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XTRAORDINARY,
XCITING XANTH!

Young Alister’s personal spell is the ability to Find
anything—except a magic power for his Mundania
Dad. Good Magician Humfrey has the Answer to
that—if Alister will first bring him the missing five-
volume Encyclopedia of Xanth . . .

~Alister can leave no page unturned and no turn
unpaged, as he and his faithful rock hound Marbles
face shrieking harpies, stoned basilisks, biting dog-
woods, nasty nickelpedes, Nameless Dreads, an over-
sized id, the Riddle Maze, the Flee Market, and the
Big Top in their hunt to locate the lost library of
legendary lore! Because retrieving one book isn’t
enough—Alister must find them all—

But the Encyclopedia is scattered all over the face
of Xanth!

CROSSROADS® ADVENTURES are authorized in-
teractive novels compatible for use with any role-
playing game. Constructed by the masters of modern
gaming, CROSSROADS®™ feature complete rules; full
use of gaming values—strength, intelligence, wisdom/
luck, constitution, dexterity, charisma, and hit points;
and multiple pathways for each option; for the most
complete experience in gaming books, as fully
realised, motivated heroes quest through the most
famous worlds of fantasy!

With an All-new Introduction by Piers
Anthony.

ENTER THE ADVENTURE
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INTRODUCTION
by Piers Anthony

THe LAND OF Xanth is a magic realm with some
mundane roots. Some of you may have read my novels
of Xanth, and be familiar with its conventions and
geography; others may be approaching this from the
perspective of gamesmanship and not know the local
situation. I'm not sure I can please both groups here, so
maybe I’ll see if I can alienate both groups instead by
providing a lot of background detail that isn’t immedi-
ately relevant to either the novels or this game.

You see, my life is hopelessly mundane. As I write
this, I'm recovering from a mild bout of the flu, or some
fellow-traveler ailment, and am beginning to feel as if
I’'m coming down with a cold. Outside it is spring in
Florida, which means that the various and anonymous
pollens to which I’'m allergic are vying with each other
to see which one gets next crack at my sore nose and
itching eyes. New plants are growing, and naturally I
discovered the hard way that some have a disposition
like that of a Portuguese Man-of-war, which is a
jellyfish that is no jellyfish when it comes to asserting
itself. My hand stung for four hours after I inadvertent-
ly touched one of those plants. Caterpillars are out in
force, consuming the tender little leaves of our cluster
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2 ENCYCLOPEDIA OF XANTH

of live oak trees; their droppings fall with a constant
potter, er, patter like that of light rain, day and night.
As I walk under those trees to reach my study, some-
times I feel that patter on my head. As I climb the stile
to enter the pasture, my hand lands on caterpillars who
mistook the stile for something edible. Caterpillars
hang suspended by invisible threads in the dark re-
cesses of the path at face level; this, too, I have
discovered in my simplistic fashion, face-first. Most
look villainous, resembling little trailer-trucks, their
cabs glowing red with CB antennae extending up and
out to either side, their bodies humped and bristly,
their tails projecting like those of scorpions, the colors
of their chassies ranging from poisonous yellow to
deadly green or ominous gray, with speed lines along
the sides. I haven’t counted the legs, but these things
are eighteen-wheelers, at least. Wouldn’t you know it:
the one that stung me was dull brown/black without
distinguishing marks. The wound hurt for two days,
and the welt is fading slowly after a week. The more
colorful caterpillars are harmless.

Thus my mundane life of the moment. No one would
envy it. / don’t! But a small translation can do wonders.
Suppose we exaggerate the problems slightly, and at-
tribute them to magic. Thus instead of stinging or
hanging caterpillars we have something called wiggles,
who zzapp through anything in their paths, leaving
wiggle-diameter holes. Instead of sneezy or stinging
plants we have vegetation that simply grabs and eats. In
fact, instead of helpless live oaks we have the dread
tangle trees. One of the things I’ve always liked about
animated cartoons is that when some character goes
fishing, the fish are apt to fight back, perhaps climbing
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the fishline and swallowing the fisherman. So I made a
land where the innocent creatures may fight back,
whether they are humble centipedes, who in Xanth are
nickelpedes, five times as fierce, who can gouge out
nickel-sized disks of flesh, or solitary cacti, who in
Xanth may fire their needles at molesters. Many of
these things derive from the mundane origins I see
around me, while many others, such as the shoe trees
that grow all manner of shoes, derive from puns. The
puns, too, are mundane, so as I said, it is all pretty
mundane when you understand it.

