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Starting characters 
You can create your own character, or pick one from the following - except for the last two on 
the back cover. Transfer the details of the character you have chosen to the Adventure Sheet. 

LIANA THE SWIFT 
Rank: 2nd 
Profession: Wayfarer 
Stamina: 13 

Defence: 8 
Money: 16 Shards 

CHARISMA: 2 
COMBAT: 5 
MAGIC: 2 
SANCTITY: 3 
SCOUTING: 6. 
THIEVERY: 4 

Possessions: spear, leather jerkin (Defence +1), map 

Liana prefers to make her home in mountain grottos and 
woodland groves rather than in the squalid streets of cities. She 
has the agility of a gazelle, the cunning of a fox and the ferocity 
of an eagle. Despite her wild streak, she has a knack of making 

friends, for people sense that she is honest and trustworthy. 

CHALOR THE EXILED ONE 
Rank: 2nd 
Profession: Mage 
Stamina: 13 
Defence: 5 
Money: 16 Shards 

CHARISMA: 2 
COMBAT: 2 
MAGIC: 6 

SANCTITY: 1 
SCOUTING: 5 

THIEVERY: 3 

Possessions: staff, leather jerkin (Defence +1), map 

Chalor is an outcast by choice, shunning his native land and 
the family who spurned him, driven by a burning desire for 
secret knowledge. His goal is to become one of the mightiest 
wizards of the world, and he is determined that nothing will 
stand in his way. 

ANDRIEL THE HAMMER 
Rank: 2nd 
Profession: Warrior 
Stamina: 13 

Defence: 9 
Money: 16 Shards 

CHARISMA: 3 
COMBAT: 6 
MAGIC: 2 
SANCT ITY: 4 

SCOUT ING: 3 
THIEVERY: 2 

Possessions: battle-axe, leather jerkin (Defence +1), map 

Andriel seeks fame through adventure and the glory of battle. 
He left his homeland when an extended outbreak of peace 
made his skills redundant there. He is blunt and outspoken, but 
scrupulously follows the warrior's code. If someone crosses 

him, he will use all the means at his disposal to get revenge. 

MARANA FIREHEART 
Rank: 2nd 
Profession: Rogue 
Stamina: 13 
Defence: 7 
Money: 16 Shards 

CHARISMA: 5 
COMBAT: 4 

MAGIC: 4 
SANCTITY: 1 
SCOUTING: 2 
THIEVERY: 6 

Possessions: sword, leather jerkin (Defence +1), map 

Marana is a fiercely independent woman who grew up in the 
backstreets of her home town. Forced to flee because she was 
too active in her chosen profession, she has come to new lands 
to seek her fortune. Devious, resourceful, personable and intel­
ligent, she can break in almost anywhere - and talk her way 
out afterwards! She is determined to get rich any way she can. 



CODEWORDS 

0 Bait 
0 Baluster 
0 Barnacle 
0 Bashful 
0 Bastion 
0 Beach 
0 Beltane 
0 Bilge 
0 Bisect 
0 Blemish 
0 Bobbin 
0 Bones 
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SHIP'S MANIFEST 

Ship type Name 
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0 Bookworm 
0 Bosky 
0 Bounty 
0 Boysen 
0 Bridoon 
0 Brisket 
0 Brush 
0 Bullion 
0 Bullseye 
0 Bumble 
0 Bunting 
0 Buzz 
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QUICK RULES 

To use an ability (COMBAT, THIEVERY, and so on), 
roll two dice and add your score in the ability. To 
succeed you must roll higher than the Difficulty of 
the task. 

Example: 

You want to calm down an angry innkeeper. This requires 

a CHARISMA roll at a Dijficulty of 10. Say you have a 
CHARISMA score of 6. This means that you would have to 
get 5 or more on two dice to succeed. 

Fighting involves a series of COMBAT rolls. The 
Difficulty of the roll is equal to the opponent's 
Defence score. (Your Defence is equal to· your Rank 
PLUS your armour bonus PLUS your COMBAT 

score.) The amount you beat the Difficulty by is the 
number of Stamina points that your opponent loses. 

That's pretty much all you need to know. If you have 
any detailed queries, consult the rules section on 
pages 5-7. 
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Adventuring in the 

Fabled Lands 
Fabled I.Ands is unlike any other gamebook series. The reason is 
that you can play the books in any order, coming back to 
earlier books whenever you wish. You need only one book to 
start, but by collecting other books in the series you can 
explore more of this rich fantasy world. Instead of just one 
single storyline, there are virtually unlimited adventures to be 
had in the Fabled I.Ands. All you need is two dice, an eraser and 
a pencil. 

