasiaLing injury, so each time you Lose an
Attack Rourd you mLrst deduct j poinls from yoi.rr
sTAMINA Now defend yoursel l

OBISIAN PREDATOR sKrLL 11 srAMrNA 1()

If you win one Altack Round, lum to 299.

r39
fhe hoodcd 6gure leads you through the maddening
crowds of Muddslamp Fishmarkel, to a dislrsed temple
wrthin sighf of Angmellyn Bridge. The windows of
the small temple are a1l bncked up, but the sol€
cnlrancc - a rickety wooden door - seems to be open
The cloaked stranger pushes the door aside and enters
You are about to follow suit when you feel a prickling
sensation on lhe back of your neck. If you slilL wish to
enler lhe t€mple, turn to 74 Otherwise you must
relum to the Lasf Octopus: i f  the word'Cainam'is
wriften on your AioenLure Sheel, turn to 2Jrr if it is
not, tum to 277.



t
i

I40-r4r

r40
No sooner do you touch the rungs than they pull
loose from the wall and fall with a splash into the
water. You check the other rungs, and you discover
that all the lower ones have been rigged to do the
same. Those above the wooden beam, however, look

continues to pour in (t!rn to r7o)

r4\
You enter a large vault fo ftnd the Skull of Mora Tao,
resting on a black marble pedestai. You shiver. The
horned skull has teeth iike the edge of a saw, its
bottom jar,v is missing and its eye-sockets are the very
vrsion of death You dread to think what manner of
creature the skull must once have been part oft Roll
four dice and add the numbers rolled together. II the
total is equal fo or less than your current srAMlNA
score, lurn to r7r. If th€ total rs higher than your
current STAMTNA score, turn to 196

r42-r4t

r42
.he assembly is shocked by your audacity, but the
mperator merely smiles. 'Know then, brave Adept,
:haf lhe Sccrct Chiefs are to be found at lhe village of
lenliluu Toll the bell and tal(e this token to Kriswell
:he Moneylender' She hands you a small figurine, an
amethyst icon of Baphet-as-Werewolfl (Add the icon
'o yov Aduentt rc Slesf.r Novr go she sayr 'The
Secr€t Chiefs awail you '

'i'ou thank the Imperator, lhen hurry back up to the
iavem. For d€ceiving the Rosichalcians, add r point to
\ our LucK- The moon lights your way as you head
north out of the cityj tum to ,69.

r43
Heeding your uncanny instincts, you stop short of the
creeping mist and watch in horror as it melts the road
in fiont of your feetl You step backwards, away from
the outward spreading fumes which are dissolving
everythinS in their path Only the twisted genius
of Karam Gruul could have fashioned such an evil
devicel

l{hen the mrsi ffnally clears, the assassin is gone. If
you have the Tracting SpecialSkill, turn to ror. If not,
you must give up the chase and, despite the lateness
of the hout begin your maniunt. Will you begin yor.rr
invesligalions at Craven Asylum (lum to 193), the
Last Octopus (tum lo z3), Malt Lane (tum lo 2o7), or,
if you have reason to go there, at Priestsgate or
Weathern Mill?



v
r44-r45

r44
With only a handful of followers remarning, you strfle
an urge to panic and set oft along the right hand side
of the tunn€l You shudder - lhe unnatural fear is
g_owilg \ lronger b) lhe *econd. I ookl cries a woman
She raises her flickering lorch and you see the Shocker
hauniing the very darkness about you. The creature is
a thing beyond comprehension, perceivabre onry as a
sentient nightmare But that eyel That eye!

Roll one die and add r The total rolled equals Lhe
number of shocks to assail your party Each shock
fiightens one of your companions to d€ath If any
shocks remain, bhey cause you to lose r pornt of LUCK
and 5 points of sTAMINA per shock. lf you are still
alive, you must 6ghf. Add r point to your srrrr score
for each surviving companion, for the durafion of the
battle

THE SHOCKER

It you win, Lum to rj6.

sKrLL g ST,{MINA 13

\45
You hy to word your reply most carefully, but when
you finish the landlady snarls, 'l know what your
game is. You and your snooping - get oul of herer'
You hear Lhe scraping of chairs and tum to see thaL all
the other patrons have 8of to fheir feet. lhei 'xedponc
held ready Wjll you stay right where you are and
press Eviron furthcr (Lum to rzo), or do as she says
and beat a hasty retreaf out of the tav€rn (turn to
92)?



46-148

r46
Just when you least expect it, the Xen-Viper retracrs
her fangs and pleads wilh you in a sibilant, reptilian
voice, 'Mercccy, wam-blooded one. Ssspare me and I
can sssave your li{e.' You try to force her to explain
what she means, but she is resolute: 'Only if you
promissse m€ my freedom' Will you promise not lo
harm the Xen-Viper, in retum for her information (tum
to 297), ot finish her off while her guard is lowered
(lurn to 2r9I

r47
Thank you,' smiles Gruul Now thaf I know you are a
Moonrunner I can trigger a hypnotrc implanf stored
deep inside your mind. It will restore you to your
bestial form.'No! This cannot bel This. your will is
not your will, your thoughh are not your fhoughts,
and only when it is too late do you realize bhat this is
enchantment You revert to the honible form of a
Moonrunner and escort Karam Gruul back to the
Tower of Inquisrtion. Obeyrng his commands, iL is yor.r
who tums the Ethereal Projector on Royal Lendle
Gruul laughs - your failure $ complete.

r48
You stroll over to the lwo Man Orcs and diskact their
altentron from the poor begga. - larho wastes no Lime in
slipping off down an alley. 'Oil'oo d'yer ffnk yoo flamin'
are?' barks one of the Provosts. Both of Lhem have been
angered by you putling an end to their cruel sport, so
your story had better be a good one, If you have lhe
Co" Special Skill, tum to 3t9; if you do not tum Lo 26.

r49

r49
Before you have time to do anyLhing else, three City
Guards burst nto the room, their swords drar,rrr. 'Zaar's
warning has come too late,' shouts Cuard Captain
Fumeaux 'The assassin is here before usl'

Warning? Assassin? Here? It is with a sinldng feeling
that you realize you have been framedl The guards
advance towards you, bloclanS off the doorway, but
lhe open window is just over your shoulder. Will you:

Attack the guards?
Try to fell Fumeaux what really

happened here?
Escape through the window?

Turn to zz3

Tum to ro7
Turn lo 278



r5er52

rolled. and deduct that many poinrs liom your
srqvrra. I f  vou are +i l l  a l ive. regain r  r . r . :c^ poini  fo-
your narow escape. Also make a note of the word
'Cainam' on yol:r, Adl)enfure Sfieef. Holding your ribs,
you stagger away from the mill, mere seconds before

Hogg watches over the proceedings yer,d better look
away, Mister Krlmamey. Thrs isn,t gom, to be a prefty
sight No, not very pleasanr at all. Ooooo, I felt tiat.,

r t2

rt3

Unio.tunalely I am too busy to accompany 1ou bur i f
!ou tol low lhe 'Nosh signs you rhould f ind her
rvithotrt any problem'

I?elieved al being able to *e Ouspen.laya alone. you
thank the depLrty. rhen leave his off ice. you walk into
a hall, olf which lead five doors. On each of these
doors is a crude sign painted by an Orcish hand
lVhich door will you open:

Big l-aIfsl
Nosh?
Big Trubbull?
Fat Maggots?
Wipefeet {you have just come

rhrough here)?

Tum to 22o
Turn to 27t
Turn [o 287
Tum Lo r17

Turn to jt

r53
Before you can take another step, a number of Zom-
bie5 grab you and hold you while thejr overseer
knocks you unconscious. You awaken to find yourself
danglinS at the end of a rope, over a sprke-filled pitl
Rope has also been used to tie your hands and feet
together Wart a minute. what's that smclh Smokel

to rr4.



| 54-"6

r54
Hollmann leads the sightseers on to the next 8ory
tableau, while you r".iitr surreptitiously in fhe shad

r98; if yor.r fail, tum to 3r4.

1t5
The assassin is about to reach into his tunic, doubtless
Ior some diabolical weapon, when you dive forward
and knork him to the ground You must press the
attack while your formidable foe is empty handed.

MAN ORC ASSASSIN sKrlr 9 srAMrNA 7
lf you defeat this veteran killer, tum to z8r

r56
Dazed, you stagger away from the drssolving honor of
the Shocker and try to recover some of your shattered
wrts. But your fascination with the monstrous eye is
undeniable: y ou pcer into its watery depths and behold a
5erie\ of fleeling imdges: memoriesl Memories oF an
abominable spawning, of Karam Gmul's Nofl/r ritual
gon€ wrong; memones o( an escape to Blackhaven,
memories of a hellish reign within the sewers; and,
more than all this, memories of Gruul's headquartersl
The Hand of Deafh is to be found at fhat place called
Hope's Endl

rt7

This is the break you have been hoping for Confused
and terrified, you clamber up out of the sewers and
begin your fleet-footed journey north, restore 1 LUCK
poinf and tum to 19.

r57
Suddenly the Dark Elf steps behind you and loops a
rope round your neck. He is trying to strangle youl
You quickly shove your hand inside the cord to stop it
from ihroltling you Though you save your life in this
way, the rope cuts into your hand; deduct z points
from your srevrNr.. Your first concern in this deadly
combat is Lo escape the tightening cord. Test your Skill
If you succeed, tum to 274; if you fail, h-rn to r77

'J_r.
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I6I

mind . bul not in your ears It emits a shriek so
deafening that the tranquillity of lhe square is shattereC
info hundreds of tiny piecesl But fhe shrieking lasfs
only as long as is necessary fo draw Lhe Provosls'
altentron to yor.r This is nol very long at all 'Oil Gel
over 7ere, yer noisy slob!' You no longer stand an_r,
chance of being abie to reach the gallows unnoticed
Wiil you attack the Provosls now (tum to 26), try to
bribe them (tum to r4), or seek to fool them (tum to
r48)?

r6r
'Cahl' Hogg cries, dragging Kilmamey lo his feel
'Our employer is possessed of the divill' You t€Il fhe
panic strickcn rogu€s lo take you to lhe skull, and
they lead you lo an unmarked grave which they then
proceed to dig up. Al the boltom of lhe grave is a
slon€ hatchl You Lft the hatch and see a stainva_v
descending into the darkness. While you are distracted,
the body+natchers lum lail afd flee make a note of
the word 'Daednu' on your Adoenlure Sheef

You remove your vampre costume and sLep down
into th€ musty atmosphere of lhe underground tomb
Lighl from the open gave enables you to follow a
short corridor which ends at three doors A draught
blows under the north door, while a faint squeaking
noise comes from behind the one to the west. Which
door wrll you go through,

162,-16t

t62
A poison tjpped needle springs out of the door-handle
and stabs your thumb Do you have a bottle of Poison
Antidote? If you do, turn to r9J, if you don'i, tum to

r63
The driver neither moves nor sPealc as the carriage
rolls into Blackhav€n's infamous docklanas - ne cer'
tainly doesn't notrc€ you crouched behind hrm Soon
the Border River is in sight. lndeed, if the vehicle's
te[rfic speed is anything to go by, lhe Border River
may well be your destinationr Will you conhnue to
wail (tum to 146), attack the driver (tum to 266),
climb down and into lhe carriage (tum to r3j), or
drop off lhe vehicle and head back to the Guard
Post, rn the vague hope of finding the assassin (turn to

128)?

The norlh door?
The easf door?
The west door?

Turn to 386
Tum to r4r
Turn to 17



164-fi6

r64
Karam Cruul expeimenls in the darkest alchemies as
part of his delving rnto lhe mystic art of Nohaffi. O^e
such experimenl involves lhe creation of Ashvaal, a
poisonous sludge which blights the desert for kilo,
metres around You leap into the pool of Ashvaal and
are sucked down to a stagnant dooml

fi5
If any parl of the windmillhas caught ffre, turn to 37o,
otherwise, turn to 3jo.

r66
You qurckly leam that the way to escape the net is not
to stmggle against it but to move slowly with it as it
tightens, usinS the increasing rigidity of the wire to
clmb up and out through the open neck. But you
don't have much trme to congraLulaLe yourself upon
your ingenuiiy before you hear a scream echoing from
deep withrn the buildng As the scream dies, the
terrifying sound of a pipe organ begins Will you

follow the evil dirge to its source (turn lo 260), or turn
and run straight out of the theatre (turn to 383)?

\67
You cautiously remove the crumPled nole from lhe
dead man's hand. On n are some words, obvrously
saibbled by Enbador in hrs last moments: he wroLe the
words with his fingertip, using his own blood as ink!
The note reads, Rosy Chalice Last Oclopus'. You
have forged anobher puzzling link in the chain whrch
may well lead to the sinister Karam Gruul Now, will



V

r68-rE

you open th€ letter addressed to you (tum to 179),
or leave i[ where it is and head downsLairs (Lum to
268)?

r68
You have no trouble convincing the landlady that you
are an important Brician noble of ancient sfock, and
that you have an interest in contacting the Eternal
Frat€rnily of the Rosy Chaiice with a view to joining
ifs august and most secret ranks What you don't tell

proof,' she whispers- 'Here. Tonight. Midnighf Nor4,
youd better leave'Add fhe Rosy Chalice brooch to
your Aduenture Sheel. Pleased at the success of your
deceptlon, you nod your thanks and leave; rurn ro
92

'69Cruul is trying fo hypnoLize yout But your will is foo
strong. You strike hrm and wam hrm not to try ii
again. Perhaps he won't have io his extra weight is
slowing you down, and Lhe remnants of the Cabal
have ralljed and are coming after you. Buf waitJ Just
over the next rise you encounter a Gallantarian patrol.
Their captain rides forward lo greet you. 'We came to
€scott you back to Royal Lendle, but we had better
make a stand against the Cabal here and now. There's
around thirty of them and only ten of us. Will you
slay and help?'

r7o-t7r

'Yes,' mocks Cruul, 'will you waste time here, playing
soldiers with your friends (tum to 38E), or will you
desert them, so as Lo get me to Royal Lendle that liltle
bit sooner (tum to 99!'

r70
As the water rises, you relax and lie back, allowing
yourself to be buoyed upwards and occasionally rais
ing your head to snatch a mouthful of air, All toes
well until Lwo of the bodies snare your legs and drag
you down You must free yourself fiom the corpses'
unfeeling grasp before your lungs fill with water. Roll
Four dice and add all bhe numbers rolled togeiher If
their toial is higher than your currenl srAMrNA score,
you become the thirteenth body in the pitl If the total
is less than or equal to youl cunent srAMrNA score,
you manage to ftee yourselfwithout harm and float uP to
the lop of the pit. The trapdoor is unlocked, so yo,-r push it
open and ease yourself throughi turn io 97.

T7I

You step forward and pi& up the skull, but jusl as you
tum and are about to leave lhe vault yor-r find your
way barred by an ageing warlorl 'Give me the skull,'
he wheezes hysterically.'l must have it. I built this
tomb to protecl il, and I have reLumed every hundred
years to feed it, in reLum for life. If I am bo stay alive, I
must have the skull nowl'

lf you grve the skull to the ancient warnot turn to 79;
bu[ if you refuse, tum to z16



172-r73

r72
The dragging feet come ever closer - when suddenly
there is light A man carying a lantem has entered from
an adjacent room. "Welcorne lo my laboratory,'he
proclaims. 'l hope you have wiped your feeL' You can
now see Lhat you are indeed inside a vast iaboralory 'l
am the direclor of Craven Asylum, ard this 'he lifts
the lantem to illuminate the figure you heard in the
darkness, 'is mymotherl'His'mother'is a bizane hulkofa
creafure, a hotch-potch composed of various beings. The
fanaticai direclor looks on with pride: 'My mother,
Doktor Kauderwelsch, creaLed life, and they deshoyed
her for it I removed her brain and came here. Her gold I
used to buy theinstitule, and her notes to build her a new
body made lrom brts and preces of the inmates. Though
peopleknow me by the name of Doktor Welsch, I am Son
of Kauderwelsch! And now I shall move my mother's
brainrnto yourfine body'The monstershambles step by
sluggrsh slep towards you Ifyouhave freed the inmates
of the asylum, Lurn Lo rE3; if you haven't, turn to jo2.

r73
The cooper is no fool, so you move away from the
body in response to his command BuL there seems Lo
be some confusion among two of Lhe search parti€s;
each group thinks lhat il is meant to cover Lhe Harbour
Row area An innkeeper calls Channing over to sort
things out, lhus providing you wrth the ideal opportu
nily lo make a quick search of the body unnoticed II
you have the Sler6'rl of lland Special Skill, turn to ,o7.
If you do not, Tesf vout Luck. lf you are Lucky, tum to
3o7; but if you are Unlucky, turn to Jlr



t74

r74
Though you try your best not to offend the grave
robbers, Hogg Lakes your refusal to ddnl as an insult
'Suit yourself,'he snaps,'bul I can see that lhis is not
goin' to be a particularly harmonious partnershrp.
Therefore, I'm obliged to charge yer anofher two
shinies. fer wear and Lear on Micter Kilm.rmey s spnsi
bilities Now, we have some arrangements to make,
palms to grease an' the like. So, iI yer'll just giv€ us
our money, we'll meeL yer at the cemetery in half an
hour'

If you pay the fee, cross 8 Gold Pieces off your
Aduenture SheeL and tum lo J74. But if you cardrot or
willnot pay Hogg just y€t, tum to 28.

r75-\76

r75
The Corpse Master has no defence agarnst the blow
which ends his evil rergn His black robes fall to the
ground as his body collapses into dust The prpe organ
no longer plays its drrge, and the rats are already
scampering back to their sewer domain For defealing
the Corpse Master, gain 1 pomt of r-ucr. Now, will
you mspecl the body of lhe Man-Orc (turn to 94),
look through the other rooms of th€ Rohmer (turn to