Now here we have a game based on Xanth. You can if
you wish think of it as a mundane thing, with the pages
of a book, and dice to throw, and simple choices to
make along the way. But I think you might enjoy it
more if you exercise the same kind of imagination I do,
and look for the magic in it. Put yourself into Xanth
itself, where just about anything can happen, and know
that if you are careless enough to take that nice little
path that leads under the drooping shade-tree, you are
apt to get grabbed by the tentacles and drawn into the
great wooden maw of the dread tangler. Try telling that
hungry tree: “But it’s only a game!” It’s only a game in
Mundania. For those with imagination, which of
course means you, it’s adventure.

Xanth has a suspicious resemblance, geographically,
to the mundane state of Florida. In fact, their outlines
match almost exactly. Perhaps this is not coincidence;
it could be that some magic seeped through and caused
Florida to conform itself to the exact shape of Xanth.
There is a great fault that crosses its center called the
Gap Chasm that somewhat resembles the Grand Can-
yon; the dread Gap Dragon forages within it, catching
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anyone foolish enough to enter. For eight centuries a
powerful forget spell was on the Gap, so that nobody
could remember it existed. The spell is now wearing off
in Xanth, but remains effective in Mundania, so the
Gap still doesn’t appear in mundane maps, and indeed
many mundanes will swear it doesn’t exist. They also
deny that the great fresh-water Lake Ogre-chobee in the
south was the original home of the ogres, or that the
present Ogre-Fen-Ogre-Fen in the north is where the
ogres now live. There’s really no point in arguing with
people who don’t believe in magic! Xanth has a history
that goes back many hundreds of years, beginning
when the Demon X(A/N)" settled in a cavern beneath
it, and some of his magic leaked into the environment.
Gradually the magic spread throughout Xanth, and
magic creatures evolved. Some were crossbreeds, like
the centaurs (it’s not nice to discuss what occurred
between people and horses in the early days) and
harpies, while some were more classical, such as the
rocs or dragons. There were a number of so-called
Waves, which were invasions from Mundania that
wreaked great havoc, but helped populate the land with
human beings and their relatives, such as elves, ogres,
and nymphs. Not only can just about anything happen
in Xanth, it already has. So you should be prepared for
anything as you step into this land of magic.

Every human person in Xanth has a magic talent.
Some talents are minor, such as the ability to make a
colored spot on the wall, while others are major, such
as being able to point the direction of anything. Those
who have the best talents, such as the power to trans-
form people into trees or other creatures, are consid-
ered Magicians, and only a Magician can be King of
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Xanth. This kingdom is sexist in the good old fashion,
so there can be no ruling Queen. But it is possible to get
around that by a technicality: a woman can simply
become King and, indeed, that has happened on occa-
sion. At one time, any person who could not show a
magic talent by age twenty-five was exiled from Xanth.
Even after this custom stopped, a person without a
talent was sometimes regarded as a second-class citi-
zen. What would you do if someone you loved didn’t
have a talent? Well, you’d set out to find a talent for him
or her.

Someone will explain the rules of the game, if you
don’t already know them. I wish you luck, because if
you really want to survive this quest, you can’t have
enough of it.



INTRODUCTION AND RULES
TO CROSSROADS™
ADVENTURES
by Bill Fawcett

FORrR THE MANY of us who have enjoyed the stories upon
which this adventure is based, it may seem a bit strange
to find an introduction this long at the start of a book.
What you are holding is both a game and an adventure.
Have you ever read a book and then told yourself you
would have been able to think more clearly or seen a
way out of the hero’s dilemma? In a Crossroads™
adventure you have the opportunity to do just that. You
make the key decisions. By means of a few easily
followed steps you are able to see the results of your
choices.

A Crossroads™ adventure is as much fun to read as it
is to play. It is more than just a game or a book. It is a
chance to enjoy once more a familiar and treasured
story. The excitement of adventuring in a beloved
universe is neatly blended into a story which stands
well on its own merit, a story in which you will
encounter many familiar characters and places and
discover more than a few new ones as well. Each
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adventure is a thrilling tale, with the extra suspense and
satisfaction of knowing that you will succeed or fail by
your own endeavors.

THE ADVENTURE

Throughout the story you will have the opportunity
to make decisions. Each of these decisions will affect
whether the hero succeeds in the quest, or even sur-
vives. In some cases you will actually be fighting
battles; other times you will use your knowledge and
instincts to choose the best path to follow. In many
cases there will be clues in the story or illustrations.