If you have already adventured using other books in the 
series, you will know your entry point into this book. Tum to 
that section now. 

If this is your first Fabled I-Ands book, read the rest of the 
rules before starting at section 1. You will keep the same 
adventuring persona throughout the books - starting out as just 
a 2nd Rank wanderer in Cities of Gold and Glory, but gradually 
gaining in power, wealth and experience throughout the 

series. 

ABILITIES 
You have six abilities. Your initial score in each ability ranges 
:from 1 (low ability) to 6 (a high level of ability). The lowest 
possible score for an ability is 1 - you can never have a lower 

score than that. 

CHARISMA 
COMBAT 
MAGIC 
SANCTITY 
SCOUTING 
THIEVERY 

the knack of befriending people 
the skill of fighting 
the art of casting spells 
the gift of divine power and wisdpm 
the techniques of tracking and wilderness lore 
the talent for stealth and lockpicking 

PR OFESSIONS 
Not all adventurers are good at everything. Everyone has some 
strengths and some weaknesses. Your choice of profession 
determines your initial scores in the six abilities. 

Priest: CHARISMA 4, COMBAT 2, MAGIC 3, SANCTITY 6, 
SCOUTING 4, THIEVERY 2 

Mage: CHARISMA 2, COMBAT 2, MAGIC 6, SANCTITY 1, 
SCOUTING 5, THIEVERY 3 

Rogue: CHARISMA 5, COMBAT 4, MAGIC 4, SANCTITY 1, 
SCOUTING 2, THIEVERY 6 

Troubadour: CHARISMA 6, COMBAT 3, MAGIC 4, SANCTITY 3, 
SCOUTING 2, THIEVERY 4 

Warrior: CHARISMA 3, COMBAT 6, MAGIC 2, SANCTITY 4, 
SCOUTING 3, THIEVERY 2 

Wayfarer: CHARISMA 2, COMBAT 5, MAGIC 2, SANCTITY 3, 
SCOUTING 6, THIEVERY 4 

Fill in the Adventure Sheet with your choice of profession and 
the ability scores given for that profession. 

STAMINA 
Stamina is lost when you get hurt. Keep track of your Stamina 
score throughout your travels and adventures. You must guard 
against your Stamina score dropping to zero, because if it does 
you are dead. 

Lost Stamina can be recovered by various means, but your 
Stamina cannot go above its initial score until you advance in 
Rank. 

You start with 13 Stamina points. Record your Stamina in 
pencil on the Adventure Sheet. 

RANK 
You start at 2nd Rank, so note this on the Adventure Sheet 
now. By completing quests and overcoming enemies, you 
have the chance to go up in Rank. 

You will be told during the course of your adventures when 
you are entitled to advance in Rank. Characters of higher 
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Rank are tougher, luckier and generally better able to deal 

with trouble. 

Rank Title 
1st Outcast 

2nd Commoner 

3rd Guildmember 

4th Master/Mistress 
5th Gentleman/Lady 

6th Baron/Baroness 

7th 

8th 
9th 

10th 

POSSESSIONS 

Count/ Countess 

Earl/ Viscountess 

Marquis/ Marchioness 

Duke/Duchess 

You can carry up to 12 possessions on your person. All charac­
ters begin with 16 Shards in cash and the following possessions, 
which you can record on the Adventure Sheet: sword, 
leather jerkin (+1 Defence) , map. 

Possessions are always marked in bold text, like this: gold 
compass. Anything marked in this way is an item which can 

be picked up and added to your list of possessions. 
Remember that you are limited to carrying a total of 12 

items, so if you get more than this you'll have to cross some­

thing off your Adventure Sheet or find somewhere to store 

extra items. You can carry unlimited sums of money. 

DEFENCE 
Your Defence score is equal to: 

your COMBAT score 

plus your Rank 
plus the bonus for the armour you're wearing (if any). 

Every suit of armour you find will have a Defence bonus listed 

for it. The higher the bonus, the better the armour. You can 

carry several suits of armour if you wish - but because you can 
wear only one at a time, you only get the Defence bonus of 

the best armour you are carrying. 