3), or leave the theatre immedntely (turn to 3E3)?

r76
Fearful of the possrble consequences, you tum the
gruesomely styled handle and. . nothing. The door is
locked. II you have the toclc Pickirg Specral Skill and
wish to use it, turn lo 284. If you do not have lhis
Special Skill but would like to try lo pflse th€ door
open, TesL your Shll.If you succeed, turn to 284r buL f
you fail, ium to 53 Then agairy if you'd rather jusl
Leave this slrange house rn Divil's Lane alone, add z
Houls and rehrn to 2oo



r77-r18

The Dark Elf tightens the ropc round your neck yer
again Deducl 2 points from your sravrNa and Iesi
t/or,' Sti// Keep on Testolg your Still untjl you either
succced (turn to 274) or die most horribly.

r78
Maybe there is another way out of the rcmpre, or
perhaps the placc is not qui te as empty as i t  seems to
be Whatever the reasory you slart to scarcn rne room_
But you don't 8et very far before a blazinS pain bums
through your body - deduct:  points f iom your
srAMrNA- The pain rnakes it impossible for you to
coniinue your search, so will you now hurry out of
the temple (tum to 95) or risk taking a closer look al
the strange crystals (tum to 2rr)?

r79-r8r

r79
Only thc finest of fighters could hope to defeat such
odds. lf you do nol havc the Conlat Special Sk l, you iall
beneath the long knives and your adventure is over- If
you do have the Conlrt Special Skill, you run this way
and that, to prevent yourself ftom being hemmed in and
ove(vhelmed by sheer numbers In iime, only five
Rosichalcians are leftguarding theway oulofthe tcmple.
You charge forward and 6ghl lhem allal the samc time

SXILL

First ROSICHALCIAN 7
Second ROSICHALCIAN 6
Third ROSICHALCIAN 8
Fourth ROSICHALCIAN 7
Ffth ROSICHALCIAN 5

After two roLrnds of combat, iurn to ,t

r80

Suppressing the urSe to panic, you press against the
inrushing water and force your shoulders into fhe
narrow gap af the top of th€ window, until you are
jammed solid Then you use your unique training to
snake forward through the gap. You are strugglinS on
painfully when your body is sezed by the cunent of
lhe river and you are pulled out through the window
like a cork ouf of a bottle. Test your Luck. lf you are
Lucky, turn to 363. If you are Unlucky, tum to Jo9

r8r
The rats continue to bite as you reach through to the
simple bolt that fastens the ca8e - deduct 3 more
points from your srAMrNA Popping your elbow back

7
6

9



r82-r8,

into place, you rise Lo your feet and stagger out of lhe
stone hut in which you have been held prisoner.
Outside, you see thaL it is night. A familiar village,
Penlchull, lies in the near distanc€ There is no sign of
Cruu] or his Magus, buh you remember Gruul saying,
'The Secrel Chiefs are expecLed in lhe village' He
must mean Penkhull; turn lo 369

182
The manhunter serzes you and, with a single hand, lifts
you high above rts.head in tnumph Il pauses to
savour your feeble sfruggles before casually tossing
you inlo lhe path of a lightning boltl Your scorched
body will be a priceless addilion to the Obrsian Preda
tor's trophy collection

r8l
You are engaged in a Life or-death struggl€ tor your
cranial capacity when the door behind you is knocked
off ils hinSes Dozens of inmates storm into the
laboratory. They pull the monster away from you, and
proceed to undo the mad Doktor's handiworkt Welsch
snaLches an assortment of stray pi€ces, crying out,
'Motherl I  love your'You have seen enough. You
hurry through ihe devastaLed asyi.rm and do not stop
unhl you are out in the open air once more. Wite
down the word'Rotkod' on yotr Adoenlure Sheel 1l
you are disguised as a warden, you change back into
your own clothes. Now, if you have not done so
already, will you make for the Last Octopus (turn to
t7) or Malt Lane (turn to 2o7), or, if you have reason
to do so, Priestsgate or Weathem Mill?

r84

r84
That was no old lady you just passed. Your skLll
enables you to see that beneath the dress and shawl of
ar old pauper is the deliberateiy bent form of a Xen-
Vip€rr Thrs breed of snake people is rare among the
evil lizard races, in that it can survive the coLder
northern regjons of Titan. Because of this, Xen Vipers
are sent in small cadres to infltrate the ciiies of those
regions, to become an enemy within If you altack the
Xen-Viper turn to ,j3 If you hurry on up to Entador's
lodSings, lun to 9



r8t-r8?

r85
The insLant you touch the figure, il explodes in a fury
of sparksl The silken gown and mask burn away, to
reveal a bizane mannequin made of metalt And now
you loo slart to bum, your body held fast to the
dummy by a powerful force Karam Gruul speaks
through the unmoving lips of his effigy a final time.
'Enjoy your gold - /ools gold!' Your mriscles are
locked in place by the mannequin's power, but your
mind escapes into m€rciful oblivion

r86
Meinster Cemet€ry is a big place, and one rich in
hrdrng places. You quickly lose the mob among the
shadowy sprawl of crooked headstones and family
burial chambers, then circle back in a wide arc The
fearless vampire-hunters are still rooling in the further
parls of th€ graveyard when you tiptoe out through
the cemetery gates. Add 3 Hours and reLurn Lo 2oo

r8j
At ffrst you ieel as if you are abouL Lo succumb lo the
Baron's influence, but then you sta.t to draw upon
reserves of strength yoLr didn't even know you pos
sessed You stagger back, momentarily dazed but free
from Milescu's power. He snarls angrily and rushes
forward Lo rend you with his bare hands.

BARON MILESCU SKILL 9 STAMINA 15

If you win and you have a stake, turn to ,t2. If you
do not have a stake, tum to 3r2.
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r88
'Slice and dice, little red-bagl' That voicel It can only
be .. The Corpse Masier materializes out of thin air
and plunges his bony dagger into Cruul's back. Believ-
ing Gruul to have betrayed him, the skeletal 6end has
come lo iul6l his oath of revenge But Gruul is not
done yet He draws on his magic to heal the wound,
then embraces his old lieutenant in mortal combat
What follows can only be described as the clash of the
ceniury, but soon only one oi ihe duellists is leit
slanding - the Corpse Masler dissolves inlo dust
Rather than bask in triumph, however, Gruul seems
afiaid and he no longer cash his spells. He musf have
used all his energy to defeal fhe Corpse Masierl Cross
Gruul's remaining Noiura off your Aduenfure SheeL and
rum ro 30

r89-r90

r89
Inside the tricky drawer you 6nd -25 Gold Pieces and a
lelter of introduction, addressed to Doktor Welsch,
dkector of Craven Asylum (add both the letter and
ihe Gold Pieces to your Adoenlure sfieef) The letter
says that you are a relatrve of Ouspenskaya ard thal
you must be permitted to see her. You put the ..
fel lo, whats thrs? Also lying in the drawer is a page
tom 6om Bennet's diary. It reads-

Now I knou hozt lhe rogues of Elatkhaoen elurle us
Enfador savs lhaL one of tny het1, Conrad Zfrar of
Weathern Mill, is a spy for lhe Cabal BuL I nv;l hape
prcaf belarc nakin| anV acc sotions

if, in fLrlure, you are given a chance to visit Conrad
Zaar at Weathern Mill, you may do so by tuming to
93 (make a note of this paragraph number on your
Adaenture Sheef). Now, will you attend to Bennet (turn
to r49) or go straight lo lhe window (turn to 8o)?

r90
Every part of your subconscious self begs you not lo
enter the Door Beyond, so you hold back and spend
one of the most fearlirl houa of your life, waiting in
lhat haunted chamber of darkness You are beginning
lo fear for your sanity when Mawn Preioragus returns
Looking aged and weary, he says, 'Take the seltlemenl
and begone'The front door opens - you are only too
glad lo make use of it.

You huny out of Divil's Lane, hoprng you will never
have cause to Bo there again Make a note of the
word 'Q'yarui and add the Hand of Glory to your

.1



I9I

Adoenlurc Sheet As well as being useful againsf Gruul,
this Ward emits a constant aura of sleep If you Fight a
batlle whrle canying the hand (you may get rid oi it at
any time by crossing it off yolr Ad enturc SlEet'), you
musl deducl r point from your opponent's sKrLL score
for the duration of the baltle, but you also have to
deduct r pornt from yollr ol^m sraMrN^ at the start oI
lhe battle If Eghting more than one opponent, you
need deduct only the 1 srAMrNA point. Now add 3
Hours and refurn to 2oo

I9I
There is a brief lull before the skull cnes out, 'Sneak on
thc stairsl Stealer in the nighll Lrst€ner at the doori
Sneak! Sneall Sneakl'The vojce is no longer rn your
mind, it echoes loudly back and forth befween the
stone walls of the underground corridor Turn to JJ

r92-r94

\92
Before you know it, the Dark EIf has a lhin rope round
your neck He is lrymg to sirangl€ you! You wflggie
yoru hard inside the noose, fo stop it throtfling you
Inslead, thc cord cuts into your hand; deduct : points
lrom your 5TAMTNA- Your firsl concern now musr oe
to escape. TesL yout Sti/i If you succeed, turn to 274;
but if you faiL, turn to r77.

\93
linge.s trembling, you uncork the bottl€ of Poison
Antidote and pour the life saving fluid down your
throaL; cross the antidote of[ yotr tuloenture Sheef The
door itself is locked If you later 6nd a Brass Key, you
mty, contrary to normal instructions, come here again
Now you must return to fhe hall and choose a door
you hav€n't tried already Will you enter Big Laffs
(turn to 22o), Nosh (turn to 27t), Fat Maggoh (turn to
r 17) or Wipefeef (tum to t8t

r94
Iortunately your wits are equal fo this difficult situ-
ation You face Channing and say, 'l was lookrng for
clues There may be someihing on the body which'll
help us 6nd the Shocker.'

Channing considers your explanation for a moment,
then tells his men to reiease you. 'The guards'll do
that, 'he says You just leave the body be'Wil l  you
now offer to join the hunt for the Shocker (turn to
l4t), stay h€r€ and alrraiL developments (turn to 29o),
or make your way ba& to the Last Oc{opus (tum to
25tll



195-'97

r96
A grating voice echoes inside your mmd: ,Nee€eed . . .
foooood,'and you sfumble forward in a daze When

r98-r99

srrAMlNA points. lf you have a Hexaipha, fum to 4oo.rr )ou, do not, you are crushed by a powerful and
InvrsrErle to€ you cannot hope to deieai



200

The woman takes you to lhe safety of her lodgings in
Harbour Row, where she insisls that you 8et some
much-needed rest. Placing your trust in her, you fall
fusl asleep (resfore 4 srAMrNA points) When you
wake up, she grves you Provisions worth -: meals, 5o
Coid Pieces and, if you need one a sword Then she
answers your ques ons

'1. Professor Van Heldenghast, have also spent years
trying to 6nd Karam Gruul a being of indete.minale
origin whose foul LifeJorce has been suslained for
over lhree hundred years by a mystic art of his own
devising: Nof /, Ii Cruul leams to master this peryerse
mixLure of magic, alchemy and physiology, he will
conquer the world Yet Nofnra may r.r'ell be his undo
ing After the war, many artefacts were found in the
ruins of Cruul's Tower of Inqursitron Six of these
the unique Wards of Notura - I have been able lo
trace to Blackhaven. Oblain these six, and you will
have some protection against Gruult dark powers.'
Van Heldenghast then tells you exactly where the
Wards are, but she also says that you have only nine
hours in which to 6nd them 'There are other urgent
matters we must attend to tonight.'

When you leave one of lhe Ward locahons, you will
be told how many hours you have spent there Make
a noLe of lhese hours; as soon as Lhey total mne or
more, turn to 75 Whenever you leave a location, you
rvill be relumed here so that you may choose another
location from the list below. You may not visit the
same location lr^/ice



Timc rs short, so you thank the Professor, promrse lo
return to Harbour Row at fhe appointed hour, then set
off once more on to lhe streets of Blackhaven \Ahich
of the six Ward locations willyou vrsit:

Kiennar's Curiosity Shop? Tum lo 34o
The Three Broken Fingers Tavern? Tum to 6r
The Shrine of Belthegor? Turn to JJ4
Cuslav HolLman's Chambcr of

2o2-2ot

Hogg ftowns, Now, lookl Seein' as yer refusin' to lend
a friendly hand to the venture, I feel I should remind
yer that we only agreed to help yer,6nd the skull. We
didn't enter into any agreemenf specifyin'thaf we
should fetch it fer yer as well. Therefore, I t'ink it only
fait grven Mister Krlmamey's delicate constitutiot
lhat I should charge yer two extra shrnies fer labour
costs. Indecd, we won't go any further unless yer pay
us right now!'

will you agree to settle your account wilh the grave
robbers (terrn to 98), or simply tell Hogg to gei back
to work (turn to rrl)?

20t
The inmates see the grey of your uniform and retreat rn
fear One man, however, rushes forward and presses a
locket into your hand You open the lockeL, to discover
lhaL it conlarns two minialure portraits: one of the man,

Horors?
Thc Olde Gaol?
Callorvs Square?

CONRAD ZAAR

If you win, turn to 16

Turn to ro
Turn Lo l8j
Tum to 245

20r
You climb up and up thc ladder urtil you rcach the
Ioft Much of the cramped aftic is faken up by mili
n.:.Linery, lhc rcsl ir  occLFied by /aai> rreag"
cffects You sec a possible escape rouLe: a small door
lucked away bcneath lhe heavy, rolating mill shaft
You open the door and step out on io a tiny balcony,
past which thc sails of the windmill swish, and look
down lo the ground, somc twenly metres below Also
on the balcony is Conrad Zaarl Thc treachcrous guard
is a tall, imposing character whose brutish features
suggest Orcish lineage. 'I knew you'd be hcre sooner
or later'h€ sncers, sword in hand Now diel' Dodging
Zaar's surprisc atlack. you fall back into fhe loft. Zaar
charges in alfcr you

SKILL Z

J.



looking handsome and splendid, and the other of a
beauliful woman. 'Stranger,' says lhe man with startling
lucidity,'find my lady and give her the locket She musl
krow'You promise the man lhat youwill do as he asks,
then you head back out of lhe room (add the lnmate's
LockeL to your Adoe,?lure Sheet) lt occurs Lo you that
you could free the inmales by leaving this door opet if
you wish to do so, note that you have freed lhe inmates
on yorr Adtenfure Shpl, then relurn to the hall and
choose a door you haven't tried before. Will you enter
Nosh (turn to 275), Brg Trubbull (tum to 287), Fat
Maggots (tum to rr7) or WiPefeet (tum to i8)?

204

Keeping one eye 6xed on the Provosts ard the other
on the gallows, you step forward 'Or!'You sigh in
frustration. The Man-Orcs have seen you and are now
wondering what in Slan88's name you are up to,
tiptoeing across the cobblestones like that. Will you
atLack the Provosts (tum to 26), hy to bribe them
(turn Lo 14) or seek lo fool them (tum io r48)?

205

The beggar sesetes the gold in some inner region of
her clothing, then hands you a small bottle: 'Masky
said it was poison anlydote, or;umfink. Said it was
Lhe only cure fer 'is deadly serum. I drank some, bul rt
didn'b do anyfin' fer me cocHes.'

A label on the boltle does indeed read 'Antidote'. It's a
pity then Lhat the beggar has left enough of the stuff
for only one use. She caries on talking while you put

the botlle away. 'Masky went on an'on abouf'ow the
Oct4us is 'is cov€r fer these parts. Ever likely 'e goes
&opprn' is antydotes rf'e spends all'is time in a
tavem.'You cannot help but laugh with the old
woman; rum lo 44.

zo6
Another couple of steps and you'll be able io make
out what's berng said. You lislen more closely and
hear, 'Neeeeed foooood neeeeed foooood' Only
this voice is rnside your headl Ib is the Skull of Mora
Tao, and il wants fo feed on your spirit. To feed the
foul lhing, you will have to take it out of your pack
and allow n to feed on your arm. If you refuse lo do
this, tum to r9r; but if you are willing Lo salisfy the
skull's appetite, deduct 4 poinls from your srawrr.r
and tum to 296.

207
Silas Entador lives in poverty-shicken Malt Lane,
where whole families and complete strangers are
cramm€d into over-priced tenemenLs Crime and dis-
eas€ are no strangers in these godfonaken condrLions,
so it is with great caution lhaL you approach the hovel
Entador calls 'home' A man, reeking of Lendale, lies
sprawled in the open doorway. You step carefully
over the snoring drunkard and make for the starcase
just rnside the building's squalid hallway Entador's
chamber is on the top floor; you are almosL therc
when an old lady brushes past you on her way
downsfairs. If you have lhe Diiguise Special Slall, tum
to r8+ if not, tum to 9.