A Crossroads™ adventure is divided into sections.
The length of a section may be a few lines or many
pages. The section numbers are shown at the top of a
page to make it easier for you to follow. Each section
ends when you must make a decision, or fight. The next
section you turn to will show the results of your
decision. At least one six-sided die and a pencil are
needed to “play” this book.

The words “‘six-sided dice” are often abbreviated as
“D6.” If more than one is needed, a number will
precede the term. “Roll three six-sided dice” will be
written as “Roll 3 D6.” Virtually all the die rolls in
these rules do involve rolling three six-sided dice (or
rolling one six-sided die three times) and totaling what
is rolled.

If you are an experienced role-play gamer, you may
also wish to convert the values given in this novel to
those you can use with any fantasy role-playing game
you are now playing with. All of the adventures have



8 ENCYCLOPEDIA OF XANTH

been constructed so that they also can be easily adapted
in this manner. The values for the hero will transfer
directly. While fantasy games are much more compli-
cated, doing this will allow you to be the Game Master
for other players. Important values for the hero’s
opponents will be given to aid you in this conversion
and to give those playing by the Crossroads™ rules a
better idea of what they are facing.

THE HERO

Seven values are used to describe the hero in gaming
terms. These are strength, intelligence, wisdom/luck,
constitution, dexterity, charisma, and hit points. These
values measure all of a character’s abilities. At the end
of these rules is a record sheet. On it are given all of the
values for the hero of this adventure and any equip-
ment or supplies they begin the adventure with. While
you adventure, this record can be used to keep track of
damage received and any new equipment or magical
items acquired. You may find it advisable to make a
photocopy of that page. Permission to do so, for your
own use only, is given by the publisher of this game/
novel. You may wish to consult this record sheet as we
discuss what each of the values represents.

STRENGTH

This is the measure of how physically powerful your
hero is. It compares the hero to others in how much the
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character can lift, how hard he can punch, and just how
brawny he is. The strongest a normal human can be is
to have a strength value of 18. The weakest a child
would have is a 3. Here is a table giving comparable
strengths:

Strength Example

3 A 5-year-old child
6 An elderly man
8 Out of shape and over 40
10 An average 20-year-old man
13 In good shape and works out
15 A top athlete or football running back
17 Changes auto tires without a jack
18 Arm wrestles Arnold Schwarzenegger
and wins

A Tolkien-style troll, being magical, might have a
strength of 19 or 20. A full-grown elephant has a
strength of 23. A fifty-foot dragon would have a
strength of 30.

INTELLIGENCE

Being intelligent is not just a measure of native brain
power. It is also an indication of the ability to use that
intelligence. The value for intelligence also measures
how aware the character is, and so how likely he is
to notice a subtle clue. Intelligence can be used to
measure how resistant a mind is to hypnosis or mental
attack. A really sharp baboon would have an intelli-
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gence of 3. Most humans (we all know exceptions)
begin at about 5. The highest value possible is an 18.
Here is a table of relative intelligence:

Intelligence Example

3 My dog

5 Lassie

6 Curly (the third Stooge)

8 Somewhat slow
10 Average person
13 College professor/good quarterback
15 Indiana Jones/Carl Sagan
17 Doc Savage/Mr. Spock
18 Leonardo da Vinci (Isaac Asimov?)

Brainiac of comic-book fame would have a value of 21.

WISDOM/LUCK

Wisdom is the ability to make correct judgments,
often with less than complete facts. Wisdom is knowing
what to do and when to do it. Attacking, when running
will earn you a spear in the back, is the best part of
wisdom. Being in the right place at the right time can
be called luck or wisdom. Not being discovered when
hiding can be luck; if it is because you knew enough to
not hide in the poison oak, wisdom is also a factor.
Activities which are based more on instinct, the intui-
tive leap, than analysis are decided by wisdom.

In many ways both wisdom and luck are further
connected, especially as wisdom also measures how
friendly the ruling powers of the universe (not the
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author, the fates) are to the hero. A hero may be
favored by fate or luck because he is reverent or for no
discernible reason at all. This will give him a high
wisdom value. Everyone knows those “lucky” individ-
uals who can fall in the mud and find a gold coin. Here
is a table measuring relative wisdom/luck:

Wisdom Example
Under 3 Cursed or totally unthinking

5 Never plans, just reacts

7 Some cunning, “street smarts”

9 Average thinking person
11 Skillful planner, good gambler
13 Successful businessman/Lee lacocca
15 Captain Kirk (wisdom)/Conan (luck)
17 Sherlock Holmes (wisdom)/Luke

Skywalker (luck)