Write your Defence score on the Adventure Sheet now. To 
start with it is just youI COMBAT score plus 3 (because you are 
2nd Rank and have +1 armour). Remember to update it if 
you get better armour or increase in Rank or COMBAT ability. 

FIGHTING 
When :fighting an enemy, roll two dice and add your COMBAT 
score. You need to roll higher than the enemy's Defence. The 
amount you roll above the enemy's Defence is the number of 
Stamina points he loses. 

If the enemy is now down to zero Stamina then he is 

defeated. Otherwise he will strike back at you, using the same 
procedure. If you survive, you then get a chance to attack 

again, and the battle goes on until one of you is victorious. 

Example: 
You are a 3rd Rank character with a COMBAT score of 4, and you 
have to fight a goblin (COMBAT 5, Defence 7, Stamina 6). The fight 
begins with your attack (you always get first blow unless told other­
wise). Suppose you roll 8 on two dice. Adding your COMBAT gives a 
total of 12. This is 5 more than the goblin's Defence, so it loses 5 
Stamina. 

The goblin still has 1 Stamina point left, so it gets to strike back. It 
rolls 6 on the dice which, added to its COMBAT of 5, gives a total 
attack score of 11. Suppose you have a chain mail tabard (+ 2 
Defence). Your Defence is therefore 9 (=4+3+2), so you lose 2 
Stamina and can then attack again. 

USING ABILITIES 
Fighting is often not the easiest or safest way to tackle a situa­

tion. When you get a chance to use one of your other abilities, 
you will be told the Difficulty of the task. You roll two dice 

and add your score in the ability, and to succeed in the task 
you must get higher than the Difficulty. 

Example: 
You are at the bottom of a cliff You can use THIEVERY to climb it, 
and the climb is Difficulty 9. Suppose your THIEVERY score is 4. 
This means you must roll at least a 6 on the dice to make the climb. 

CODEWORDS 
There is a list of codewords at the front of the book. 

Sometimes you will be told you have acquired a codeword. 
When this happens, put a tick in the box next to that code­
word. If you later lose the codeword, erase the tick. 

The codewords are arranged alphabetically for each book in 
the series. In this book, for example, all codewords begin with 
B. This makes it easy to check if you picked up a codeword 
from a book you played previously. For instance, you might be 
asked if you have picked up a codeword in a book you have 



already adventured in. The letter of that codeword will tell you 
which book to check (i.e. if it begins with C, it is from Book 
3: Over the Blood-Dark Sea). 

SOME QUESTIONS ANSWERED 
How long will my adventures last? 
As long as you like! There are many plot strands to follow in 
the Fabled Lands. Explore wherever you want. Gain wealth, 
power and prestige. Make friends and foes. Just think of it as 
real life in a fantasy world. When you need to stop playing, 
make a note of the entry you are at and later you can just 
resume at that point. 

What happens if I'm killed? 
If you have had the foresight to arrange a resurrection deal 
(you'll learn about them later), death might not be the end of 
your career. Otherwise, you can always start adventuring again 
with a new persona. If you do, you'll first have to erase all 
codewords, ticks and money recorded in the book. 

What do the maps show? 
The black and white map which precedes the rules shows the 
whole extent of the known Fabled Lands. The fold-out colour 
map shows the land of Golnir which is covered by this book. 

Are some regions of the world more dangerous than others? 
Yes. Generally, the closer you are to civilization (the area of 
Sokara and Golnir covered in the first two books) the easier 
your adventures will be. Wait until you have reached higher 

Rank before exploring the wilder regions. 

Where can I travel in the Fabled LAnds? 
Anywhere. If you journey to the edge of the map in this book, 
you will be guided to another book in the series. (The War­
Torn Kingdom deals with Sokara, Cities of Gold and Glory deals 
with Golnir, Over the Blood-Dark Sea deals with the southern 
seas and so on.) For example, if you are enslaved by the 
Uttakin, you will be guided to The Court of Hidden Faces 321, 

which refers to entry 321 in Book 5. 
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What if I don't have the next book? 

Just tum back. When you do get that book, you can always 
return and venture onwards. 

What should I do when travelling on from one book to the next? 
It's very simple. Make a note of the entry you'll be turning to 
in the new book. Then copy all the information from your 
Adventure Sheet and Ship's Manifest into the new book. 
Lastly, rub out the Adventure Sheet and Ship's Manifest data in 
the old book so they will be blank when you return there. 