2oa-2o9

208
Panic lhreatens lo overwhelm you, but you stay calm
long enough to see that the plain wall between the
two columns is actually a secret doorl You push
against the door and it swiveis open, to reveal a spiral
staircase which leads up to the balcony. Unfortunately,
there is no way of loclcng thrs door it swlvels round
and round as the Cabal members come rushin8 up the
stairs behind you You must retain a sure foot if you
are fo escape fherr clutches Tesf your Skill. lf you
succeed, turn lo 3oo; if you fail, turn lo r22

209
\ou fal l  deeper;rd decpcr inlo thc Baron. cr im.o'r
gaze until you are left with no will of your own That
done, you arc cursed with an all too vivid awareness
as the Vampire feeds on your bloodr When Milescu is
saled, he changes into a huge bat and fli€s up into the
sky, free to roam lhe Old World after years of non
exLstence This is a sorry day for all of Titanl Released
from the Vampire's spell, you fall, dazed, to thc ground
Roll two dicc and deduct the total rolled from your
srAMrNA. If you are sfill alve, return to the paragraph
you came from and contrnue your adventurc

2ro
To the untmined eye, the Wayside Shrine of Belthegor
:s little more than a pile of overgrown bricks with a
iw 'firnny' carvings on fhem; to you, however, the
Shrine is a window into a distant past when savate
:nutanf beings gave sacrifice to lhe god of second life
'ust as Van Heldenghast had described it, the Mask of
tselthegor is set in a huge slab of worked sione and is
easy to find It you have the Tnrcting Special Skill, tum
io 3j8, if you do not, turn fo rt9

Careful nol to fall from the moving vehicle, you sit
down in the vacated seaf, fake hold of the reins and

'Aaghhil'The leather straps are coated with an
evil slimc which burns your skin; deduct z points from
your STAMINA. You are still huggrng your blisfered
hands when the horses sel off at a breakneck pace The
powcrful beasts troth and neigh as they pull the

l-



carriage fasler and fasler into the cily's infamous dock
lands. There, they thunder along the banks of the
Border tuver, before swerving off towards the river
itselal Will you try to slow fhe horses (tum fo 346),
climb inside Lhe carriage (lurn to rl7), or leap off the
vehicle and hurry back to the Guard Post, in the
slender hope of finding the Man-Orc (turn to j28t

2r2
Your rash dccision has just saved your life, for the
Dark ELf is an assassLn sent to kill you. Had you
lowered your guard for but an instant, he woLrld
have attackcd you with a deadly ganottel The other
drinkers stard well back to walch thc morlal
combat

DARK ELF ASSASSIN sKrLL 8 STAMIN^ 7

If you win, lurn to 2,1,

2rt
Having scouted all around lhe Rohmer, you can find
only one other means of entry: an unbarred second
iloor window at the rear of the buiLding. It might
;ust bc possibLe lo reach lhis window by climbng
up an old drainpipc which runs near it. lf you want
lo try this and you have the C/irrb Special Skill,
turn to 7r, if you wish to attempt the climb without
the Special Skill, turn to 247. lf you would ralher
nol try for lhe window at all, you may either return
lo the side door (turn io 194), or leave the Rohmer
and continue your investigations elsewhere (turn to

t8t).

1r4-2\5

2r4
The lantern shatlers and spills most of its buming oil
all over Conrad's bald, scared head However, hc just
:gnores the enveloping flamcs and continues upwards
rn silence. The lantern falls to the ground and sets 6re
lo several bales of hay In moments, the enhre mill is
ablaze (Make a note on your,4dlertul, s}crt thal the
miLl has caught fire.) But what about Conrad? Will you
stand and 6ght him (tum to 35o), or seek to cscape lhe
cut of his gleaming machctc (tum to 165)?

215
You barely have trme to rcach the cover of the rocks
when the rumble becomcs a roar and four hundred
riders thunder into vi€wl Orcs, Trolls, Werebeasts,
Brician nobles - a veritable rogues' gallery of war
criminals passes in front of yoq and therr ranks are
thick with banners and armbands bearing the emblem
of lhe Cabal of the Werewolfl The entrre organization
is here, goinS to meet ils leader at Hope's End You
wait for the dust to seftle, then set off in pursuit. Turn
to 29.

_t_
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2r6
Clutching his face, the warrior drops to his knees:
Please .. the skulll' But you keep a firm grip on the
:rtefacL and merely step out of the man's way Whcn
ie next looks up at you, his skin is tauL, his eyes are
:heumy, and his jaw is trembling unconkollably He
:alls forward and his flesh withers away, until all that
:emains is dust The skull ls yours Somehow, you
mow the cLrrsed Ward will give you elernal lfe in
:eturn for feeding on your spirit It in future, you are
:old that the skull wants your spirit, follovv lhe rnstruc-
:ions; bul note that you may nol eat any Provisions
until rrtfer you have ied the skull You may throw the
skull away at any time by simply crossing it off your
.1Lh,enLurc Streef Now, you musf make your way back
up to the graveyard Ii the word 'Daednu' is written
t:n your Adaenture Shect, tum to jrj; othena,ise, add J
Hours and retum lo 2oo

2r7
You should havc followed Professor Van Helden
ghast's instructions to the letter, for, wilhotrt the
Nccromancer's operations, all you have in your pack is
a wooden handl The useless prosthesis does nothing to
stop Gruul's magic - make a note of the word'Rennur'
on your A.duenture Sleei Suddenly, you come out of
vour stupor. If the word 'Esproc' is written on your
.Muenture Sheel, tulr. to r88, rf it is nol retum to ,oo

2r8
Only now in the cold light ot day does the desperate
nature of your situation dawn on you your investiga-

l-



2'9

tions so far have drawn a complete blarkr Yet at the
sane Lime, you feel so close to breaking the wall of
secrecy which Gruul has bu t so effectively round
himself. Part of the answer must lie in lhe Last Octopus,
so you decid€ to spend the day keeping a watch over
lhe place To lhis end, you nestle down rnside an old
rowing boat which is ideally Placed just across the
wharf. Once you lie down, however, you realize just
how lired you are, you have been hunting Gruul all
night. lt is still early in lhe day, so if you wish to risk
taking a nap now, hrn to ro8 If you would rather
sleep laler, lum lo 384.

219
With a shock, you realize thal it is fiis woman whose
portrait is inside the lockel given lo you by ihe man at
Craven Asyluml You remember the inmate's words:
'Find my lady and give her lhe locket She must
know' Despite the risks, you msh over to the woman
and present her wrth the lockel You tell her exactly
where and how you found it As you sPeal, the
woman's haughty demeanour gives way to sadness
'Karl said the Cabal was being misled, bul I didn't
believe him,'she murmurs 'Now I kirow he spoke lhe
trulh They told me he was dead. We have all been
betrayed If you want Gruul, go to Hope's End. You'll
find him skulking in lhe ruins of his Tower of Inquisi
tion. Now I must go Lo free my husband'

You thank the lady for her pnceless informatioo lhen
begin your long trek northwards ResLore 1 Point of
LUCK and turn to r9.

220

The door opens inLo a vesLibule, across which is a
second, barred door. You unbar this door and step
into the cavemous vault which rs home to the asylum's
two hundred irunates No attempt has been mad€ to
care for fhese lost and forgotten souls, some of whom
babble in maddened tury at the sound of your rntru-
sion Are you disgursed as a warden? If so, tum to
2o3; if not, tum to 264

22\

I8noring the insistent r€lic, you ask Kjennar to bell you
aboul a few of the olher curios in lhe shop. The portly
man warms to his task and soon forgets all about lhe phial
ofvampire blood, which he leaves, carelessly unatlended,
on Lhe counLer You areabout !o palm the glass tube when
the haunted skull wails, 'Thiefl ThieF Tryrng to steal the
bloodl Thiefl' Kiennar sees through yourruse at once, he
snalches up the phialand cries oul forhelp. Knowing that
the CiLy Guard cannol be far away, you hurry oub of the
shop uilhout Lhe blood. Happy now, the skull grows
silent once more Add r hour and retum to zoo.

222
Your fiBht wrth the Demothrax will remain with you
for ever - never have you encountered such ferocityl
And your battle may not be over yet, for your blows
seem only to have stunned Lhe creature. Already she
seeks to rise to her feet. So, quicHy now, what will
you do, flee (tum to 8r), use the chain to bind Argolis
once more (tum to zg4), or grab hu and throw her
ba& down into the pil (lum lo r27)?



FURNEAUX
First GUARD
Second GUARD

223-224

22t
Wlthoul warning, fhe guards try to fal(e
surprise You musl fight all three at once.

22j-226

him concenkate. Then hc offers you a bite of thrs

225

and dice, little red bagt'Turn to ro4_

226

SKILL

7
6
7

you b_r

STAMINA

6
6
5

I iyou deicaf them al l  turn to rz4

224
' l  dunno,'mutters thc Orc doubtful ly. He pulls a
pickled rat out of his pocket and chews on it to help



T
il227-229

StandinS well back, you take the sphere out of your
pack and hurl it at the figure Howevet it is no
ordinary man who is caught in the deadly corrosive
rnist the .r l len obes hzzle away. to reveal that ' \e i .
actually a melal dummyt A snarl escapes the ef6gy's
frozen lips 'You may have won this round, Bounty
Hunler, but, from ths moment on, you shall walk for
ever under the shadow of Karam Cnrr:l And when I
finally have you in my talons, you wrll be begging for
death. Beglz3l'

In seconds, the bizarre ef6gy and the fool's gold ai its
feet are reduced to a puddle of molten metal. For
winninS this round in your war of nerves, restore 1
point of LUCK Now you had better leave the alley,
lest the acrdic tendrils tum on you; tum Lo J99

229
Even though the room is pitch black, the Door Beyond
gleams like a psychrc beacon in your mind's eye You
iSnore the creeping shadows and hurry forward Tesl
your Luck. If you are Lucky, turn Lo rgo. If you are
Unlucky, tum to r34.

229
Though chunks of stonework land all around you,
somehow you marage to survive the blasf wrthout
injury. The cellar, howevet, is now on 6re - i[ won't
be long beiore the entire mill is ablazet (Make a note
on your Aduenture sr"pt that the rar'indmill has caught
fire; also, if Lhe word 'Damoc' is written on your

230-231

230
You creep along the dusty corridor as far as a staircase,

296

21,
The three crystal balls spin in and out of one another
tn eccentric orbits, while swiftly rotating on their own
axes at about shoulder height. Each sphere is about ten
cenLimetres in dramefer, and each conlains a tiny
picture. Insrde one is the image of a iock, inside fhe
second is the image of a shield and inside the third is
the mage of a sword Both the lock and the shield

The lock?
The shield?
The sword?

Turn to 3o6
Tum to 366
Turn to 40



zt?,-2,51

You are met at lhe door by one of the grey-uniformed
wardens - a Trolll Wot d'yer wanL?' he snaps- You
present the creature with Bennel's LeLt€r of Lrtroduc-
tion, which he pretends lo read before smffing, 'S'pose
yer'd better cum in.'

You step into th€ gloomy hallway and look on ruefully
as the Troll locks the door behind you Then he takes
you to the study of Ma,<illon Crabb, the asylum's
deputy director. Smilng, Crabb offers you a plush
armchair, while he studres your letter Finally he says,
'My superior Doktor Welsch, would have greeted
you himself, but he is busy at presenl. FIe has come all
the way from Cumbleside Seerns to have been some
trouble there of late'You reply that this is all very
well, but you really would like to see your'sisLer'.
Crabb nods understandingly, 'lndeed, but perhaps
you d care for some refreshmenls 6rsl?' If you accept
Crabb's hospitaliLy, tum to 36; otherwise, turn to r5z

2tt
'The Hand of Death?' shouts the landlady. 'What in
Slangg's name has he got to do wilh my tavem? Loo(
folk round here are sick to death of interfering busybod-
ies coming from Royal Lendle and stining up the past.
Now, if you don't mind, I've work to be getting on
with.'You try fo explain, but Eviron doesn't listen.
She nods to someone over your shoulder, Lhen walks
away. You turn ard find yourself face lo face wiLh a
Dark Elfl The presence of such an evil oeature in a
Gallantanan alehouse is unusual to say the least. Clad



234-2tt

in armour covered wrth ELvish runes, the garrnL mid
night creature murmurs, 'We mrist talk about your
Karam Gruul over a drink' Will you:

23t)

Mtlescu to your.,ldoenhtre Sheel Also, note that from
now on you must TesL Vour Luck aftet each battle you
win. If you are Lucky, read on as normal; but if you are
Unlucky, make a note of the paragraph you have come
from, then tum to paraSraph 49 Do not deduct the
normal 1 point from your ruc< when making these
specnl checks Now add z Hour and retum to 2oo

zt6
The moment he hears you, fhe assassin tums and lobs a
small glass sphere in your path The sphere shatters,
reieasing a cloud of green luminescent misf which ses
like a curtain between you and ihe Man Orc, who
keeps on running. If you wish to run through th€
strange mist in pursuit of fhe assassin, Lum to 60 If you
would rather hold back and let him escape, furn fo r4J

Turn to rt7
Turn to r92
Turn to 212

254
'I'll talkl' you wail Then you tell Cruul everything.
about your mission, your adventures in Blacklaven,
your knowledge of the Cabal, everythingl \Atren you
finish, Gruul Lums to leave the room 'Radu,'he says
flatly, 'remove the final panel The Secret Chiefs are
expected in the v lage.' The Magus eagerly obeys,
then follows his master out of the room. For gjving in
to Gruul, deduct 1 point from your LUCK Soon, yoLl
feel the matted fur o[ the rats brushing against your
lips. Deduct 3 points from your srAMrN.A If you have
the Sleight of lland Special Skill, tum to r8r; if you do
not, your adventure ends here

215
Artfully changing the subject, you ask Kiennar about
som€ of the other cuflos in his store, and in no time at
all the portly shopkeeper has {orgotten all about the
phial of blood. Indeed, he casually leaves it lying on
the counter while he explains to you the workings o[
an Elven orrery. He is none the wiser, lhen, when you
deftly sllp the phial into your pack and casually tale
your leave. You walk oui of the curiosity shop vriih a
quieL smile on your face Add lhe Blood of Baron

Talk to himT
Ask to be left alone?
Altack him?



2t1-48

217
The last thing the Cabal would expect is for their arch
enemy to come strolling through their ranks, so this is
precisely what you do! However, even you are sur-
prised by how far you gel before Radu shouts, 'l don't
bel ieve rt:  fhe Bounty Hunter: '  While everyone is
shocked rigid by your audacity, you sprint forward
Roll one die Lo discover how many Cabal members
sland in your way. You must fight them one atter
another, starling from the top of the following list:

EVIRON THE LANDLADY
RAT MAN
BRICIAN WARLORD
ORC STOAT STRANCLER
DARK ELF WARRIOR
LIZARD MAN

If you win, tum to rot

SK]LL

7
5
6

7
8

STAMINA

7
6

5
6
6
8

238
You enter a large vault and find the Skull of Mora Tao
resting on a black marble pedestal. Although the
skull's bottom jaw is missinS, its remaining feeth are
cmelly sharp and its eye,so&ets are like black jewels
of death. Pleased as you are to find the skull, it would
seem that someone has beaten you to it alreadyt An
ageng wamor, whose fooLsteps you hearo eanre.,
shouts, 'Too late, the skull is mine!' Then he snatches
the skull up and presses iL Lo his forearm. 'At last!' he
cries. As you watch, the warrior grows younger! 'l
retum each century,' he gasps, 'to give the skull some

2r9-2+

of my humar spirLt in exchange for immortality Now
:hat I have it, no one shall take it away from mel'Now
in the pnme of Life, the warnor pushes pasL you in a
iantic effort fo reach the door If you have the
,Arrolntirs Special Skrll, tum to 27o, if you do noL tum
to 79

239
You grant the sly reptrle no quarfer. Leavmg her body
on the sbaircase, you hurry lo the lop floor. If you
have either the Sreat Specrat Skill or Lishek's Warnrng,
turn to ,98- Otherwise Trsl you, Lutk l[ yor are
Lucky, turn fo j98) bub if you are Unlucky, lum lo 46.

240
You spob Cruul fiptoeinS away down the hill! But you
n-rn after hm and brrng him down with a flyrng tackle
You have failed,' he snarls 'My servants are alr€ady
at work wilhin lhe tower.'You ask him whaf he means
by this, but he says no more. Just then, some o[ the
horses starL fo nergh, and a few of the soldiers breal



24r-242

out in shivers 'I don't like it,' mutters the caPlain.
'There's something in th€ air, I can feel ii' You tell him
to get his men moving, but, when he lries, they throw
themselves to the ground in blind panic. Will you
seize Grlul and ride on (turn to 99), or wait here with
the terrified soldiers (turn to ,72)?

24\
You turn your back on the gargoyle and slart to
retlace your footsteps upslairs The harsh voice calls
afier you, 'l sense your presence. Zaarl Is it you?' You
begin to doubt your course of aciion Would it be
better to try to assure the voice lhat all rs well, or to
let ii brood in iSnorance? write down th€ word
'Darnoc' on yclnr Adoentwe Sheet. If you change your
mrnd and wish to 'reporf, tum to 262. Otherwise, you
wrll have to leave the cellar and search either the
ground floor, if you haven't done so already (tum to

l9), or fhe loft (turn to 2or).

242

You try to hide from Gruuls magic, but he traps you
insidc the powerful time-winds of a Skein of Undoing.
Deduct 4 points from Gruul's Notrrn- lf you do not
have the Blood of Baron Milescu, you forget how io
use your Special Skills and musl cross them a/l off
your Adoenlure Sheet l( you have the Blood of Baron
Milescu buf fhe word 'Ranneik' is written on your
Adoenlure Sheel, tum to 32r. I[ you have lhe blood
aLonc, the Skein of Undoing dissipates without causing
harm. If thc word 'Esproc' is written on your,4/usrlurt
Slr lrt .  turn to r88: i f  i t  is nol, .eLum lo Joo.