18 Lazarus Long
CONSTITUTION

The more you can endure, the higher your constitu-
tion. If you have a high constitution you are better able
to survive physical damage, emotional stress, and poi-
sons. The higher your value for constitution, the longer
you are able to continue functioning in a difficult
situation. A character with a high constitution can run
farther (though not necessarily faster) or hang by one
hand longer than the average person. A high constitu-
tion means you also have more stamina, and recover
more quickly from injuries. A comparison of values for
constitution:
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Constitution Example

3 A terminal invalid

6 A 10-year-old child

8 Your stereotyped “98-pound

weakling”

10 Average person
14 Olympic athlete/Sam Spade
16 Marathon runner/Rocky
18 Rasputin/Batman

A whale would have a constitution of 20. Superman’s
must be about 50.

DEXTERITY

The value for dexterity measures not only how fast a
character can move, but how well-coordinated those
movements are. A surgeon, a pianist, and a juggler all
need a high value for dexterity. If you have a high value
for dexterity you can react quickly (though not neces-
sarily correctly), duck well, and perform sleight-of-
hand magic (if you are bright enough to learn how).
Conversely, a low dexterity means you react slowly and
drop things frequently. All other things being equal, the
character with the -highest dexterity will have the ad-
vantage of the first attack in a combat. Here are some
comparative examples of dexterity:

Dexterity Example
3orless Complete klutz
5 Inspector Clousseau
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6 Can walk and chew gum, most of the
time

8 Barney Fife

10 Average person

13 Good fencer/Walter Payton

15 Brain surgeon/Houdini

16 Flying Karamazov Brothers

17 Movie ninja/Cyrano de Bergerac

18 Bruce Lee

Batman, Robin, Daredevil, and The Shadow all have a
dexterity of 19. At a dexterity of 20 you don’t even see
the man move before he has taken your wallet and
underwear and has left the room (the Waco Kid).

CHARISMA

Charisma is more than just good looks, though they
certainly don’t hurt. It is a measure of how persuasive a
hero is and how willing others are to do what he wants.
You can have average looks yet be very persuasive, and
have a high charisma. If your value for charisma is
high, you are better able to talk yourself out of trouble
or obtain information from a stranger. If your charisma
is low, you may be ignored or even mocked, even when
you are right. A high charisma value is vital to enter-
tainers of any sort, and leaders. A different type of
charisma is just as important to spies. In the final
measure a high value for charisma means people will
react to you in the way you desire. Here are some
comparative values for charisma:
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Charisma Example

3 Hunchback of Notre Dame

5 An ugly used-car salesman

7 Richard Nixon today

10 Average person

12 Team coach

14 Magnum, P.L

16 Henry Kissinger/Jim DiGriz =
18 Dr. Who/Prof. Harold Hill (Centauri)
HIT POINTS

Hit points represent the total amount of damage a
hero can take before he is killed or knocked out. You
can receive damage from being wounded in a battle,
through starvation, or even through a mental attack.
Hit points measure more than just how many times the
hero can be battered over the head before he is knocked
out. They also represent the ability to keep striving
toward a goal. A poorly paid mercenary may have only
a few hit points, even though he is a hulking brute of a
man, because the first time he receives even a slight
wound he will withdraw from the fight. A blacksmith’s
apprentice who won’t accept defeat will have a higher
number of hit points.

A character’s hit points can be lost through a wound
to a specific part of the body or through general damage
to the body itself. This general damage can be caused
by a poison, a bad fall, or even exhaustion and starva-
tion. Pushing your body too far beyond its limits may
result in a successful action at the price of the loss of a
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few hit points. All these losses are treated in the same
manner.

Hit points lost are subtracted from the total on the
hero’s record sheet. When a hero has lost all of his hit
points, then that character has failed. When this hap-
pens you will be told to which section to turn. Here you
will often find a description of the failure and its
consequences for the hero.

The hit points for the opponents the hero meets in
combat are given in the adventure. You should keep
track of these hit points on a piece of scrap paper.
When a monster -or opponent has lost all of their hit
points, they have lost the fight. If a character is fighting
more than one opponent, then you should keep track of
each of their hit points. Each will continue to fight until
it has 0 hit points. When everyone on one side of the
battle has no hit points left, the combat is over.

Even the best played character can lose all of his hit
points when you roll too many bad dice during a
combat. If the hero loses all of his hit points, the
adventure may have ended in failure. You will be told
so in the next section you are instructed to turn to. In
this case you can turn back to the first section and begin
again. This time you will have the advantage of having
learned some of the hazards the hero will face.