What about codewords? 
Codewords record important events in your adventuring life. 
They 'remember' the places you've been and the people 
you've met. Do NOT rub out codewords when you are pass­
ing from one book to another. 

Are there any limits on abilities? 
Your abilities (COMBAT, etc) can increase up to a maximum of 
12. They can never go lower than 1. If you are told to lose a 
point off an ability which is already at 1, it stays as it is. 

Are there limits on Stamina? 
There is no upper limit. Stamina increases each time you go up 
in Rank. Wounds will reduce your current Stamina, but not 
your potential (unwounded) score. If Stamina ever goes to 
zero, you are killed. 

Does it matter what type of weapon I have? 
When you buy a weapon in a market, you can choose what 
type of weapon it is (i.e. a sword, spear, etc). The type of 
weapon is up to you. Price is not affected by the weapon's 
type, but only by whether it has a COMBAT bonus or not. 

Some items give ability bonuses. Are these cumulative? 
No. If you already have a set of lock.picks (THIEVERY +1) 
and then acquire a set of magic lockpicks (THIEVERY +2), 
you don't get a +3 bonus, only +2. Count only the bonus 

given by your best item for each ability. 

Why do I keep going back to entries I've already been to? 
Many entries describe locations such as a city or castle, so 
whenever you go back there, you go to the paragraph that 
corresponds to that place. 

How many blessings can I have? 
As many as you can get, but never more than one of the same 
type. You can't have several COMBAT blessings, for instance, 
but you could have one COMBAT, one THIEVERY and one 
CHARISMA blessing. 



TITLES IN THE FABLED LANDS SERIES 

BOOK 1: THE WAR-TORN KINGDOM 
Sokara, a nation at war with itself 

BOOK 2: CITIES OF GOLD AND GLORY 
Golnir, a wealthy land steeped in curious folklore 

BOOK 3: OVER THE BLOOD-DARK SEA (October 1995) 
Swashbuckling adventure on the high seas 

BOOK 4: THE PLAINS OF HOWLING DARKNESS (October 1995) 
The desolate wastes of the Great Steppes 

BOOK 5: THE COURT OF HIDDEN FACES (1996) 
Exotic intrigue in U ttaku and 0 Id Harkuna 

BOOK 6: LORDS OF THE RISING SUN (1996) 
Imperial Akatsurai, land of samurai and ninja 

BOOK 7: THE SERPENT KING'S DOMAIN 
The lost tribes of the Feathered Lands 

BOOK 8: THE LONE AND LEVEL SANDS 
The harsh deserts of western Ankon-konu 

BOOK 9: THE ISLE OF A THOUSAND SPIRES 
Chrysoprais and the Sea of Stilts 

BOOK 10: LEGIONS OF THE LABYRINTH 
Philosopher kings of the west 



1 
The approach of dawn has turned the sky a milky grey-green, 
like jade. The sea is a luminous pane of silver. Holding the 
tiller of your sailing boat, you keep your gaze fixed on the glit­
tering constellation known as the Spider, the sign under which 
you were born. It marks the north, and by keeping it to port 
you know you are still on course. 

The sun appears in a trembling burst of red fire at the rim of 
the world. Slowly the chill of night gives way to brazen 
warmth. 

You lick your parched lips. There is a little water sloshing in 
the bottom of the barrel by your feet, but not enough to see 
you through another day. 

Sealed in a scroll case tucked into your jerkin is the parch­
ment map your grandfather gave you on his deathbed. You 
remember his stirring tales C?f far sea voyages, of kingdoms 
beyond the western horizon, of sorcerous islands and ruined 
palaces filled with treasure. As a child you dreamed of nothing 
else but the magical quests that were in store if you too became 
an adventurer. 

You never expected to die in an open boat before your 
adventures even began. 

Securing the tiller, you unroll the map and study it again. 
You hardly need to. Every detail is etched into your memory 
by now. According to your reckoning, you should have 
reached the east coast of Harkuna days ago. 

A pasty grey blob spatters on to the map. After a moment of 
stunned surprise, you look up and curse the seagull circling 
directly overhead. Then it strikes you - where there's a seagull, 

there may be land. 
You leap to your feet and scan the horizon. Sure enough, a 

line of white cliffi lies a league to the north. Have you been 
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sailing along the coast all this time without realizing the main­
land was so close? 

Steering towards the cliffi, you feel the boat judder against 
rough waves. A howling wind whips plumes of spindrift across 
the sea. Breakers pound the high cliffi. The tiller is yanked out 
of your hands. The little boat is spun around, out of control, 
and goes plunging in towards the coast. 