24r-244

24'
You spend a momenL attending to your wounds, then
set abouf searching the body of the assassin. On his
wrist is a silver lattoo depicfing a werewolf's headl He
also canies rr Gold Pieces and a flask of Curative
Potion. You may drink the potion at any bime, excePt
dunng a battle; when you drink it, cross lhe polion off
you: Adtenture Sheef and restore i poinbs to your
srevrre and 1 point to your rucx When you finish,
you see lhat all the other taven folk have gathered
round you in a circle, their weapons drawn. You've
caused enough trouble here, already,' warns Eviron, 'l
think you'd better leave.' Will you stand your ground
and try to reason with the landlady (tum to r2o), or
do as she says and leave the Last OctoPus (turn
to 92P

244
It has always been Karam Gruul you sought, not any
of his la&eys, so you seize him and force him io lead
you safely out of the buildmg. Gruul scowls but does
as he is told; after all the perils you have faced during
your quest, Gruul hmself is almost an anticlimax
Outside, lhe fog has become so thick lhat you can
barely see where you are going, so you drag Gruul
across lo the funeral pyre and pick up a tlaming torch
Nol'raves Gmul 'Throw it awayl'You look at your
foe and see thal he !s frantic with fear. He sfruggles
with all his might to get away from you and the fire. Ii
you do as Gruul asks and risk the fo8 without a light
to gurde your way, hlm to 342. If you refus€ and tell
him to be quiet, tum to 88



2,45-246

24'
The few criminals who are actually brought lo jusLice
n Blackhaven meet lheir fate in Gallows Square where,
on market days, crowds gather to watch grisly public
hangings. Between one hanging day and the next, the
bodies of those last executed are left, suspended from
the gibbet, as a waming to all would-be villains. As
you reach the square, you recall the Professor's woros,
'Co to Callows Square One of the thieves hangmg
there wears a wooden hand in place of one of his ol,rn,
which he lost the first time he was caught slealing No
one knows that lhe hand is achrally one of th€ six
Wards. At present the Ward lies dormanl, bul tak€ ib
to Mar'.n Pretoragus, the Necromancer and he will
make of it a Hand of Glory.'

Rows of empty seats line the square and lhree bodies
swrng from the gallows However, idling near by are
two hooded Man-Orcs These are Provosts of Lhe Ctty
Executioner and jt is their job to keep watch over lhe
corpses. At Lhe moment, though, they
interested in teasing a beggar Wrll you,

Attack the Provosts?
Seek to bribe them?

Tum to z6
Tum to r4

Attempt to fool lhem into simply
giving you the hand? Turn to r48

Try to steal the hand while the
Provosts ar€ otherwise engaged? Turn to 39j

246
Tilhng your face downwards, you muLter, 'Come ask
wot yer want doin', haven'L n'



247-248

Crabb regards you with the utmost contempl 'Well,
you waste of oxyg€4 you can starf by cleaning the
Doktor's laborafory' He pauses as if expecting some
l ind L ' f  reJrt :oF hom \ou. but \oJ remrin :mpa.. i \ 'e.
So it is with an air of perplexed disappointment that
Crabb hands you a Brass Key. 'Well,'he snaps, 'what
are you waiting for?'You g.unt and head back to the
hall There, you may open any door yolr haven'l
opened before. Will you pick Big Laffs (turn to 22o),
Nosh (turn to 275), Big TrubbLrll (turn lo 287) or Fat
Maggots (turn to rr7)?

247
Hand over hand, you climb up the rickety drarnprpe,
until disaster strikes - the pipe com€s away from lhe
r.r.all and breaksl You are shll clinging to the hollow
hrbe ra.lLen it clatlers norsily on the street below;
deduct r poinl from your sr,rvtre Now lhat your
'ladder is no longer usabie, you wrll eiiher have to
take the srde door after all (tum to 194) or leave the
theatre and get of with the hunt for Gruul (turn lo

,8r I

248
When you reach the Wayside Shrrne of Belthegoa you
find lhat the legendary mask is gon€l An indentation
in the fallen mason.y is all lhat remains to show you
where it useri lo be. Suddenly you hear a vorce
coming from behrnd you. 'While you have been en;oy
in8 T) l i l l le d.versjor.  I  have appl ied .ry supedol
inlellect lo lhe puzzle of the runes The Mask of
Belthegor is minel' You turn, but there rs no one lhere

249-25o

Thc voice fades on a mocking laugh Karam Gruul
has beaten you agarn Add f Hours and refum to 2oo

249
Therc is only one thing for il: you swarm up one of
lhe broad slone columrs, usLng th€ decoratjve carvings
as fingerholds At first your enemies look on in irustra-
ilon, but then Radu directs some of them to a concealed
staircase that ieads up to the balcony. Tum to 3oo

250
You assure the man that your word is your bond, but
he iusl stards fhere, hand exfended, waiting W lyou,

Change your mind and shake his
Turn to r8t
Turn to j7j

Throw an Alchemrcal Sphere at him,
if you have one? TLJnto 22j

Wilhdraw your offer and walk awayr Turn lo 399

Leap to the aftack?
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251
The hours drag by as you maintain your watch on the
Last Octopus, but you see nothing of interest Eventu-
ally, the sun sets and, wilh the onset of evening, the
wharf lransforms from a place of hade into a backdrop
for skulduggery Suddenly you hear the sound of
splinlering wood. There it is again, lo your left Chopi
Chopr Chopt \ou turn and see a wooden hut collapse
as Conrad, the Maniac Guard, breaks out through fhe
walls! His machete has waited a long time for Lhis

CONRAD,
The Maniac Guard

Ifyou win, tum to j2.

252
You fall head over heels and hit the unylelding cobbles
of the streel with a dull thud. Deduct 5 points from
your srAMrNA. You geL back to your feet and try lo
Iind the Man Orc in the darkness . There! Surpris-
ingly, lhe assassin is slanding quite slill beside a
carriage For a few seconds Lhe creature talks to some-
one through the carriage window, then turns and
hunies off down an alley. If you wish to follow the
assassin, turn to 4r; but if you worlld rather approach
the carriage, tum to 292. Then again, perhaps you
would prefer lo let them boLh be, and starl your
manhunl proper If so, will you go to Craven Asylum
(turn to l9l), lo the Last Octopus (lum to 2r) or to
Malf Lane (turn to 2o:'), or, if yoLr have reason to do
so, to Priestsgate or Weathem Mill?

SKILL 10

253-255

251
All roads, it seems, lead to the Lasl Octopus - and-noL
only for you. From a safe hiding place, you see a
number oi horse-drawn coaches pull up outside lhe
tavemj they unload a variety of passengers, then drive
away Another carriage arrives, the door opens and a
proud looking woman steps out. If you have the
lnmate's Locket, turn to zr9; if you don't, fum to 376

254
You hold the chain ready, but you have to keep your
cool in the face of a berserk Demothrax Tut your Skill
lf you succeed, turn to 294 f you fail, tum to 66.

255
The hellish bat wings ils way out of the room, leaving
you alone. You expect the oeature to make for the
staircase and the open sky, but it flies oft makjnS for
somewherc else inside [he lomb. Will you follow the
baL lo see where iL goes (tum to roo); stay where you
are and search Lhe room more Lhoroughly (tum to

126); or leave both the bat and the room, and try
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either the norih door (lurn to 1E6) or the east door
(turn to r4r)?

256
Ever resourcetul, you pull all the loosened rungs out of
their sockeh, then, using the now empty holes as
ffngerholds, climb up lo Lhe secwe rungs above. From
lhere you glance back down into the pit, and see that
slotted nto lhe top edge of the wooden beam is a
long razor. Had you reached up for the beam, you
would have losl some of your fingers - if indeed your
haven't done so alreadyl Shuddering at the thought of
this devrous Lrap, you scramble up the rungs, lo the
trapdoor The hatch isn't locked, so you p sh it open
and squirm through, turn to 97

257
Drsdainful of physical combat, cruul seeks to drsable
you wilh a bolf of dazzling energy Deduct I points
from Gmul's Noflra. If you have the Angevin Shroud,
the lightning tums ayray from you; but if you don't,
you must deduc! j points from your STAMINA Now, rs
the word 'Esproc' nriften on your AdoenLure Sheet! \t tt
is, turn to r88; if it is not, retum to ,oo

258
Kiennar seems boLh frightened and relieved as he takes
your money. 'Before you leave,' he says, might I
suggest some protection? I can do you a Silver Cross
for three Cold, a wooden stake for eight Gold, or the
pair for ten You won'L geL a better deal than that.' lf
you wrsh to buy either or both of these things, add it,

259

along with the Blood of Baron Milescu, to your
Adt:enture 9heeL, also crossing off the Gold Pieces you
spend. Also. make a note: afler each batt le you win in
future, you musf TesL your Luck.If you are Lucky, read
on as normal; but if you are Unlucky, make a note of
the paragraph you have come l;om then tum to
paragraph 49 Do not deduct the normal r poinL from
your LUCK when makrng lhese special checks. Now
that you have finished here, add r Hour and retum to

259
Inside the moneylender's desk are ro Gold Pieces and
a Hexalpha The Hexalpha is a jagged, six-pointed
slar composed of interlaced triangles cast in solid
silver. It is about ten cenLimetres high and is a Rosichal-
cian artefacL of greaL power. No Zombie will atlack
you while you cary the Hexalpha; lhey may obshuct
you, they may hold you, but Lhey will not cause you
any drrect harm Note, however, thaL this does not
apply to the Zombie-/ik? Fogwalkers. Finally, you find
1 m€al's worth of Provisions in Kriswell's kitchen. You
also find a Fogwalker waiting in ambushl

FOGWALKER STAMINA 8sKrLL 7

If you win, roll one dre. If you roll a 6, you have
conhacted the plague from your opponent and never
leave lhe moneylender 's abode. I f  you survive. you
may run to either the bonfire (tum to:r), the bell-
tower (turn to j97), the door with the red cross (tum
to 48), or the door with the rose+haped handle (tum
lo r j8).
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260

- ne fragmented chords lureyouinlo the mainhall, where
: ou are confronled by a mghtmarish tableau Swathed in
::ils of misl, lhe assassin lies dead on the slage, and over
- s body stands the phanlom - a cloaked skeleion whose
:: cs, raginS with inlens€ evil, stare out from beneath a
.rdc-brimmed hat The skelelon laughs insaneLy as it

-:moves its dagger of bone from the assassin's back,
::companied all the while by fhc cacophony oi the pipe

-':gan, which plays all bJ' itselfl Hundreds o[ sewer rats
the stage, fonning an undulating black

::rpel They scamper aboui the skeleton's feet and crawl
: .1over the Man-Orc's body The'phantom'is,  in fact,  a
:utenant of evil which has been conjured [rom a

:r:nension beyond the grave. He is a Corpse Masier and
:.ie rats are his children in deathlWill yoLr

Flee foom this evil place?
Atiack the Corpse MasLer?
Hold your ground?

Tum to rzr
Tum to ro4
Turn lo ,2

26r
is the assassin lands on your back, you shift your
ieight and throw him to the floor. The rope goes
::i ing out of his hand, so he decides to improvise with
: scnated dagger. Because you are slill reeling from
:re pain of fhe throttling, you must deduct 1 point
-om your sKrLL score for the remainder of the battle,
.'riess you have the Conrdi Special Skill. Now fightl

l .a,RK ELF ASSASSIN sKrLL 8

.: you defeat the Dark Elf, tum to 243



262-264

262
Taking a deep breaLh, you say, 'Zaar reporfinS, master.
The Marshal and lhe Bounly Hunter are d€ad- \r'r'hat
are your orders?'

At first the voice says nothin& then it chuckles menac
ingly. 'Yes, fool, the Bounty Huntels dead' Before you
know it, the gargoyle explod,es! Tesf lour Ltlck If you arc
Lu&y, tum to zz9; but if you are Unluckt Lum Lo 27

, 26t
Before you can even thinl of making a move, a
familiar voice enters your head, 'Neeeeed foooood
neeeeed foooood.' You are begiming to regret ever
bothering wilh the irksome Skull of Mora Tao But
now you must decide whelher or not you are going to
remove it from your pack and allow it to feed on your
spiriL. If you refuse to serve the parasite, Lum Lo 160
But if you do as it demands, deduct z points from
your srAMrNA and then, if you have the geat Special
Skill, tum to 37r; otherwise, turn Lo 2o4.

264
You are considering leaving lhe vault when four of
the inmates suddenly rush aL you in a maniacal rage
You must fight all of them aL the same time

STAMINA

26j-266

265
Mainlaining a Zombielike silence, you lift the rock
and struggle with it towards the tower. It is a com-
monly known fact that Zombies do nol feel pain;
people disguised as Zombies, however cerLainly do!
Your legs ache, your arms ache, everything aches, and
soon you are being driven by sheer willpower alone -
deducl z points from your srAMrNA. Vvhen you reach
the tower you drop the stone on a pile of rocks and
pause to caLch your breath. As your strengLh returns,
you look up at the vast struclure Of all the many
ways into the place, two gates look especially promis-
ing lf you have lhe l/arkirg Special Skill, tum to r32.
If you do not, will you enter the gate on the left (tum
to rr4) or the gale on lhe righL (turn Lo r99)?

266
You creep forward, place your foot in the small of the
dnver's back and pushl lhe caped hgure doesn't even
cry out as he goes hurtling down from his perch and,
momenLs later, his spreadeagled form is lost from
view. Will you now step into lhe driver's seat and

SKiLL

6First INMATE
Second INMATE
Third INMATE
Fo rth INMATE

9
8

5
5
7
6

If you manage to defeat them all, fum to 7



26j-269

take lhe reins (tum to zrr), scramble down the sde of
the caniage and climb inside (turn to r37), or jump
down from the vehicle, while it is still safe to do so,
and huny back in pursuif of lhe assassin (turn to ,28)?

26:'
You cannol believe that you have come this far, only
to faill Gruul rallies Lhe sulvivors of the battle and
returns to his Tower oflnquisition You and the soldie$
give chase, but you are too late - GruuI aclivales the
Ethereal Pro;ectorl His firsl target was to have been
Royal Lendle, but now . Words cannot describe the
sense of satisfaction he derives from wiping both you
and the patrol of{ the face of the planet

268
All that you have seen here adds up lo yet another
display ofKaram Gruul's devilry. You swear that he will
bemade to atone forhis many wrongdoings!Now, ifyou
have not done so already, willyougo to Craven Asylum
(turn to 393) or to the Last Octopus (tum fo j7), or, ifyou
have reason to do so, Lo Pri€stsSate or WeaLhern Mill?

269
A dozen or so srghtseers rush inlo lhe room. Some of
them praise your skill, some call for ihe City Guard,
and one, a braggart you saw earlier, says, 'Rubbishl I'd
have done it meself wrth a lump of wood' A look of
surprise suddenly crosses his face and he falls forward
wilh a machete in his back. Conrad lives againl Oub
raged, the mob turns on Conrad and the killer is soon
lost beneath a heap of fighting bodies. You consider

helping the brave folk but you know that Conrad is
unstoppable; the only way to defeal hirn is lo avoid
him. You run at tull speed out of what is now huly a
Chamber of Horrors. Add r Hour and retum to zoo

270
The warrior is almosl through Lhe door when you
dive forward and pull him to the ground. You are not
sure whether you are righL or wrong to deny him his
'immortality'; but your quest is paramount, and you
need the skull The warnor responds to your interfer-
ence wlth an insane sweep of hrs double-headed arel
At present, the newly rejuvenated warrior ts still fairly
weak, but if the skull is fed more of his sprrit he will
grow stronger. Each time you lose an Atta& Round,
add 1 poinl to the warflor's ErtLL score

ANCIENT WARRIOR sKrLL 6 srAMrNA 9

If you wnr, tum to z16

27r
Boldly you slep forward and announce that you serve
no one In reply, the Corpse Master arches an eye-
socket and rasps, 'Red pacl lo be presentl No thing in
void! Flesh lo dust, worm to so , pryrng eye to ?'

Though you are unfamiliar with the Corpse Mastels
strange way of talkmg, his meaning is clear: he doesn't
believe you So will you tell him that you serue the
Crty Guard (turn to zz5) or the Cabalol the Werewolf
(turn to r33)? Then agarn, if you feel that the time for
talkrng is over, you may attack the Corpse Master
(tum to ro4) or flee (tum lo rzr)
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272
Had you crossed lhe threshold of th€ featureless room,
lou would have fallen through a trapdoor placed just
inside the doorway! In6tead, you hold back and wail
ior the hatch to dose. As the trap ris€s. a secret panel
opens h the far wall. Yor-r hurry through this opening
and enter a magnificent chamber bedecked with shange
syrnbols. One wall of the chamber is covered by an
mormous flag - the flag of the Cabal while in the
centr€ of the room stands a large table covered with
maps and charts. Porin8 over these papers are Karam
Cruul and his Magus, Radu! 'l have only to reLurn to
!-{ope's End,' says Gruul, 'for the grand design to . . ,'

Suddenly Radu cries out - he has seen you! You hu:ry
forward. but Radu pushes Gruul in your nay, rnen
mns round behind the 0ag. Will you seize Gruul (turn
io 244) or ignore him and go after the MaSus (tum to
16)l

Just when you think you may be able to lay a hand on
Cruul, he closes his eyes and conjues up a Forc€ Wall.
Your hands crash inlo the barrier and start to bum.
Deduct r poinl frorn Gruul's Noflra. If you have the
Mask of Belthegor, you pull your hands away and the
buming stops without doing you any harm. But if you
do noL have the mask, you dutch your hands in
agony; deduct l point from yo\rr sKrLL. Have you
made a noLe of the word Esproc' on yo.ur Ailomture
SheeQ If you have, tum to ttE; if you haven't, retum
to ,oo
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274
You use your free hand to jab your foe in th€ neck,
forcing him to relax his grip, then you duck your head
under the rope and stagger forward in a red haze -
jusb as the Dark Elf advances to throttle you again In
your weakened state, you can only hope to twlst your
body so that he goes hurtling over your shoulder. If
you have the Cozbat Special Skill, tum to 26r- Other'
wise, Test your Luck.lI you are Lucky, tum Lo 26r; but
if you are Unlucky, tum to r77.