 TAKING CHANCES

There will be occasions where you will have to decide
whether the hero should attempt to perform some
action which involves risk. This might be to climb a
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steep cliff, jump a pit, or juggle three daggers. There
will be other cases where it might benefit the hero to
notice something subtle or remember an ancient ballad
perfectly. In all of these cases you will be asked to roll
three six-sided dice (3 D6) and compare the total of all
three dice to the hero’s value for the appropriate
ability.

For example, if the hero is attempting to juggle three
balls, then for him to do so successfully you would have
to roll a total equal to or less than the hero’s value for
dexterity. If your total was less than this dexterity
value, then you would be directed to a section describ-
ing how the balls looked as they were skillfully juggled.
If you rolled a higher value than that for dexterity, then
you would be told to read a section which describes the
embarrassment of dropping the balls, and being
laughed at by the audience.

Where the decision is a judgment call, such as
whether to take the left or right staircase, it is left
entirely to you. Somewhere in the adventure or in the
original novels there will be some piece of information
which would indicate that the left staircase leads to a
trap and the right to your goal. No die roll will be
needed for a judgment decision.

In all cases you will be guided at the end of each
section as to exactly what you need do. If you have any
questions you should refer to these rules.

MAGICAL ITEMS AND SPECIAL
EQUIPMENT

There are many unusual items which appear in the
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pages of this adventure. When it is possible for them to
be taken by the hero, you will be given the option of
doing so. One or more of these items may be necessary
to the successful completion of the adventure. You will
be given the option of taking these at the end of a
section. If you choose to pick up an item and succeed in
getting it, you should list that item on the hero’s record
sheet. There is no guarantee that deciding to take an
item means you will actually obtain it. If someone
owns it already they are quite likely to resent your
efforts to take it. In some cases things may not even be
all they appear to be or the item may be trapped or
cursed. Having it may prove a detriment rather than a
benefit.

All magical items give the hero a bonus (or penalty)
on certain die rolls. You will be told when this applies,
and often given the option of whether or not to use the
item. You will be instructed at the end of the section on
how many points to add to or subtract from your die
roll. If you choose to use an item which can function
only once, such as a magic potion or hand grenade,
then you will also be instructed to remove the item
from your record sheet. Certain items, such as a magic
sword, can be used many times. In this case you will be
told when you obtain the item when you can apply the
bonus. The bonus for a magic sword could be added
every time a character is in hand-to-hand combat.

Other special items may allow a character to fly, walk
through fire, summon magical warriors, or many other
things. How and when they affect play will again be told
to you in the paragraphs at the end of the sections
where you have the choice of using them.

Those things which restore lost hit points are a
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special case. You may choose to use these at any time
during the adventure. If you have a magical healing
potion which returns 1 D6 of lost hit points, you may
add these points when you think it is best to. This can
even be during a combat in the place of a round of
attack. No matter how many healing items you use, a
character can never have more hit points than he begins
the adventure with.

There is a limit to the number of special items any
character may carry. In any Crossroads™ adventure the
limit is four items. If you already have four special
items listed on your record sheet, then one of these
must be discarded in order to take the new item. Any
time you erase an item off the record sheet, whether
because it was used or because you wish to add a new
item, whatever is erased is permanently lost. It can
never be “found” again, even if you return to the same
location later in the adventure.

Except for items which restore hit points, the hero
can only use an item in combat or when given the
option to do so. The opportunity will be listed in the
instructions.

In the case of an item which can be used in every
combat, the bonus can be added or subtracted as the
description of the item indicates. A +2 sword would
add two points to any total rolled in combat. This
bonus would be used each and every time the hero
attacks. Only one attack bonus can be used at a time.
Just because a hero has both a +1 and a +2 sword
doesn’t mean he knows how to fight with both at once.
Only the better bonus would apply.

If a total of 12 is needed to hit an attacking monster
and the hero has a +2 sword, then you will only need to
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roll a total of 10 on the three dice to successfully strike
the creature.

You could also find an item, perhaps enchanted
armor, which could be worn in all combat and would
have the effect of subtracting its bonus from the total of
any opponent’s attack on its wearer. (Bad guys can
wear magic armor, too.) If a monster normally would
need a 13 to hit a character who has obtained a set of
+2 armor, then the monster would now need a total of
15 to score a hit. An enchanted shield would operate in
the same way, but could never be used when the
character was using a weapon which needed both
hands, such as a pike, longbow, or two-handed sword.

COMBAT

There will be many situations in which the hero will
be forced, or you may choose, to meet an opponent in
combat. The opponents can vary from a wild beast, toa
human thief, or an unearthly monster. In all cases the
same steps are followed.