You leap clear at the last second. There is the snap of tim­
ber, the roaring crescendo of the waves - and then silence as 
you go under. Striking out wildly, you try to swim clear of the 
razor-sharp rocks. For a while the undertow threatens to drag 
you down, then suddenly a wave catches you and flings you 
contemptuously up on to the beach. 

You are battered, bedraggled, b t alive. Now your adven­
tures can begin. Tum to 559. 

2 
Ringhorn receives goods from all along the Rese River, trad­
ing along the coast from Uttaku to Y ellowport and south to 
distant Ankon-Konu. It is a very large, bustling city. 

You can buy a town house here for 150 Shards. If you want 
to do that, cross off the money and put a tick in the box by the 
town house option. 

Visit the market 
Visit the harbour 
Visit a tavern 
Visit your town house 0 (if box: ticked) 
Visit the temple of Alvir and Valmir 
Visit the temple of Elnir 
Visit the temple of Sig 
Visit the merchants' guild 
Leave the city 

tum to 232 
tum to 255 
tum to 311 
tum to 278 
tum to 301 
tum to 324 
tum to 347 
tum to 357 
tum to 370 

























































































































525 
Five elderly priests in long robes are walking down the lane 
just ahead. Catching up, you ask them where they are bound. 

'We travel all over Golnir,' says the oldest, 'teaching people 
about the gods.' 

'You must have met some strange sorts in your time.' 
He nods. 'Indeed. The most intractable were the bald folk 

of the Forsaken Forest. They attack and murder anyone who 
has a head of hair, scalping them to make wigs.' 

'And do not forget the citizens ofDweomer,' chimes in the 
youngest priest, a fellow of about sixty. 'They admire godless­
ness as if it were a virtue.' 

Tum to 58. 

526 
The blessing of Lacuna allows you to reroll any failed 
SCOUTING attempt once. When you want to use the blessing, 
cross it off your Adventure Sheet and make a second try at the 
roll. 

You can only have one blessing for each ability at any one 
time. Once your SCOUTING blessing is used up, you can return 
to the Abbey for a new one. 

Now tum to 576. 

527 
You carelessly set off an alarm in the form of a large gold-plated 
gong moulded into a solar face. It must be one of the miracu­
lous creations of the wizard Estragon, because it is banging 
itself loudly and shouting 'Intruder!' in a tinny voice. 

The sentries come running. You are hauled off to the dun­

geon in chains. Tum to 365. 

528 
'This one will make a fine slave!' says a burly Uttakin warrior, 
holding your half-conscious form up by the hair. 

YOU are chained and herded below decks for the arduous 
haul back to Aku. Tum to The Court of Hidden Faces 321. 

529 
You have found an explorer's book full of maps and handy 
hints. Add 1 to your SCOUTING score. Also roll one die, and if 
you get higher than your Rank then you go up one Rank. 
(Going up in Rank means that your unwounded Stamina score 
increases by 1-6. Also your Defence will go up by 1.) 

Hearing an ominous sound from the back of the library, 
you hurry out of the castle. Tum to 314. 

530 
Sir Debrumas visits you in your cell. Pressing a perfumed scarf I to his face to cover the overpowering stench, he says: 'The 
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Baroness deigns to grant you freedom if you will pay a ransom 
of 300 Shards.' 

Agree to pay 300 Shards 
Refuse 

531 

tum to 229 
tum to 555 

'The Watcher was a knight who made a pact with the demonic 
gods of the Uttakin,' says Knocklar. 'He thought he'd get eter­
nal life, but instead he became a corpse that could not quite 
die. He lies in his crypt dreaming of treasure and lost hopes.' 

'Where is his crypt?' 
'Here in this very forest. A stone tomb with a pyramid 

above it. The green jewel in the pyramid resembles an eye, and 
it's that jewel that gives the undead knight his name.' 

'How much is the jewel worth?' you wonder. 
Knocklar scowls. 'I'll tell you what it's not worth. It's not 

worth touching - not if you value your sanity! Now, I've got 
things I should be getting on with ... ' 

Tum to 456. 

532 
If your SANCTITY score is 6 or more, tum to 55 7. If it is 5 or 
less, tum to 581. 

533 
You are in the central part of the limestone mountains separat­
ing Golnir from the Great Steppes. If you have the codeword 
Bunting, tum to 518. If not, tum to 543. 