275
Beyond the door is a torch-lit, spiral staircas€ which
takes you down to a barred door, You open this door
and find yourself looking into a cramped cell. Piled
against the far wall are . surely il cannot bel At your
feel lies hhe haggard form of Matra Ouspenskaya- She

276

is still alive, but only just. While trying Lo ease her
pains, you quickly tell Maka who you are. When you
ir,rish, she croaks: 'Cabal all war criminals . .
Bricians . . Cruul leads Fraternily , . front for
Cabal tavern.' Then with a final gasp, Malra
Ouspenskaya passes away

'l knew there was somelhing fishy abouf youl' You
turn and see Maxillon Crabb, deputy director of the
asylum. and seven armed wardens standing over you.
The Trolls seize you, drag you back upstairs and lock
you in a darkened room What's that sound? You can
hear someone - or sometfiirg shuffling through the
darkness Lowards you; tum lo r7z-

276
And much there is to leam,'smiles the Imperator.
'Now, you must leave- The rest of thls meeting is not
for the ears of an Adept' Four Rosichalcians escort
you up to the wharf, then go back inside the tavern
You rum to leave - when a Jar Hulud sorcerer asqa\\in
drops lo lhe ground in front of youl The |ai-Hulud's
incredible acrobatic prowess is enhanced by his magical
abilities. If you have rhe Armbatia Special Shll, fight
your foe as normali otherwise, roll tluee dice for your
opponent each Attack Round, and use the two highest
numbers rolled to find his Attack Stlength. The lai-
Hulud laughs aloud, draws his Lwin swords, then leaps
to the altack

IAI-HULUD SKILL 9

Ifyou win, tum to t4.

STAMINA 8



V

277-274

277
Night falls over the dockside and still you wait The
Last Octopus is a popular lavern, who knows what
might yet happen fhere? A disrant bell tolls eleven
The tavem now is not quite so full and .. 'Murdert
Murder! Helpl The Shockerl Murderl' The shouts come
liom a couple of men who musl be somewhere in one
of the neiShbolrring slreets If you want to hurry
along Lo see what has happened, tum to 86 ff you
would rather stay where you are, turn to 2t3

27E
No sooner do you turn your back on fhe guards than
you hear furneaux shout a Word of Wyrding Almost
immedrately, a transpar€nt sheen of energy rises to fiI1
the wrndow frame. F)ashes of mystical power clash to
torm a monstrous face which growls in noiseless wrath
If you wish to continue fowards the window, hrm to

316 But if you would rather not risk contact with the
Wyrding, you must turn back and either attack the

Suards (turn to 223) ot try to lalk your way out of the
situation (turn to r07)

279-28o

279
Cleaming in the liShtning crossed sky, the manhunter
moves in to kill you. If you have an Alchemical
Sphere, lurn to 62, if you have lhe C/inb Special SkiLl,
tum to 9r. li you have nerthea you will have to fight
Your foe's mefal skin is well nigh indeslructible, so, if
you win a round of combat, you mercly pany th€
creatur€'s blows (because of this, the creature is not
given a sr^MrNA score). The predator's wrisl blades,
however innict tenible damagc; if you lose a round ot
combat, deduct J poinh from your sraMrNA Fnally,
at the end of each round, Tesl yaur Luck l( you are
Unlucky, continuc the battle. If you are Lucky, lurn to
43 Now fightl

OBISIAN PREDATOR

28o
Shielding your eyes from lhe sun, you siand stock still
and watch as four hundred riders come learrng round
the hillside. Oh nol They're canying banners embla-
zoned with the emblem of the Cabal of the Werewolfl
Orcs, Trolls, Werebeasts, Brician nobles lhe war
crimjnals veer off the road and race towards you.
Unless you have the AsobaLics SpeciaL Skill, Test yorr
lart. Ii you are Unlucky, the horses frarnple you to
death BLrt ii you are Lucky, or if you have the
,4c/orriici Spccial Skill, you leap aside jusl in time
and then can only look on as the Cabal speeds away
in lhe dircctron oi Hope's End Dusting yoursell
down, you climb to your feet and give chase Turn
to 29
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28r
Though the assassrn fought deferminedly, it is he who
falls dead; restore 1 LUc( pomt. A quick search of his
body turns up 5 Gold Pieces and an Alchemical Sphere;
once thrown, this small glass ball will shatter, releasing
a deadly cloud of corosive mist which you yourself
may take trouble to avoid, should you break the
sphere in a confined area. lf you wish to falte eifher of
these items, add them fo your Adoenfwe Sfieef. Now,
despite the lateness of the hour, it is time Lo begin
yow manhunt. Will. you male for Craven Asylum
(tum to j93), for the Last Ocfopus (turn to z3) or lor
Malf Lane (lurn to 2o7), or, if you have reason Lo do
so, for Priestsgate or Weathem Mili?

282
You lunge at the woman, but she articipates yourmove
and sidesteps neafly out of danger. Then she raises a
hand to hermonocleand muttersa few eldritch syilables.

245

.{mosL immediately you are overwhelmed by a mystic
lorce, and you fall to your knees, stunned (deduct z
points From yoff srAMlNA and l Point Gom your
LUCK). The woman uses your incaPacity to sliP away

When you g€t lo your feeL, some minules laLer, ihere
is no sign of her. Do you have a Rosy Chalice brooch?
If you do, tum to r97; if you don t, Lum to 2r8-

283
You smash the crystal into shards of useless glass- The
image of the lock disappears and the temPle door flies
open However, the sword burns you one more time
and you must deduct another 2 Points from your
srAMrNA. Now you may eiLher strike the sword (turn
to :5), or head out through lhe open door and hurry
back to the Last Octopus: if the word 'Carnam' is
writLen on your Adoenhne Sheet, Lurn to 2tr; i{ it is
noL turn fo 277
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284
.he rapidLy undulating door proves easier lo open
rian you expect, and in mere seconds you find yourself
:fossing the lhrcshold of lhe Necromancer's abode
:rossing into total darkness

Iaccept proof of your inlenl ,  and admit you to thc
Srnctum,' intones a ghastly voice The door closes
rehind you and a fainl glow illuminates the emaciated
:od1 of Ma,,vn Pr€toragus You cannot see much of
:h€ room about you, but it seems alive with the
rlrggestion of thints best lcft unseen P.etoratus contin
ires, 'Van Heldenghast has proffered knowledgc as
accounl in your stead Civc me the hand and do .ot
:ol low me through lhe Door Beyond' You look i r to
,our pack but whats this? The Necromancer al
:eady has lhe wooden hand in his Eraspl He pal s you
ro heed as hc inserh 6vc burning candle-u.icks, one
by one, into the ends of the wooden hngcrs Then h€
turns and steps lhrough the Door Bcyond, leaving
j,ou in darkness once morc Will you follow Prctoragus
lhrough the Door Bet'ond (turn to 228) or waii ior
him in the unyielding blackness of the room (turn to
r9o)?

285
Slipping a drug inlo somebody's drink or coshing
lhem from bchlnd is something the graverobbers
are used to; a fajr fight is somerhjng lhey're dcfi
nitely nol! You only have lo put up the slightesf
resistance before the body+natcherc break off the
altack
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-1y'vho would'a t'ought that our amicable partnership
would'a fallen to this?'puffs HoBg.'Yer can't trust
nobody these days, nobody. Show some mercy, yer
swinel Mister Kilmamey is 6t to drop.' Will yo'r let
the rogues be (tum to 9t) or deal with them once and
for all (turn to rz3l

286
When you reach the buildrng with the wooden sign,
you see lhat beneath lhe prcture of the balances is a
small nameplate. I[ reads, 'Kriswell Moneylender'.
And beneath the nameplate stands a Fogwalkerl

FOCWALKER SKILL 7 STAMTNA 8
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Neeeeed foooood -.. neeeeed foooood.' It is the
acctrsed Skull of Mora Tao, and it wants {eeding now!
All you have to do to feed the skull, without Kiennar
noticin& is to shove your hand inside yow pads the
skull will suck your spirit from your fngersl If you
wish to satisfy the skull, deduct 2 points from your
srAMrNA and tum to 23t. Bub if you refuse to comply
with the skull's repulsive demands, tum io zzr.

289
Clad in your Brician finery, you do noi have to wait
long before the landlady cofies over to you and
whisper in your ear, '\ny'elcome, friend 'Tis seldom
my humble tavem is attended by such nobility- You
may have whatever you like ... on the hous€.' You
thank the landlady, then step back to avoid her rank
breath. But she lust leans even closer 'And would you
perchance be interested in matters, er, how shall I put
it ... political and mysticah' It would seem that
Eviron's servility has all been leading up to this on€
crucial, rf cryptic, question. Will you answer Yes' (turn
to 168), or 'No'(tum to r4tt

290
About len minules later the City Cuard anive and
Guard Caplain Thurtell Lakes charge. Channing informs
the Captain thal the search for lhe Shocker has met
with no success No success?'beams the gruff'voiced
Captain. No success? Why, you've only gone and
captured the murderer of Guard Marsha.l Beruret.' Then
he orders his men to seize you! As the guards drag
you away, you cry out that you are on a seoet

If you win, roll one die. If you roll a 6, you have
contracted the plague Fom your opponent and die in
torment. I[ you survive, you mter the moneylender's
place of business - and 6nd it a mess, papers and books
are scattered everywhere, and a sobbing man is slumped
over his desk. Do you have a Baphet as Werewolf
icon? If you do, turn to ,r7i if you do not, Lum to ,27.

287
'Big Trubbull for whom?' you wonder as you turn the
handle of the door. If you have either the Lock Picking
Special Skill or a Brass Key, tum to 77 If you have
neithet, Tesl your Luck If you are Lucky, tum to ,6t, if
you are Unlucky, turn to 162.

28E
You are still conside.ing the best way to get yoru
hands on the phial when a voice enters yow mind:
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mission, but youl claim is met with derision. The hunt
for Karam Gruul has been brought to a humiliating
end.

29r
Picking up a lantem from the floor, you head backstage
and eventually come to a nurnlrer of doors. The first
leads to a kitchen, where you find z packs of Provi-
sions, which you may lake. Nexl, you come to a room
full of th€atrical costumes, Three of these costumes -
those of a Brician noble, or Orc rogue and a Vampire
- could malce excellent disguises However, you have
room in your pack for only one of them, so choose
which of the ihree you would like, then add it to your
Adoenlwe Shzd. Moving oD you find an office in
which sits a shongbox. You are about to walk over to
the box when you catch a whiff of smoke - the
corridor ahead of you is ablaze, and the 6ie is spreading
in your direcfion! lf you still wish to examine the
strontbox, turn to 84 but if you would nther hur4r
out of the building, turn to ,8r.

292
You are bub a few me[res shorb of the carriaee when
its wheels std* to roll The person inside i; hidden
from view, but you cln see ihe driver sitting up in
front- Though your footsteps ecio loudly in the
narrow street, this shanSe 6gure in black cape and tall
black hat never once looks ba& at you. Soon you are
running alongside the slow-moving vehicle. Only now
do you see that lhe carriage windows are of black
opaque glass Will you shoul to the driver to stop

29t-29t

rtum to 68) or stealthily jump up on to the rear o[ th€
erriage (furn to 396)?

29t
The Maniac Guard goes hurtling down from the loft
1et again. And though he utters no cry, his body hits
dre ground with a sickenint thud. Fearing the worsf,
,'-.ou look down only to see Conrad sit up and,
machete n han4 reach for bhe ladderl This is a fight
lou cannot hope to win. Will you flee (tum lo r6t) or
Iook for another way to d€feat your unearLhly foe
tu.n to 3o8I

294
You thrust the chain forward, only to see it pull back
and wrap itself round your body. as if possessed of a
*ill of its own! You have fallen victim of the chain's
unwrittm law, that 'he who touches the chain while it
brnds another must release and then deskoy the oth€r,
or be bound in place himself,

As ihe chain drags you over lo the high back prison
chair, Argolis roars wifh satisfaction: 'Free aL lastl Now
'rarow the unending midnight of the gravel' You try to
break free oI the chair but can only cry out as it
descends into the pit Yon are nof a Demolhra& you
nill not survive being buried alive.

4t
Something is wronSl Walking through the conidors of
lhe waxworks towards the entrance, you hear a chilling
s.rearni worse, you Lhen catch the revolLing smell of
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chared fleshl Wondering whether this has anybhing to
do with you and the shroud, you enter the foyer and
come upon a chamel housel The place is litfered with
the bodies of slain tourisls, and . . . no . . . it can,t be!
Standing in the middle of the room, is Conrad, the
Maniac Guardt The windnill, the fre, the smell of buming
flesh, tlu REVENGE!

CONRAD,
The Maniac Guard s(rrl 10

lf you win, tum to 269.

296
You daren'[ go to the very bottom of the staircase for
fear of being seen by ihose in the room below, but
you do Bo far enough to hear what is being said.
Some kind of ntual is taking ptace. Most of the words

297
TrShtening your grip on the rephle s necklace, you
give her the promise she seeks. She wheezes wrth
laughter, her forked tonSue flicking in and out of her
mouth. You are wissse for a warm blood. The top

29Vr.99

ssstep isss a trap. Make noissse and you sssuffer.
Entador tsss dead- You should leave asss well. Thisss
Lishek sssaysss,' Make a noLe of Lishek s Waming on
your Adomture Sheet.Now that you have been wamed
about the hap, will you go back on your word and
slay the Xen-Viper (hun to 2r9), or w l you honour
yourpledge and let her escape (tum to ,24)?

4E
lhe best thing you can thmk of at such short notice s
to disguise youself as a Zombie slave, so you tear
your clothing, powder your face with some whitish
sand, Lhen shamble on to the plain wth your mouth
hanginS open . . . CR 4CKtll You feel a stinging whip-
lash across your back - deducl 2 points from your
SIAMINA Yoo lazy moron!'shouts an overseer, sland-

says (tum to 26t) or pretend that yor-r don t understand
(turn to 69)?

299
fust when you think you Enally have the creature,
your blow glances off it in a shower of sparks! The
Obisian Predator laughs at your patheLic assault, then
comes at you again. Can you male some use of the
short distance that there now is between you and the
creature? lf you wish to leap back to lhe attack, turn to
r8z- lf you would rather lry to concoct anobher course
of actiorr tum to 279.
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,oo
The Cabal are still only half-way up the stairs when
you seize Radu and demand that he tell you wher€
you will find his master. 'You wish lo face Karam
Cruul?' he sneers. Then, to your astonishment, he
grows and trows until his body bursts. His skin splits
from head lo foot, and out of the discarded carapace
steps Karam Gruull 'There was never any such person
as Radu the Magus,' he laughs. 'And now I shall
destroy you.'

It has come to this, you must suffer the ef{ects of
Gruul's magic until he is too tired to use any more.
You may not cat any Provisions, or do anything else
lo restore your atkibute scores, uniil Cruul is done.
To find out how many Nofrla points Gruul has, roll
one die and add 6 to the num['er rolled (make a note
of this total on your Adomture S&eef) Then roll one
die to see which spell Gruul casts fust Tum to the
appropriate paragraph, following the inslructrons, then
reLurn here and roll again to 6nd out which spell
Gruul casts next- Keep doing this until either you are
dead or Gruul has no Notara points left. If Gruul's last
spell cosls hrm more Nofrra points than he has lefl, the
spell still works. Now, if you roll:

Tum !o 3Jt
Tum to 67

Turn to 242
Turn to 2t7
Tum to tt6
Turn to 27,

3

5
6

lf you survive Gruul's mystic onslauSht, turn to ,o
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30r
UnwiLtingly, the fleeing Man-Orc leads you into the
Cross Keys area of the city, an area commonly known
as the 'square of delights', for il proliferates with
taverns, gambling dens, bawdy theatres and parlours
of ill-repute At this hour however, ihe square is
deserted, the houses of pleasure but quiet faqades So
it is u.ilh overconfidence that the assassin sneaks
through a srde door and into the Rohmer Theatre. You
groanl Rumour has it that thrs place is haunted by a
phantom who stalks Jhe boards after mrdmght, and
whose other-wordiy dirges on the pjpe organ can
drive a man msane with fear Will you follow ihe
assassin in through the side door (turn to 194), search
lhe Rohme- tor anolhe. enl-dnce ' tu.n lo 2rJ,. or
leave thc hall to its legendary phanLom and follow
up any other leads you may have (tum to
381)1

to2
Urged on by her son, the Kauderwelsch monster will
nol resl until you are lying on the bad Doktor's lable.
If at any time dunng the battle you roll a double for
the monster's Atlack Slrength, it uses its great strength
to break your weapon. If you have a weapon and
this occ'urs, remember to deduci r pont from your

KAUDERWELSCH
MONSTER sKrLL 11

lf you reduce the monster's srevrr.r
l€ss, tum to 18,

tol-Jo4

tot
PLrlling the Vampire costume out of your Pack, you
rtride forward, waving it, and say, '?ftis is your vam-
rire, a simple drsguise'But lhe people are not at all
.onvinced; th€y seize you and tie you to the cemelery
gales 1{e'll decrde if yer a vamprre, by sPecial tests,'
.rows Hogg. '!er example, it's sard that if yer stick a
Jagger in a vampire, il'll cry outl'

{t the end of the day, howevet you are able to prove
:o everyone's satrsfaction lhat you are no more a
',ampire than lhe King of Gallantaria. you eat Sarlic,
tori hold a cross, you jump over a puddle, you skoke
. 1or\e dnd so on, unlr l  dt  ldct lhe nob 'et .  )  ou free .  .
rut nol before a dsappointed Hogg has po&eted all
jour money as'exPenses' Cross any 51old you have off
'.: oLlr Aduentl{e Sheet, add 4 Hours and retum to 2oo-

304
Despiie the rrsks of unleashing the deadiy gas in a
.losed environment, you Lake [he Alchemical Sphere
out of your pack and lob rt rnto the middle of the
rillainous assembly Chaos erupts immediaLely; some
Cabal memben dissolve in lhe mist, while others flee
h all directions. You use the confusion to r€ach the
rwo ornate pLllars which support Lhe balcony, some
:hrrty metres above the ground Radu sees you and
;houts, 'The BounLy Hunterl' A good many of your
:oe slill have enough presence of mind to come afler
.,ou If you have the aort Picl.i g Special Skill, tum to
:o8; if yon have the Clizb Special Skill, tt:rr. to 24gt il
rou have neilher of lhese sklls, tun to r22

STAMINA 14
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,o,
Even your strongest blows fail to penetraLe an invisible
barrier, formed round Lhe Demothrax by the magic
chain. Argohs revels in Lhe futility of your attack
'Now that you have touched the chain, there is no
Lurning backl' As she speaks, some large maggots fall
on Lo you; deducl z points from your srAMrNA If you
remove Lhe chain from Argolis, fum to zz; lf you
would rather flee than risk unleashing such evil, tum
to 8r.