The hero will attack first in most combats unless you
are told otherwise. This may happen when there is an
ambush, other special situations, or because the oppo-
nent simply has a much higher dexterity.

At the beginning of a combat section you will be
given the name or type of opponent involved. For each
combat five values are given. The first of these is the
total on three six-sided dice needed for the attacker to
hit the hero. Next to this value is the value the hero
needs to hit these opponents. After these two values is
listed the hit points. of the opponent. If there is more



20 ENCYCLOPEDIA OF XANTH

than one opponent, each one will have the same
number. (See the Hit Points section included earlier if
you are unclear as to what these do.) Under the value
needed to be hit by the opponent is the hit points of
damage that it will do to the hero when it attacks
successfully. Finally, under the total needed for the
hero to successfully hit an opponent is the damage he
will do with the different weapons he might have.
Unlike a check for completing a daring action (where
you wish to roll under a value), in a combat you have to
roll the value given or higher on three six-sided dice to
successfully hit an opponent.

For example:

Here is how a combat between the hero armed with a
sword and three brigands armed only with daggers is
written:

BRIGANDS

T0 hit the hero: 14 To be hit: 12  Hit points: 4
Damage with Damage with

daggers: 1 D6 sword: 2 D6

(used by the brigands) (used by the hero)
There are three brigands. If two are killed (taken to 0 hit
points) the third will flee in panic.

If the hero wins, turn to section 85.
If he is defeated, turn to section 67.

RUNNING AWAY

Running rather than fighting, while often desirable,
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is not always possible. The option to run away is
available only when listed in the choices. Even when
this option is given, there is no guarantee the hero can
get away safely.

THE COMBAT SEQUENCE

Any combat is divided into alternating rounds. In
most cases the hero will attack first. Next, surviving
opponents will have the chance to fight back. When
both have attacked, one round will have been com-
pleted. A combat can have any number of rounds and
continues until the hero or his opponents are defeated.
Each round is the equivalent of six seconds. During this
time all the parties in the combat may actually take
more than one swing at each other.

The steps in resolving a combat in which the hero
attacks first are as follows:

1. Roll three six-sided dice. Total the numbers show-
ing on all three and add any bonuses from weapons
or special circumstances. If this total is the same or
greater than the second value given, “to hit the
opponent,” then the hero has successfully attacked.

2. If the hero attacks successfully, the next step is to
determine how many hit points of damage he did
to the opponent. The die roll for this will be given
below the “to hit opponent” information.

3. Subtract any hit points of damage done from the
opponent’s total.
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4. If any of the enemy have one or more hit points
left, then the remaining opponent or opponents
now can attack. Roll three six-sided dice for each
attacker. Add up each of these sets of three dice. If
the total is the same as, or greater than the value
listed after “to hit the hero” in the section describ-
ing the combat, the attack was successful.

5. For each hit, roll the number of dice listed for
damage. Subtract the total from the number of hit
points the hero has at that time. Enter the new,
lower total on the hero’s record sheet.

If both the hero and one or more opponents have hit
points left, the combat continues. Start again at step
one. The battle ends only when the hero is killed, all the
opponents are killed, or all of one side has run away. A
hero cannot, except through a healing potion or spells
or when specifically told to during the adventure,
regain lost hit points. A number of small wounds from
several opponents will kill a character as thoroughly as
one titanic, unsuccessful combat with a hill giant.

DAMAGE

The combat continues, following the sequence given
below, until either the hero or his opponents have no
hit points. In the case of multiple opponents, subtract
hit points from one opponent until the total reaches 0
or less. Extra hit points of damage done on the round
when each opponent is defeated are lost. They do not
carry over to the next enemy in the group. To win
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the combat, you must eliminate all of an opponent’s hit
points.

The damage done by a weapon will vary depending
on who is using it. A club in the hands of a child will do
far less damage than the same club wielded by a hill
giant. The maximum damage is given as a number of
six-sided dice. In some cases the maximum will be less
than a whole die. This is abbreviated by a minus sign
followed by a number. For example, D6—2, meaning
one roll of a six-sided die, minus two. The total damage
can never be less than zero, meaning no damage done.
2 D6—1 means that you should roll two six-sided dice
and then subtract one from the total of them both.

A combat may, because of the opponent involved,
have one or more special circumstances. It may be that
the enemy will surrender or flee when its hit point total
falls below a certain level, or even that reinforcements
will arrive to help the bad guys after so many rounds.
You will be told of these special situations in the lines
directly under the combat values.