,06
You wail for the lock to sprn round before you, then
you strike But even as your arrn descends, lhe shield
crystal glows brighter Your blow glances off the lock,
the shield Srows dim again and both spheres continue
along their uncanny patlr the sword, however, blazes
orange once more. You cry out in pain - deduct 2
points Fom your srAMrNA. Which crystal will you
slrike at nexf: the sword (turn io 40) or the shield (tum
to 366)7

307
While the barrel-maker is occupied, you search through
the pockets of the dead man's hrnic and ffnd a snack
(enough for r meal), a brooch depicting a golden
chalice restinS on a styhzed rose of red enamel, and a
small handwritten note which reads: 'Etemal Fratemity
of the Rosy Chalice - midnight the Lasl Octopus'-
Regain 1 LUCK point and, if you wish to talce the meal
or the Rosy Chalce brooch or both, add them to your

308

Chanmng is finished, so you qurckly get ba& to your
feef. Wrll you now offer to help look for the Shocl<er
(tum to l4j), stay here and await developments (tum
to 29o) or return to lhe Last Octopus (turn lo 253)?

,o8
You reckon that your best bet y/ould be lo strike
Conrad while he is still on the ladder, so you cast
about the ioft for a suiLable weapon. You may drop a
large bale of hay on him (Lum to rrr), take the oil
lantem and throw it down at his head (turn to 2r4), or
snalch up a long pitchfo* and use it to impale hrm
when he reaches the Lop of the ladder (turn to 4)
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t09
Ii is only when you reSam the rverbank that you
realize you may have lost some of yoLrr belongings in
the water. For each item on youJ Adoenlwe Sheet (treat
all your Provisions as one rtem and your gold likewise)
roll one die If you roll a 5 or 6, yoLr have losf the item
and must cross it off your Adoenture Sheet

You are still checking to see what you have lost when
you remember that this area is sad to be th€ haunt of
the Shocker - an rmknown 6end whrch frightens
victims to death before vanishing into the night. But it
is not the Shocker who slurs,'Oil Grve us a shiny, an'
I'11 tell yer wot 'appened 'ere last night' The voice
belongs to an old woman, clad in rags If you wish to
give the beggar a Gold Piece, turn to 2; rf not, hrm to
44.

3ro
All but a handtul of the Cabal lie dead; the rest have
fled A great cheer is tal<en up by the soldiers and by
their capLairy the latter thanks you for your help- You,
however, have httle to smile about, for when you turn
fo fetch Gruul, you see that he has escaped! Unnoticed
amid the confusron of batlle, he managed to untie his
bonds and slip away If you have the Trartirg Special
Skill, tum lo z4o; if you do not, turn to 267

3rr
Jubar brings the thimbles to a halt You look at all
three in feigned worry, then deliberately point lo one
which does not cover lhe Gold Piece. DeMonto reveals
your choice with a self satisfied smile ?lease,' you

Jr2

beg, 'anolher go. I n€ed that money. l've no more
gold, but if I lose I'll give you all my belon8ings.'

The old rnan's eyes widen with greed; they take in
even the shirt on your back 'Sure thing, my friend
And just to keep il fair, if you win, I'll give you your
lwo shimes back plus tpsrfy of my own Deal?'

It sure isl Make a note of fhe slakes on your ,Adrdrltt"e
Sleel, lhen fum to 82.

t \2
You have beaLen Baron Milescu in mortal combat, but
you lack lhe means to end his Undead exislence. Even
as you watch, the Vampire Lords fallen body turns
into mist and floats away. You can do nothing to
prevent his escape and are forced to admit that, while
you may be safe, you are ultimafely responsrble for
the victims lhe Baron wrli surely claim when he makes
good his complete recovery elsewhere. Cross the blood
off your AdoenLure Sheet, return to the ParagraPh
you came from and conlinue your adventure
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I lidnight, Hme for th€ meeting of fhe Fraternity of the
iosy Chalice. You enter ihe tavern and show your
::ooch to a man, who lcads you - via a sccret door
a1d a tlight of stairs to an elaborate temple. There,
.ou see forty cultists, Rosrchalcians, wearing robes oi
:urplc silk Their Imperalor, the haughty woman you
.rw earlier, raises her arms and announces, 'The gather
i8 will commence with lhe iniiiation of a new Adepl.'
She points to you 'lnifiale, you must pass the ritual of
3aphel or die. 'You don't l jke the sound of this, bul
,r hat can you do? The woman chants, 'Baphet, Baphet,
:ome to mel'A pool of 6pecn dime welis up through
:rc marble floor at your fcct In seconds, the sluff
:hickens, solidifies, lhen sfaris to risel The Rosichalcians
iasp in awe as a monstroLrs apparition takes shape and
-eaches out for you with its talons Will you atfack the
reafurc (tum to 3n) or do noihing and await the
.revitabie (tum to 42)?

tr4
)'ou step up on to lhe block of the guillotine a lrttle
ioo heavily The woodwork shakes and the old rope,
roldrng the blade at the top of ihe guillotine, snaps.
The deadly razols edge comes hurLling down Lowards
'toul TesL vour Luck If you are Lucky, you manage to
'ump off the block without injury; but if you are
.nlucky, the falling blade catch€s you and you must
Jeduct4 poinLs from your sTAMINA Rising lo your feet,
tou see that thc doorman is heading towards you Ifyou
1\ish to rejoin the party now, in the hope of briyin8 the
rhroud from Hollmann, turn to 7E. Otherwise, you had



t

,r5-tr6

belter leave the Chamb€r of Horrors while you stillcan
If Lhe word'Cainam'is wrltte^ o yo:ur Adpe f rc Sheef,
tum to 29t, otherwise, add I Hour and return lo 2oo.

, t5
When you reach the gates of the cemetery, you find
Kilmamey and HoSg waifing for you, and they are
not alone. They are at the head of a band of two
dozen men, carrying torches, ciosses and sharp wooden
stakes- 'There it bel' shouis Hogg, 'iusi as I was fellin'
yer. A bloomin' great vampire! Tried to drag me
business parlner into an early grave, rt didl'

A roar rises from the mcnfolk, and thcy storm inlo the
graveyard If yotr have the Srent Special Skrll, tum to
186. If you do not, will you fight your way out of the
cemetery (turn to rtr) or submit to the perilous
vagaries of mob juslice (turn to 3o3)?

1\6
Blindly you tumble your way throLrgh corridor aiter
conidor until you hear a horrible scream, followed by
a manic dirSe piayed on the theatre's pjp€ organr If
you wrsh to follow lhe sound of lhe crazcd musrc back
to its player, tum to 260. If you would rath€r hurr]
back out through lhe side door and leave the Rohmer
while you still caa furn to 183.

3r7-t2o

Adept, you won't get far in the fnit lnner Order if

vou; political inlerests are as Gallantarian as your

u..""t. Still. the Secret Chieis are vour problem l no
longer carc.'He hands you a Red Key 'Open the door
with the rose handle, bLrt counl Lo ten beiore voLr
cnter.' Add the key to your Adoenture Sheet and also
male a note of the rrord 'Rednel' You ask Krisu'ell
why he has bcen cryrng, but he cannot answer; tum to

327

tr8

turn to 246 lf you are Unlucky, turn to r28

tr9
The drawer is made of sirong oah so Prising n oPen
will reouire finesse rather than brute force Tesl yoar

Ski/l bui, as this task is a Parlicularlv difficuit one' add
r to yotrr roll. If you succecd, tum to rEg lf you fail,

rum to r49

,20
You reach oul with both hands and make a grab for

one of the vanes, then you cling on for dear life as it
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fums slowly round and down. When lhe blade comes
to rts lowesi poinL, some 6ve metres above the ground,
you iet go and fall, landing on your feet with almost
cat-like grace. For escaping death at the hands of the
Mamac Cuard, regain 1 LUCK point. Also, make a note
of the word'Cainam' onyour Aduenture Sheet.

elsewhe.e. l f  you haven t  done .o already wi l  you go
(o Lrrven AsylJm rtL,m Io J9J' .  to lhe Ldst Oclopus
(Lum to j7) or to Malt Lane (tum to 2o7)?

12r
rhe shopkeeper.  Kiennar.  isnr qurte the browbearer
coward )ou took him to bc. When rou .obbed hrm,

322

he sneakily managed to exchange the phial of dried
blood for one filled with red food colouringl The
uselcss powder offers you no profectrcn against Lhe
Skein of Undoing; cross dll the Sp€cnl Skills off your

'Adomture SheeL Perhaps this will teach yoLr io deal
more honestly with good folk rn future - that is, rf
Iou have a futurer If  the word 'Esproc' is wri l ten on
yow Adae Lure Shoel, tofi\ to r88; otherwisc, refum to
loo

322
Part of Van HeldcnghasL's Rime springs to mndr
'ReLutn Lo ils place'. following a hunch, you throw one
cnd of ihc chain over a candclabra which hangs above
lh€ cent.e of the room Th€n you grab both €nds of
lhe chair! heave yourself up and swing forward The
Demothrax is almosi upon you when your f€et calch
her squarely in thc chesl and send her flying back into
the pit from which she came Clouds of smoke billow
up mto the room, and the whole floor quakes as the
pit closes for one lagt trme Argolis is no more
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Add the Chain of Argolis to your AdaenLure Sheef. Al
the starf of any battle you may use the chain to bind
any single opponent, except Cruul: just cross the chain
off your AdumLure Sreet and continue as if you had
won the baLtle. Now, add 2 Hours and retum to 2oo.

321
ConSratulations! The moment you finish translating
the runes, the Mask of Belthegor falls into your hands.
You may wear the mask and claim Belthegor,s Gift al
any fime, except during a battle lf you decide to do

and retum to 2oo.

t2t-r26

t - t
iusl as thmgs are starting to look bleak you notrce
thaL therds a keyhole in Lhe gate mabling you to lock
the gate in the face of the und€ad hosL. Then, while
the Zombies are still mindlessly walkng into the
locked banier, you huny across to the far side of the
enclosure and find fwo gates leading into the tower. It
you have lhe Tracking Spec,al Sklll, tum to rr2. If you
do not, will you enter bhe tower by the gate on the
left (turn to rr4) or the gate on the dght (turn to r99I

32n
Other than the tiny bones your search tums up noth
ing Surddenly, you hear footsteps approaching Some
one is creeping along the shorL corrjdor outside. Could
it be Kilmamey and Hogg, back to plague you wiLh
lheir distinctive brand of heachery? You rush ba& ouL
of the room and see . - no one; the corrjdor is quite
empty. Will you look through the north door (tum to
386) or lhe east door (tum to 238)?

'Kehsil' on your ,4,/arartare sreet. Now, you may either

nl,
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327
The man is suddenLy overcome by a coughng fit.
'They said it rvas important,' he splutlers, tard rt had
lo be me, or the plans of the Cabal would come to
nothing. But why me?' He ljfls his face - it is covered
wilh weepinS soresl Help me. he whines. t lelp

Whal then follows is a deadly game of cat and mouse
as Kriswell lurches towards you for help. If the money-
lender touches you, you too will catch the plague and
dre Unless you have the Acrobatics Special Skill, Tesl
your Luck twice. Il you fail in either test, Kriswell
clutches you wilh his infecled hands and drags your
adventurc to a ghastly fimsh. But if you are Lucky
both times or if you have the ,,lrrolatirs Special Skrll

you manage fo avoid the moneylender until at last
he falls to the floor and dies. If you do not already
have one, you find a Rcd Key lying on the floor add
It to youJ Adpenture Sheef

Will you now search Kriswell's home (turn to 2j9) or
leave it and run to the bonfire (tum fo:r), to fhe bell-
tower (fum to 39j), to the door wilh the red cross
(tum lo 48), or to lhe door with the rose-shaped
handle (lum lo r58)?

3zE
By the hme you have retuned to the vicrnity of the
Cuard Post, lhe Man-Orc assassin is long gone If you
have lhe lraclclng Special Skill, turn to 4r. Otherwis€,
you have no choice but to slart your hunt for Karam
Cruul, despite the lateness of the hour Where will you
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go first. to Craven Asylum (turn to 39r), the Last
Octopus (tum to 2r) or to Malt Lane (tum ro 2o7), or,
if you have reason to go th€re, to Priestsgate or
Weathern Mili?

t29
'Fank yer very kindly, boss,'croaks one of the provosts
as he snatches up the bribe in one of his grubby hands
(cross the Gold Pieces off your AdaenLure Sheet) Bfi

over the cash to be bothered with you and your
'stupid'requestj lurn to rro.

3re-332

t30
tubar takes your gold with a smile that drsplays
tobacco-siained teeth, places a coin under one of the
thimbles, then sets to work. The fhree thimbles circle
in and out of on€ another with incredible speed and
DeMonto seeks to drstract you with his pafter: 'Ten
for two, that's all you have to do Keep your eyes on
Lhe money poL, choose aright and you've won the lot.'

lf you have the Shight af Hand Special Skill and wlsh
fo win ihc game, turn to 82; if you have that same
Special Skill and want to /ose, in the hope of fooling
D€Monto into playing a second game for higher
slakes, turn lo 3rr. But if you do not have the Special
Skill, Tesf your Luck. If you are Lucky, lum to Ez; if
you are Unlucky, turn to ro2

t l r
'l don'i know what you think you're up to, but in my
book it's called robbing the dead.' Channing levels his
sword at your throat 'Cet upl' It would be foolish to
do anything other than what the banel maker de
mands, so you rise slor^4y to your feet Two men rush
up and pin your arms behind your back.'The City
Cuard will be here soon,' says Channing sfernly.
'They'll krow what to do with you' The City Guardl
You could soon be in big houble- If you have thc Cor
Spccial Skill, tum to r94, if you do not, tum to 29o

512
It is common knowledge that no one could ever hope
[o enter or leav€ Craven Asylum without the consent
of its keepers, so you simply walk up to the door and
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knock. The door opens and a warden steps out - rt is
an armed and ugly Trolll 'Clear off!' he barks 'No
rooms, no calie.s, no nuffrnkt'Then he stamps back
inside and closes the door. You knock again but there
is no reply It is with a hear,li heart that you realizc
you musl simply walk away from lhe plight of Matra
Ouspenskaya and from a possible lead in lhe hunt for
Karam Gruul. Now, if you haven'f done so already,
you may visit either the Last OcLopus (turn to j7) or
Malt Lane (turn to 2o7), or, if you have reason to go
there, Pricsts8ate or Wcathem Mill.

333
You pull back from fhe thing thal is Baphet and it is
Sonel The Imperator makes some shange passes with
her hands, tlren says, 'The ci-eature was but an illusion
Nevertheless, you have shown us that you lack the
inner fortitude nccessary for the mantle of Adept. You
may not join the augusl and most secret Fraternity oi
the Rosy ChaLi.c Nor may you divulge its ordered se
crets,'

As one, the Rosichalcrans pull ouf long kmves from
under lheir robes Gulp! If you have a Stage Knife,
tum to 116 lf you do not, will you sunender to thc
Imperator (turn to ,t) or try io 6ght your way oul of
lhe plac€ (turn to r79)?

334
You run through the Professor's n'ords a 6nal time,
At the Wayside Shrine o[ Belthegor - an ancient
deity associatcd wiih the power of second life - you

,t4

will find a marbie mask set prominently in one of the
walls It is said thal he who removes and wears the
mask will receive Belthe8ors Cift, but therern ties lhe
problem Al1 atlempts to free the mask have ended in
disastrous lailure I believe fhat lhe answer lies in the
odd runes which adorn the Shrine. Understand lhese
forgotten symbols, and the mask will be yours '

When you reach the crowded Souihgate Bridge, you
feel someone press a note into your hand; who, tt is
impossible to tell in the shuffling masses lhe note
reads"Cruul. The Cabal. Sanger's Beacon Now Make
sure you are not followed.' WiJl you continue on your
way to the Shrine of Belthegor (fum to 2ro) or go to
meet your mysterious contact at Sanger's Beacon (furn
io ,Eo)?
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t35
Cruul has had enough of your tiresome meddling; hc
conjures up a murderous sac of black gel that comes
twrtching and wobbling through the air towards you
Deduci 6 pornts from Cruuls Noturra If you do not
have the Skull of Mora Tao, the giant amoeboid jerks
forward and absorbs you into rts amorphous depths
your adventure ends here But i[ you do have the
skull, thc apparition backs off at ihe last moment and
disappcars. If the word 'Esproc' is wrilten on your
Adaenhtre Sheel, turn t9 r88, if it is not, return to 3oo

96
Only when your shoLrlder dams into the beslial face
do rou I 'err lhc Wvrdings roar. An agoni/ i1g pain
grips you and flings you back info the room. You
have foohshly clashed with a powerful Minor Magic
and must now pay the price Deduct z poink from
your srAMrNA and 1 point from both your current
and hifial rucr and srrrr scores. The Wyrding ripples
and contorts in viclory, while the guards gather roLrnd
your shivering body. Will you now try and tell
Furneaux the trulh aboul Bennet s death (turn to ro7),
or will you attack the Caplain and hjs men (turn to
223F

,31
Wh what? You caLch yourself dozing and jump up
ouf of the rowinS boal. Across the way, the tavern
door opens and a sinister lookng figure emerges Clad
irom hcad to foot rn a grey hooded cloak, the shady
charactcr hurries out on fo the street and walks briskly

t18-t19

away. Embroidered on the back of the stranger's cloak
is the Mark of the Werewolft If you wish to tail the
hooded 6gure, turn lo rl9 If noi, is the word 'Cainam'
written on your,4/r,enLure Sheen If it is, turn to 2tr;
otherwise, tum to 277.

1t8
You are unconscious before you even hit the ground
Hogg tul tuts in disappointment, 'Yer would'a t'oughf
the hero would'a been made o' stemer stuff than that,
wouldn't yer, Mister Kilmamey? Never mind. A fresh
body should fetch us a good market price - enough
fer a week's Dark Horse. eh?'Then he drops down
info the grave beside you Kilmamey passes him a
rope Later that day, Mervyn TilLnghast, doctor in
experimental anatomy, examines your body Satisfied
that you are quite dead, he pays the body.snatchers
lhe usual price - no questions asked!

1t9
Picking up a laniern from the floor, you head backstage
and along a corridor, which has fivr: other doors
leading off it The 6rst leads to a kitchen, where you
find z meais'worth of Provisions, which you may
take The second door opens into an of6ce in which
sits a wooden strongbox You are about to enter this
room when you catch the smell of smoke. The conidor
ahead of you is on 6re, and the 6re seems to be
spreading with unnatural swiflness towards yout If,
despile thrs danger, you wish to take a look at the
strongborc turn to E4. If you would rather hurry out
of lhe building, fum io 3t3.
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340
Kiennar's Curiosity Shop stands in a quiet alley near
busy Newham Market. As you step up to the half
hidden doorway, you recall the Professor's words: 'co
lo Kiernar and tell him I sent you He will do the rest'

A tny bell tinkles overhead as you ent€r a forgoLten
world of arcane antiquity. 'Can I help you?' Kiennar
asks 6om behind his counter. Wasting no fime, you
tell him why you are here. As you spea( he breaks
out in a cold sweat; when you hnish, he asks, 'Did Van
Heldenghasl tell you what it is you're supposed to be
buymg?' Fingers trembling, he reaches beneath the
counler and produces a glass phial filled wrth an iron-
red powder. 'Did she tell you lhat you were to buy
this dried blood? Not just ary blood, mind you, bu!
the blood of Baron Milescu, Vampre Lord of Vannanl'
A shocked gasp escapes your lips 'Shll want to buy?'
Kiennar smirks. 'lf you do, it'll cost you forty Cold.'If
you wish to pay, cross the 4o Gold Pieces ofi your
tulomture Shect and turn to 258. If you wanL the blood
but cannot or w l not pay so much money, turn lo
ro9 Bul if you would ralher leave the blood wlth
Kiennar, add 1 Hour and rcturn Lo 2oo

34r
You plunge into the middle of the heaving mass of
bodres and wait unlil the flustered doorman is busy
with someone else, then you make your move If you
have the Sneair Special Skill, you manage to worrn
your way insrde wifhout a hitch (turn to rjo) But if
you do not have this Special Skill, you find yourself
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being collared by the doorman 'Now, now Thal'll be
Lhree shmres,' he barks If you pay lhe admission iee,
cross I Gold Pieces oll yo:ur AdoenLure Sheef and turn
lo r3o. If you refuse, you will have to leave - add r
Hour and retum to 2oo.

342
Gruul seems lo be on lhe brrnk of an unconlrollable
madness when you drop the lorch, and then he calms
down He leads you out of the v lage the mrst and
the Fogwalkers posing no obstacle to him so lhat you
may both begin the long trek back to Royal Lendle
Cruul is resigned to defeal, so you make good progress
Indeed, you cover ten kilometres before disaster slrikesl
BolL. of dealh des. erd f 'orn r l '"  sky. and your pri.o rcl
gloats, 'Gruul has succeededl He has conquered the
power of Nofara.' Before your very eyes, the Mandrake
replim ol Karan Gruul reverts to rts natural, plant-like
forml The brtler tasle of defeat sticks in your craw as a
devaslaUng boll of N'ofrra turns your body rnside oull

343
As you are walkrng towards lhe Last Octopus, you
hear someone call out to you from an alleyway In the
half-dark, you can just make out a tall thin man, clad in
silken robes and with a veil hiding his face. His lefl
hand is extended in welcome. Your continued inferfer-
ence in my plans has proven your worth. Look to my
feet' You do so and see that the man is slanding on a
small mound of Gold Pieces. 'Join my organization,
and all this gold, more lhan lhe Ruhng Courcil could
ever hope to pay you, is yours ' Will you:

Prelend to accept lhe masked man's

Leap to the attack?
Throw an Alchemjcal Sphere al him,

if you have one?
Retuse and simply walk away?

Turn to 34
Tun to ,7t

Turn to zz7
Tum to 399
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144
Mawn Pretoragus resides in Divil's Lane, an unfre-
quented avenue that lurks m unbroken seclusion be-
neath a permanenl veil of mist. You shiver as you step
into the mist and mak€ your way along to Preforagus's
abode. There, you are afflicled by a feeling of nausea,
for fhe Necromancer's sanctum is composed of con-
stantly shiftinS anglesl But you suppress your doubts
and knock on the quccrly undulating door. Once .
twrce your knocks resound throtrgh the fog but are
met wifh no answcr" Dare you try th€ door handlc? If
so, turn to 176 If you prefer not lo, ther€ rs no r€ason
to remain here; add -z Hours and relurn to 2oo

546-348

t46
lVhat strange madness is aL work here? You can only
watch in disbelief as the wild horses pull the ca iage
over into the filthy walers of lhe deep river Hamessed
to the heavy coach, the animals struggle in vain
against lhe drowning tide; but you suffcr no such
reslrarnts and are able to swim free of the sinking
.arrta9e Test yaur Luck If you are Lucky, tum to 363,
il you are Unlucky, turn to 3o9.

347
You ieap forward and grab the bat by ils lealhery
wings As you puli the creature back into the room, it
snaps at you with its needleJike fangs.

BLOOD BAT sKrr l  5 STAMINA 6

145
You approach Channing and tell him that you would
like to lead one of the search-parties. He nods and puts
you in charge of a particularly hardyJooking bunch
The folk are eager Lo be on therr way, so you wast€
no lime in seLting off down Carler Street lf you have
some clue as to where the Shocker might be, tum tc
the paragraph whose number yoLr know. But f you
aren't quite sure whe.e to look for the fiend, turn tc

If you win, you may search Lhe room more thoroughly
(turn to 326); or you may leave it and try eilher the
norlh door (tum to 386) or lhe east door (Lurn lo
I4I) ,

348
lnitially il looks as if Deputy Director Crabb is going
to explode with rage, but when he sees that it is you
he stands up and bows 'Changed your mrnd about
taking some refreshment?' he asks If you say ̂ les',
turn to 36. Othenvise, you tell Crabb thaL you have
lost your way, apologize for the intrusion, then head
back into the hall- There, if you have not done so
already, you may enter Big Laffs (turn to z2o), Nosh
(tum to 275), Big Trubbull(trm to 287) or Fat Maggols
(tum to rr7)
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149
Khaki-coloured greasepaint, false tusks, a coa6e wi8, a
flea-bitten tunic - you make the periect Orc rogue! All
you have to do to complete lhe illusion is hunch your
back and spil every five seconds. You practise this for
a moment, lhen you feel fhe Up of a dagger pressed
up against your throat One of the ov€rseers has
caughl yoLr by surprise 'Who d'yoo ffnk yoo iz pal?'
he grunt! In reply, you say that you hawe an wgent
message which you wiil only give to one of the
'bigwigs'. If you hav€ the Con Special Skill, tum to
zz4 lf you do not. Tesf your Luck. ll you are Lucky,
tum to 224, but i fyou are Unlucky, turn to r t ,

150
Before you know it, Conrad is upon you With his
gleaming machete, the Maniac Cuard is sfalking, relent
less death on two legs.

CONRAD,
The Maruac Cuard

If you win, lurn to 29J-

15r-452

t5r
Your request intrigues the larrdlady. She leans forward
and regards yor.r with a conspiratorial eye. 'The Frater
nily?' she whispers in wafh of vile breath 'Who wanis
to know?' lf you are disguised as a Bricran noble or f
you have the Cdrl Special Skill, lum to r6E; otherwis€,
rurn to r45

Overcome by yoLrr desperaLe defence, the bloodthirsty
Baron falls to the ground Before his mortal wounds
have time to hcal, you press down on him with your
sharpened slakc and plunge il deep into his heart. The
Baron's garglcd cries drift away on a supemal wind,
and soon he is dust once more- The dark powder is
blown away by the gale, destroying the Baron for all
eternily Cross the Blood of Baron Milcscu and the
sfale off you. Aduenture SheeL, bul restore 1 LUc(
poini for yorir great victory Now retum to the para
graph you came ftom and continue your adventure.

SKILL IO
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J)J

The instant you lunge at the glistening serpent, she
sheds her disguise and fums to face you. Two long
tangs sprout from her gums; luckily for you, it looks as
if she has recently discharged all her venom All the
same, the Xen-Viper is a slippery opponent who has
escape in mjnd. At the start of each AtLack Round,
fd your Luck If you are Lucky, fight Lhe round a5
norma[ but if you are Unlucky, the Xen-Viper escapes.
When Testing your Luck in this way, do not deduct the
usual 1 Doint ftom vour LUCK

XEN-VIPER SKILL 8 STAMINA 7

lf the Xen-Viper escaFes, tum to 9. But if you reduce
her srAMrNA to 3 points or less, tum to 146.

354
Hogg gasps in !elie{. 'Oh, it's youl Yer had us goin'
there fer a momenl with yer grand fine jest. lf il wasn't
fer yer touchin' bhe cross, I'd have t'oughL yer were a
vampire!' Then he bursts inLo laughter. Feeling rafher
sbupid, you take off your disguise and help bring
Kilrnarney out of his swoon. This done the body-
snatchers lead you to an unrnarked grave, deep within
the eerie cemetery. Down here,'Hogg says, 'is the
door to a hrdden crypt. That's where yer'lI 6nd yer
skull.'

Then the rogues pick up lheir spades and start to dig.
They are waisf deep in the grave when Hogg pants,
\4ercy! I canna dig no more. Me lungs are creakin'
with the shain. Yer better help, if y€r wannil done
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+rickly.' If yoLr are willing to starb diSging, hlrn to 98.
but if you arc quite happy to wait while the men hav€
a rest, tum to 202

J))

The moment your foot touches the grourd, you are
swept up in a net and left dangling in the air This is
no ordinary net, however, for rt rs made of sharp, lhin
wire wire which starts to constdcu You have but
mmutes lo free yourseli, before the tightening net
slices through yoql lf you halre the Sleight af Han'i
Special Skill, turn lo 166 If you do not, Test your Skili
adding r, to the roll to reflect the unique difficulty oi
your present situaiion If you succeed, lum to 166; ii
you fail, tum to 173.

,16
A curse on your luck, Bounty Hunler,'Cruul spik
Then he waves his fingers before you rn a sign of the
Evil Eye Deduct 2 poinls from Gruul's Nofara If you
have the Charn of ArSolis, Gruul's quainl gesture has
no eifect; but if you do not have the chain, you musi
deduct 1 point from your r-ucr Now, if lhe word
'Esproc' is wriften on your Adltentute Sfieef, turn tc
r88; otherwise, return to joo

357
When you rcach the all€y, you see that it leads
nowhere Nor do you see any sign of fhe Shocket li
has lived up to its reputation and vanished Or so ji

seems for, upon tuming to walk away, you tnp ovei
the edge of a raised manhole cover The creature musi

Jt8

have 'vanished' down into the sewersl Crven the
6end's head start, you would never be able to find it
down in that malodorous labryinth now. But if your
paths should ever cross again, you may get a chance
to use your knowledge. If so, lum bo J78 (make a note
of this paragraph number on your Adpenfure Sheef),
rcgain 1 LUcK point for your discovcry Now you
must leave the docklands and continue your hunt Will
you head for Craven Asylum (turn to 391), Malt Lane
(turn to 2o7) or, if you have leason to do so, for
PricsisSate or Weathern Mill?

,58
Clancing downwards, you notice 6ve sets of footprints
leading up to the mask. Judging by the state of the
prnts, you would guess that they had been made
within the last hour. You also see fresh cracks in the
stonework surrounding the mask and - wait a minute!
There are no footprints leading auay [ron lhe ll,l.asL
Tum to r j9.
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t t9
'1,' you announce, drawing yourself to your full height,
'am the City Physician, and I've come to collecL a
specimen of vital anaLomical interest. One of the
hands of the men you have hanging fhere is riddled
with Bone-Rot, a degeneraLive disease of the .

All right, all ghfl Stuff a hose in iL, yer stinldn'gas-
bagl We don'L want yer stinkin' Bone Rol. Take yer
fingerz an' clear offl' The Provos[ won't tell you lwice,
so tum to rro.

t6"
Words tumble huniedly from between yoLrr lips, but
€ven now you dare noL reveal your secret mission. 'l
came here in pursuit of a Vampiric Shapeshifter. It
killed the Marshal and is now &ee rnsrde this tower
We waib a mrnLrte Did you three come here to-
gether?'

Your ploy has an immediate effecL; each of the guards
pauses to consider whether erther of his fellows could
possibly be the 'Shapeshifter'. You use therr distrac
tion lo push your way through them and make for
Lhe door You hunlr down fhe spiral slaircase and, in
no time a[ all, are back out on the cobblestoned
slreels of Blackhaven. There i.  no sign of any assassin
so, despite the lateness of the hour, you decide to
press on wrth your manhunt Will you now go to
Craven Asylum (tum to 193), Lo the Last Octopus
(turn to 2l) or to Malt Lane (tum bo zo7), or, if you
have reason to do so, Lo Pneslsgate or Weathem
MiII?

,6'

36r
Making sure that you are in clear view of everyone
else in the tavem, you stand alone n a comer at the
end of the long, L-shaped bar Pinned to the wall ther€
is a p nted sheet extollmg the virtues of something
called the Eternal Fmtemrty of the Rosy Chalice. you
may read thrs sheet now, but 

'1of 
in future, by Luming

to lhe i l luslral ion opposite Daragraph 19-do not rcad
ihe paragraph itself.  Once you have read the sheet.
return here

If you are drsguised as a Bricran noble, tum to 289;
otherwise, [urn lo r3j.



362-163

162
The Border River is calm lonight, but whal of the Last
Oclopus? You cannot help bul wonder what might be
going on within Lhat miserable place A bird flies
overhead. No, not a bird.
The lai Hulud sorcerer assassrn rolls through the air
then drops lo his feet behrnd you. The Jar-Hulud's
incredible acrobaLic prowess is enharced by his magical
ability. lf you have the Acrobatics Specral Skill, 6ght
your foe as normal; if you do not, each Attack Round
roll three dice for your opponent and use the two
hlghest numbers rolled lo flnd his Attack Strength
The assassin laughs villainously, spreads his twin
bLades, then springs forward

JAI,HULUD

lf you win, lurn to j4.

365
The swim back to the wharf is a short one, and soon
you are Sasping for ail in lhe shadow of a derelict
warehouse Cold and alone, you suddenly recall that
this area is shunned during the hours of darkness,
because it is the domain of lhe Shockerl This unknown
fiend is said to frighlen its viclims to dealh befor€
disappearing into the nighl You are still lhinkng
about this hair-raising lopic when a lap on your
shouldcr nearly makes you jump out of your skin. It is
with rclief thal you turn Lo face a harmless old beggar
'Givc us a shiny.' she coughs, 'an I'tl tell yer wol I seen
lar.  n ig l - t  l i  rou * i .h Lo gire Ll 'e begga- a tod
Piece, turn to z. If you prefer not to, tr.rn to 44

sKrLL 9

t64

164
The cape and fangs are a perfect fit And once yo'.r
have applied some black powder to your eyes and
some red stuff to your lips, the illusion is complete. A
short while latea you see Kilmarney and Hogg heading
your way; they are each carrying a spade Stifling the
urge to snrgg€r you step out and bare your fangs
Both of them fling their tools asidc in lerror, then
Hogg screams and Kilrnamey faints

'Srlencel' you shouL 'Now that you are near my
graveyard domain, you will do my bidding or suffer
the bite of lhe Undead.'

But Hogg has recovered his wits He whips a cross out
from mder his tunic and cdes, 'Back, yer unholy var-
mintl'

Wilhout thinking, you reach forward and krock the
cross out of his hand. TesL your Luck If you are Lucky,
turn to 16r, if you are Unlucky, lum to t54.
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365
Thc handle tums, releasing a poison tipped needle
which misses your thumb by a hairs breadth The
door itself is locked; rf you later find a Brass Key, you
moy choose to come this way again, even though you
may not normally choose a door you have already
been through. Now retum to the hall and choose a
door you haven't already been through Will you try
Big Laffs (tum to zzo), Nosh (turn to 27j), Fat Maggots
(turn to rr7) or Wipefe€t (turn to J8)?

t66
The proteciive power of the shield crystal works ior
the other two globes, but not for itself lt explodes
into powdery fragments and the image of the shield
fades away. Already the atmospher€ of the temple
seems less oppressive - add r point to your LUCK
The sword crystal spins before your eyes, glowing
orange. Your body arches in pain yet a8ain; deduct 2
pojnts from your srAMrNA Will you now strike at lhe
sword (lurn to 2j) or the lock (turn to 281)?