Now you may turn to section 1.



RECORD SHEET

ALISTER

Strength: 14 Hit points: 21
Intelligence: 12 Age: 14
Wisdom/Luck: 13 Magical Items:
Constitution: 16 =
Dexterity: 11 2
Charisma: 14 <5

4.
Weapons carried: Other items carried:
1. Walking Staff 1. Knapsack
2. Dagger 2%
3. 3
4. 4.

5;

6.

Special: Alister is a citizen of Xanth. His special talent
is finding. When he concentrates, he can find almost
anything he sets his mind to. He doesn’t need to have
seen his objective before.
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Section 1

* ] #

“Marbles, we found it!”

Alister pushes through the heavy foliage of a blanket
tree and lets the branches swing unnoticed against his
back. Good Magician Humfrey's Castle at last! It has
taken him a few days to find it, since every road he has
tried has taken him in the wrong direction. His friends
back in the Gap Village said he would never be able to
reach it because the way there is horribly dangerous.
Not so dangerous, really, if you stay on the enchanted
paths which are spelled to repel monsters and harmful
magic. And, besides, Alister can’t help finding the
castle—or anything else—not if he really puts his mind
to it. His talent is finding, and nowhere and at no time
in the long history of Xanth has there ever been a finder
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Section 103, 104

shaggy mane and yawns, exposing a broad pink tongue
and healthy white teeth. “Give me that,” Alister de-
mands.

Turn to section 103.

* 103 *

The lion-tamer looks up at him pityingly and shakes his
head. :

“Please give me that book?”” Alister repeats, forcing
himself to calm down and be more polite. He extends
his hands palm up, very slowly and tentatively. The
lion-tamer roars, and Alister snatches them back.
“Okay,” Alister says. “If you won’t, I know what I have
to do.”

If Alister wants to fight the lion-tamer, turn to section
82. :

If Alister wants to lure the lion-tamer away, turn to
section 85.

+* 104 =

Alister pulls out Good Magician Humfrey’s map and
unrolls it. “I have this. It’s a map of Xanth. I can get
along without it.”

The barker sniffs it. ““Is it any good?”
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“I haven’t found any inaccuracies myself. There’s a
lot of blank spaces, but it’s right so far as it goes.”

“No, son, what value is there in a map of Xanth?”

“Well, I hear the Mundanes use pictures of people for
money. This is the picture of a whole country. It should
be a thousand times as good.”

“Okay.” The cerberus accepts Alister’s logic and a
pair of blue paper squares appear in the youth’s hand.
“These are your tickets. Don’t lose ’em. No refunds.
Have a good time. Go away, boy, you bother me.”

It stands aside to let them pass. They walk through
the hedge, and the light from the star flowers is cut off.
The humming noise is now the dominant sound in the
air. They pass through a short stretch of darkness, and
into a brilliantly lit riot of color and movement. Alister
twists his neck to see everything around him.

“Tickets, please, tickets,” calls a huge round insect to
their right. “You, sir, where’s your ticket?”

Alister presents the blue squares to the insect, who
closer inspection proves to be a tick. It ticks off their
tickets and returns them, after punching a little hole in
the middle of each with its mandibles.

“Thank you, sir. Step right in.”

Alister accepts his tickets back and walks forward in
a breathless state of amazement. “Marbles, it’s wonder-
ful!”

Turn to section 88.
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* 109 *

“Congratulations, my boy!” the ringmaster says in
ringing tones. “What a performance. If you should ever
want a job here, just give them my name.” He turns to
the audience. “Wasn’t that amazing! 1 give you—the
Great Alister!” ‘An elbow takes Alister in the ribs.
“Take a bow, boy,” he whispers sharply. Obediently he
bends in the middle and hugs the precious book even
closer to him. The bleachers shake with the vibration of
excited acclaim. Outside the spotlight, Marbles barks
his approval, too. Newshounds and newshens scurry
around, writing down their impressions of the event.
Shutterbugs take Alister’s picture with blinding flashes
of light.

Another metal man who looks exactly like the ring-
master steps forward and ushers Alister out of the
spotlight. “Come on, son. Let’s get you some provi-
sions and see you on your way.”

“Thanks!” He retrieves his luggage from Marbles
and stows the book safely away in the carry sack. The
two of them collect provisions which Alister arranges
in the knapsack. He is particularly happy to see two
thick beefsteak tomato sandwiches dripping with juice.
: The metal man escorts him to the main entrance.
- ““This is the way out. That was quite a neat show you
gave. You might make your name in show business, you
know.”