,67-t68

367
Though you feel a little guilty about committing such
a blatant act of robbery, you advise Kiennai that it
would be better for his health if he simply gave you
the blood.'Al l  r ight, al l  r ight, 'he stammers, ' take it
and may the gods have mercy on you.' You snatch the
phial from hls trembling hands and hurry out of the
shop Make a note of the word 'Raffreik' on youl
AdaenLure Sheet, add tHour and retum to 2oo

368
You look up and a gobbet of steaming blood trickles
inLo your eyes! Deduct 2 points from your srevtra-
As you stumble round the room in blind agony, you
are only marginally aware of the large bat lhat spat
ihe stuJf into your face. But when you wipe the
stinging dribbles away, you see thai the bat is making
for Lhe open door Will you attack rt before it can
escape (lum to ,47) or let it go free (tum to 2t5t
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t69
Dawn is still a fel ' hours away when you complete
the four kilometre joumey to Pentrull. This tiny vil-
lage is dominated by a lofty bell-lower standmS in
the main square - where you also Find a man heapng
bodies on to a bonJirel The man growls, 'Don't you
know there be plague in Penkhull? Fogwalkers bring
it with 'em- Looki'

You turn and see that a wall of fog has descended on
the outskirts of fhe village. The man's eyes widen with
ferror: 'They comel' OuL of the fog shuffle dozens of
Zombre like creatures The man kies to flee, but fhe
Fogwalkers have him. Three buildings are withn run-
ning dstance: the door of one is daubed with a rcd
cross; the doorknob of another is carved in the shape
of a rose; over the third door hangs a wooden sign
depictrng a set o{ balances Will you.

Male your stand by the bonfire?
Climb up the bell tower?
Enter lhe door with the red cross?
Enter lhe door with the rose

doorknob?

Turn to 2r
Turn lo J97
Turn to 4E

Turn to rtE
Enter bhe door beneath thc wooden

sign? Tum to 286

570
Conrad is about to lumber in to your path for the last,
and probat'ly faial. time when a gust of fiery ai- rodrs
up from the floor of the mill and shakes him off the
ladder. Arms Railin& he falls down into the billowing
infemo. You rush over to see if he rs truly dead lhis
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time, but his bulky form is lost in the con{lagration-
Feaing that you too may perish in the 6re, you rush
out on to th€ tiny balcony From there you can see
only one safe way down, you will have to leaP out
and grab one of the windmill sails on ils way down to
the ground. Ii you have the Acrcb7tics Special Skill,
turn to j2o. I[ you do not, Test your Luck. If you
are Lucky, lum io 3zo; rf you are Unlucky, tum to
r50

'  51r
Though the sun is high in the sky and there is not a
single distraction to hjde your movemenls, you ad-
vance so silently that the Provosts fail io nohce you.
Th€ir coarse laughter fills the air as they trip the
beggar over for the tenth time!Tum to rro.

t72
Your 6rst priority should have been to Lal<e Gruul on
lo Royal Lendle. lnslead, yoll remain to watch the
soldjers as one by one lhey die, their hearts bursting
in the glp of an unnatural fear. Gruul laughs in
triumph You musl kill htm before il is too late. Then
yotr leel lt - fhwnp fhunp your heart is beating faster
- thump thump - you sLagger forward th mp Lhump
- chesL pains - tftrlrp ihump - Croullalu.ghing - lhunp
lhunp you must - Lhump Lh . . .

,73
I oU have leamed thc hard way lhal lhere is no escape
frorn Karam Gruul's rn[amous wire lunic. Your hunt
for the fiend ends rn a most grisly fashion

374-176

374
You counL Lhe last coin into Hogg's eager ffngers, and
say that you Iook forward to meeting him at the
graveyard ln half arr hour 'Aye, we'll be seein' yer
then Won'l we, Mister Kilmamey?' The other man
yawns in assent then drags himself out lhrough the
tavem door You are glad to leav€ th€ Three Broken
Fingers and can only hope that the body-snatchers will
conclude their secret arrang€ments swiftly. Ten min-
Lrtes later, you reach the gates of Meinster CemeLery,
where you waiL...  and wait and wait. The rogues
have tricked you! They already have your gold, so
why should they tr.rm up for work? If you have the
Tracking Special Skill, turn to 85; if not, add z Hours
and retom to 2oo.

t  I t
Hopin8 lo lake your enemy by surprise. you sprinS
forward and aim a devastatng krck at hrs chest. If you
have either the Aoobatics or Co,'1rat Special Skill, tum
to rr9. Otherwrse, TesL your Luck. If you are Lucky,
tum to r 19, if you are Unlucky, tum to r8t

316
Like all those who arrived beiore her, the woman
strides into the tavem and closes fhe door Only now
the lights of the alehouse are extinSuished, plunging
the main room into complete darkness. Br:t what of
the meeting of the Fralernity? A dislant bell tolls
midnight If you have a Rosy Chalice brooch, tum to
,1 l( yotJ do noL will you try to sneak into the
tav€rn, to se€ what is 8oin8 on (turn to 96), or
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maintain your walch from the safely of your hlding
place on the wharf (turn to 362)?

,17
Without hesitation, you vault lhrough the open
window and drop down to the hard sheet below If
you used the , crobaflcs Special Skrll, you land without
njury But if you succeeded in TesLing yaur Skill, you
collect some bruiscs and musl deduct.:. points from
your srAMrNA. Getling up, you see that the assassin is
standing beside a sinisier looking carriage, he speaks
to som€one sitLing inside the vehicle, Lhen runs down
an alleyway If you wish to pursue the assassin, fum to

4r; but if you would rather approach lhe carriage, turn
to 292. Then agarn, despile the lateness of the hour,
you may prefer lo start your manhunt proper. If so,
where will you Bo first: to Craven Asylum (lurn to
j93), the Last Oclopus (turn to 2r), Matt Lane (iurn to
uo7) or, if you have reason to go there, to Prieslsgale
or Weathem Mill?

378
Using knowledge gained lrom your previous encounter
with lhe Shocker, you lead your party down a manhole
and inlo a stinking sewage tunnel which runs from left
fo righl. The way to the right is laced wifh the essence
of fear 'l ain't goin'down there,'moans an inkeepea
scared out of his wils 'l don'l reckon lhe Shocker
came down here al all.'

A good many people agree wrth hrm, clamber up out
o[ the sewers and set off along the slreeL Roll four

t19-380

dice arrd add the numbers logeiher. If the total is
higher lhan your cunenL srAMrNA score, you heartily
concur vrith the inkeeper and follow hrs party (tum to
73). If the toial is equal to or less than your cunent
srAMrNA scorc, you masLer your fear and decide to
tum right and follow the tunnel roll one dre to see
how many brave townsfolk go with you. Note the
number on your,,\d!e,fure Sheet at\d tllJn to 44

379
Intrigued, you open the exotically perfumed envelope,
and read the pa8e conLained wilhin'

GruLings, Bounty HunLer I had hoped rh,at we wauLd
meel before this necess'u.! Letminafion af yaur meddling,
but you haoe proued to be loo diruptioe. For thnt, I
congntuldte you For lhE lefteL coated in deadly antad
poison, hou:er:er, yOU nlusf coflgntuloLe ME In the
enrl, only I, K,aram Gruul, could win Now go Lo yout
gotls.

You curse your own stupidiry at fallinS into such an
obvious trap If you have a bottle of Poison Antidole,
you musf drink it now (cross rt olf your fuloenLure
Sheet) Then, if you haven'L done so already, you may
look at the note m Enlador's hand (turn to 167)
t)lherwise, there is nolhing left for you to do but leave
(Lum to 268) lf you do nol have fhe Poison Antidote,
you join Silas Entador in death Your adventure $ over.

tEo
Sanger's Beacon, the highest part of Blackhaven, is a
grassy hill, topped by a crude gdtstone ob€lisk. ln
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times of greal danger, a bonfire is lit atop the obelisk,
to send ouL a vlarning to all Gallantaria A storm
breaks as you mounf the hill, and soon you are soaked
to the skin. Worse, you are in danger of being hit by
lightning, whrch commences to rage all around you as
you make your way up to the obelisk. This stone
block is ten metres high and four metres wide, and one
side of it is rutted with weathered handholds Standing
at lhe foot of the obelisk is an Obisian Predator. These
incredrbly strong and rare killing machrnes are encased
in a skin of living metalJ You have fallen into yet
another irap Will you aitack Lhe creaLure (Lum to
rr2), flee (tum lo rj), or Lry lo think of something
else to do (turn to 279)?

]EI
When you reach theplatformat the top of the tower you
Saze down upon the village and see that lhe Fogwalkers
are everywherelO[ more interesL Lo you, howevet is Lhe
reason why the ladder should have been broken in the
first place The only thing anyone can do up here is . .
nng the belllWhen the rron bell tolls over Penkhull, the
Fogwalkers moan in fear and make therr way to the
outskirfs of the village, where they stop and wart. As
long as vou do nol lry to ledve lhe vi l lage. you n i l l  be
raFe from fhe Fogwalkers: i i .  in fulure. you are told to fa(e
one, ignore the nstructions: you face nothing. You still
have to find the Secret Chiefs, so, when you climb back
down the tower, will you go to the bonfire (tum to 2r),
to the door with the red cross (tum to 48), to the door
with ihe rose-shaped handle (tum to rt8), or to the door
benealh lhe wooden sign (turn to zE6)?

t82'rA4

382
IL occurs to you that it might be a far smarter idea if
you could enter the asylum disguised as one o[ its
wardens. So you hurry away from the door and take
up a position in a nearby alley.

Ten minutes later one of the grey-suited wardens
walks past your hiding place, on his way lo the
asylum. Overpower him, and the perfecl disguise will
be yours You leap out . - and 6nd yourself staring
into the ugly face of a Trollt

TROLL WARDEN

If you win, turn to 18.

sKILL 9

,t3
You are but a stone's throw from the Rohmer when it
erupts in flames behind you Your enemies leave noth
rng lo chancel Soon the whole building is ablaze, and
the cry of 'Firel ' is taken up throughout Cross Keys.
You had best be on your way before the City Cuard
a.rive Will you male for Craven Asylum (fum to
',91), the Last Octopus (tum to t7), Malf lrne (tum to
zo7) or, if yotr have reason to do so, for PriestsSate or
Weathern Mill?

184
You keep a sharp eye on on the Last Octopus
on the tavem , . . Vvhere did that cart come from? You
didn't see it arrive You yawn, your €y€lids seem as
hearry as lead. But you keep a sharp eye on .., on .
you yawnl DeducL 2 points from your srAMrNA and
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TesI your Luck If you ar-e Lucky, tum to 137.1f you are
Unlucky, and the word 'Cainam' is written on your
Adoefiture Sheel, tu'r. to 2jr; otherwise, turn to 277

,8t
As you enler Lhe ruins of the Olde Gaol, you recall
lhe Professorr instrucl ions: Three years ago. an invin.
cible Demolhrax named Argolis was bound wrth a
magic chain and buried alive beneath the prison Seven
days later, the gaol collapsed rn an earlhquake. It has
been shunned ever since, but Argolis lies there still,
buried and forgotten. You must retrieve the Chain of
Argolis, even though it is this alone which keeps her
entombed. A liltle-known Rime may helpr

Argolis unchained,
Tum nol your fae,
Nor bind, nor stike,
Retum fo ils place '

You 6nd the chain lying partly bwied in the earthen
floor of a danl< cell You try to pull it free and the
whole floor enrpts with fury! Soil tlies in all directions
as a high'backed chair bursLs up into the room. Bound
to the chair by the chain is the rotted Argolisl Waves
of barely che&ed evil flow from her as she shuggles
against her boads.'Release rzel she howls Will you
attack Argolis (turn to lot), flee (tum lo Er) or do as
she commands (tum Lo 22)?

t86
As you approach the north door, lhe draught blowing
through the gap beneath grows stronger- The door
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ilself is made from reinforced oal and is locked. Ii you
have the lort Pirting Special Skill, tum to j6; otherwise
you may, if you haven't already done so, fry th€ easl
door (turn to r4r) or the west door (turn lo r7)

381
You sidle up to where Eviron stands behrnd the bar,
lhcn say, 'From what I've heard, this area has quite a
reputation '

The lardlady looks up from her constitutional flagon
'Oh ahh?' she rumbles

'Yes,' you reply, 'l've heard quite a few inleresling
tales about this place Know anythrng about them?'

Eviron frowns. 'About what, exaclly?'

Do you say,

lhe 5'1o(\er? T.rrn {o r3
The Cabal of the Werewolf? Tum to r45
The Etemal Fmternity of the Rosy

Karam Cruul?
Turn to 35r
Tum to 23J

t88
You tie Cruul to a nearby tree, then you jorn the men
who have dismounted and taken up positions at the
crest of the hill The atmosphere is fense. It is no
moLley crew that rs racing to destroy you; it is a
vicious band of seasoned fighlers. You steel yourself
as the Cabal riders come charging up fhe hill. During
the ensurng skirmish, you must 6ght bhree opponents
at the same trmel

SKIL L

RAVEN LORD 6
ORC ASSASSIN 7
TROLL TORTURER 8

189-39"

8
6

I

If you win, you look around and see that, desPite the
odds, your companions have put up a valiant fight and
victory rs yours Tesl your Luck lf you are Lucky, tum
to z4o. If you are Unlucky, tum to 3ro

189
You lift the circular hatch and clamber down Into the
cramped cellar of the mill. The low-ceilinged room is
bare, save for the large statue that stands against the
opposite wall: it is a stone gargoyle whose h€rce,
open mouth is sealed by some sort of metal 8ri11e
and whose bejewelled eyes flare up like two emerald
Lor.hcs in thr  t loom \oL.hield vou'Pye. dt  d voicP

booms out through the statue's unmoving mouth'
'Reportl' The gargoyle must be some kind of mystical
conveyor of tidings But whal of the guttural voice?
Could it be lhat of Karam Cruul? It barks once more,
'Zaar! Reportl' The green eyes of the gargoyle glow
even more brightly If you wish to 'rePort', tum to
z6z; but if yoLr would prefer Lo remam silent, trrrn to
24r

t90
'Now that's not very gentlemanly of yet' moans
Ho8g, 'not very spoltin' at all. Mister Krlmamey an'
my good self will be most r.rpset if yer refuse to seal
our buddin' agreement with a cup o' goodwill. Now
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come on/ there. Sink the flagon and we'll consign this
misunderstandin' to lhe annals oI history.'

If you have the S/e(fit o/ Hard Special Skill, turn ro 72.
If you do not, will you now drink the ale, in order to
keep the body-snatchers happy (turn to rr), or remain
steadfast in your refusal (turn to r74!

19,
You reach up, grab lhe wooden beam - and howl in
pain as three of your finSers go splashrng into the
watcrl Inserted rn the top of the beam is a razor,sharp
bladc. It was only natural that you should reach for
the bcam as did the twelve men who fell into the pit
beforc you. Deduct 2 points fi.om your srrvrra and
r point from both your current and lnitial srrr.r scores
\bu clutch your marmed hand as the water connnues
lo rise If you haven'f done so already, you may now
climb up the rungs (turn to r4o) Otherwis€, all that
remains for you fo do is to offer a silent prayer to
your gods (tum to r7o)

t92-t94

392
The rnomenl you make as jF to slrike at the woman,
she steps back and unsheath€s her swordstrck! Desprte
her agc, you will find her a most worthy opponent-

MONOCLED WOMAN sKrLL 7 sr^MrNA 1()

After one round of combat, tum to 126.

t9,
For reasons you cannot fathom, Craven Asylum for
the chronically insane is the most popular of Black-
haven's tourist attractrons Decadenl folk actually pay
to enter what musL be the city's most wretched hell-
holel Tales from the asylum speak oi counlless dark
deeds, one rumour being that sane folk can be locked
away in there on payment of the right priccl Such may
well be thc case with Matra Ouspenskaya. The asylum
ilself is a squal, Srey slone block, its blank fac€ broken
here and there by a few barred windowsj so il rs
wrth some trepidation that you approach the fortified
doorway If you have a Letter oi Introduclion, Lum
to 4z.If you do not, but you do have the Disguise
Special Skill, rum to 382 lf you have neither, tum
to ,12.

t94
Exercising the utmost caution, you ease th€ side door
open and slip rnside. Wifhin, it is so dark that you can
barely see your hand in front of your face You close
the door behind you and step iorward TesL your Luck.
I[ you are Lurcky, turn to 316, if you are Unlucky, turn
to 355



395-196
t97-r99

i97
The bell-toner is a high wooden scaffold su:mounted
by a belfry access to wluch is gained by means of a
iong iadder. When you get Lo the bottom oF the
tower, however, you see that the ladder has been
ha&ed to piecesl A Fogwalker looms up out of the
mrsl

FOCWALKER sKtLL 7 STAMiNA 8

car age is going (turn to r63)

door with the red cross (tum to 4t), the door with the
rose shaped handle (turn to r58), or the door beneath
the wooden sign (tum io 286).

t98
Taking the utmost care, you skip nimbly up the stairs
and follow the landing round to Entador's front door.
Without knockurg, yor.: open the door and step inside;
turn lo 87.

as a Brician noble before entering the tavern Inside
you may buy yourself a heart-warning measure of
Koszak; if you do, cross z Coid Pie;es off your



Adoentwe Sheel and resLore 4 sraMtN^ points. From
the bar. you can see that most of the tables are already
taken. A game oi some sort seems to be going on at
one of them; maybe there's money to be won there
Or perhaps you should try lalking lo Eviron, the surly
landlady; if the Cabal does meel here, she musL know
about il Then again, Lhere could be someonc among
this scurrry lot who would like to talk to you; they
certainly won't approach you unless yodre on your
ovr.n. So will you:

Talk with the landlady?
Sland alone at the bar?
Go and join jn the game?

Turn to 387
Turn to 36r
Tum to 70

4o1)
Without thinkrng, you throw the Hexalpha up into thc
air. The silver star shoots forward then flies round in a
wide circle, encompassing the entire courtyard, before
retuming to your hand. As the orbit is made, your
invisibie foe matedalizes before you. Ii is an Ecto-
plasmic Lurker, whose dealh will release NoLura, the
same mystic energy useii fo power the Hexalpha.
Each time you wrn a round of combat, add the same
nurnber of pornts to your srAMrNA thaf your fo€

ECTOPLASM]C
LURKER sKnL 10 STAMINA 8

If you win" there is nothing for you to do olher
than to go back out and try the left-hand gate. Tum
to rr4.
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