“I’d rather not, thanks,” Alister says. “By the way,
there’s a very close resemblance between you and the
ringmaster—"’
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“That’s right,” the ringman says. “He and I own the
Big Top. We’re brothers. He’s Barnum. My name’s
Bailey.”

“Nice to meet you.”

“Nice to meet you. Come back anytime, free admis-
sion. Safe traveling!”

Alister waves until they lose sight of the entrance
through the trees. He skips through the winter garden,
feeling like springtime. The book jounces in his bag
against the others, and he is happy. He is really
accomplishing something worthwhile. He strides light-
heartedly all the way back to the crossroads.

If Alister has tried all three paths, turn to section 46.

If not, turn to 50.

+ 106 *

Humfrey opens the bag. “Well, well, well. Bottomless
pith.” He grabs the corners and upends it on his desk.
The Encyclopedia falls out, followed by the remains of
Alister’s lunch, and a shower of assorted small items he
doesn’t recognize. Probably they belong to the previous
owners. Whatever they are.

“I got it from a bookseller named Glim,” Alister
says. “In the Flee Market. Volumes two and four came
from his stall there.”

Humfrey counts the books. “Five. All here. Good.
Are you ready for your Answer, young man?”’

“Actually, I don’t need your Answer anymore. I
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Section 106

figured it out for myself. It doesn’t matter if it’s
possible to find a magical talent for my father. He
doesn’t need one. I'm the only one who ever thought he
did. I had a lot of time to think while I was looking for
the Encyclopedia, and I used it.”

“So you don’t need the services of the gloomy little
gnome, eh?” Alister feels his cheeks go bright red.
Humfrey opens a book to a page upon which print is
appearing even as he speaks. The newest line says:
Alister feels his cheeks go bright red. “Yes, 1 kept an
occasional eye on you, to make sure you were on the
job. But you have performed the service I required of
you, to find this.” He taps the Encyclopedia. “Since you
answered your first Question on your own, I will
answer another Question for you. What’ll it be?”

“Do I have to ask it right now?”” Alister asks, taken
off guard.

“Is that your Question?” Humfrey counters nastily.
“It may interest you to know that the concept of honor
didn’t originate with you. It’s a matter of pride with
me. I don’t have to do it, since the letter of our
agreement was that I would provide the Answer to your
first Question. It doesn’t matter that you found an
Answer that satisfied you yourself. I charge heavily for
my labors, since I could have fools like you at my door
day and night. But if you have one, spit it out. I don’t
have all day.”

“Well, then,” Alister begins, thinking deeply. “Is the
Answer I came up with the same as the Answer you
would have given me?”

“Is it that important to you?”

“I’'m finding out that there is a lot I don’t know. One
of the things I intend to do more of is ask the advice of
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people who have got more wisdom than I have. Check
my answers, sort of.”

Humfrey peers at him over the tops of his spectacles
and rubs his lip with a forefinger. “Good, good. Very
well. My Answer to your Question is that you should
learn to trust your own wisdom when you find any.”

“That’s my Answer? Not “Yes,” or ‘No’?”

“I should have said, IF you find any! Yes, that’s the
right Answer to your Question. “Yes’ or ‘No’ wouldn’t
have sufficed. I give good value for service. And now,
since I have what I want, and you have what you came
for, our business is at an end.” He thrusts the now
empty carry sack at the boy and opens the first volume
of the Encyclopedia.

“Then I can go home?”’ Alister is suddenly eager to
see his father and tell him about his adventures. And
his discovery.

“The sooner the better.” Humfrey points a hand
toward the door. “Get out. Oh, and Alister, the next
time you want to come and ask me a Question . . .”

“Yes?” Alister stops with his hand on the knob and
turns back to face the Good Magician.

“Don’t!”

= « 107 =

As all grows dark around him, Alister gasps Humfrey’s
magic word.

Turn to section 29.
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+* 108 =

Alister applies the grass to his side and waits. Marbles’
ears are perked to the sharpest points they will make.

“It’s working!” he says in wonder. Marbles runs in
circles chasing his tail and barking happily. Soon,
Alister is able to stand. With a deep breath, he takes the
now soggy weeds away from his stomach. The skin is
re-forming, and he knows his internal workings are
back to normal. “You’re wonderful, Marbles. If I ever
catch a scream bird, both eyes are for you.” He looks
over at the dead bird, but the carnivorous grass has
eaten the eyes already. Everyone seems to like eye
scream. Alister and Marbles continue on.

Turn to section 58.
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