534 
You are forced to put out to sea to escape being dashed on the 
rocks. When the storm has passed, you take stock of the dam­
age. 

Quite a lot of things have been swept overboard. Your ves­
sel has lost one Cargo Unit, if you were carrying cargo. (If you 
had several cargo units, you choose which was lost.) 

'I don't know where we are, skipper,' says the mate. 'Way 
off course, that's for sure.' 

You look around. There is no sight of land. Tum to Over 
the Blood-Dark Sea 301. 

535 
The pirates seize you and clap you in iron fetters, then put 
your own vessel in tow and start the long haul back to their 
base. 

Cross off your money, possessions and any Cargo Units 
aboard your vessel. However, do not cross the ship off the 
Ship's Manifest just yet. You may still be able to escape from 
your captors .. . 

Tum to Over the Blood-Dark Sea 454. 
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536 
You help yourself to the pirates' treasure, which amounts to 
500 Shards. Record it on your Adventure Sheet. Their hold 
contains 1 Cargo Unit of furs, which you can add to your own 
cargo if you have room for it. Your mate advises taking the 
pirate captain's head. 'A grisly trophy, perhaps, but often 
there's a reward if you have proof you've slain such a devil.' 

You also get a chance to increase in Rank after your stirring 
leadership in battle. Roll two dice, and if the result is greater 
than your current Rank then you gain a Rank. You also gain 
1-6 Stamina points permanently: increase your normal 
(unwounded) Stamina score by the roll of one die. Remember 
that going up a Rank increases your Defence. 

Turn to 14. 

537 
A mason who has been working at Castle Ravayne mentions 
that he is supposed to renovate the private citadel of Sir 
Bredubar, the Knight of the Long Knife. 'I don't know why he 
thinks the place needs fortifying,' says the mason. 'Maybe he 
knows something I don't. Still, the money's good.' 

Get the codeword Bobbin. (If you already had it, get the 
codeword Bisect as well.) Then turn to 48. 

538 
The pirate vessel crunches into the side of your ship and the 
attackers swarm aboard. Your men square off grimly with 
hooks, belaying-pins and anything else that comes to hand. 
They will die fighting rather than be enslaved. 

Roll three dice if you are a Warrior, or two dice if you 
belong to any other profession. Add your Rank to this roll. 
Then, if your crew is poor quality, subtract 2 from the total. If 
the crew is good, add 2. If the crew is excellent, add 3. 

Score 0-4 Calamity; you are killed turn to 560 
Score 5-9 Crushing defeat; lose 

2-12 Stamina turn to 535 
Score 10-13 Forced to give in; lose 

1-6 Stamina 
Score 14-17 The pirates withdraw 
Score 18+ Outright victory 

539 

turn to 510 
turn to 221 
turn to 563 

The smugglers are quite taken with your roguish ways. They 
share a glass of whisky with you. Swapping stories, you learn 
that they brought some warriors from Akatsurai to these 
shores. 'I had to show them the way through the Magwort 
Fens,' volunteers one man. 'I reckon they had a treasure they 
wanted to leave there.' 

Bidding the smugglers furewell, you set out again. Turn to 
268. 

540 
'Why have you returned empty-handed?' cries Estragon irrita­
bly. 'You are wasting my time. Begone!' 

He claps his hands. There is a flash like a bolt of azure light­
ning and you are hurled through space, landing in a hayrick. 
Roll one die to see where you've ended up: 

Score 1-3 turn to 223 
Score 4-5 
Score 6 

turn to 200 
turn to 153 

541 
'You bring glad tidings indeed!' says Vanna, clapping her hands 
in delight. 'An alliance with the warriors of Akatsurai will help 
this realm to prosper.' 

Roll two dice, and if the total is higher than your 
CHARISMA score then increase it by 1. Vanna also orders her 
seneschal to reward you with 150 Shards out of the castle trea­
sury. 

Cross the diplomatic letter off your Adventure Sheet and 
turn to 342. 

542 
'I have been waiting for you,' Estragon says. 'There is a task 
you can perform, and in return I'll teach you a little sorcery.' 



If the first box below is not ticked, put a tick in it and then 
turn to 490. Otherwise, continue down until you reach the 
first empty box, tick it and then turn to the number given. 

lD turn to 490 
[ii turn to 565 
0 turn to 613 
If all boxes are ticked turn to 390 

543 
No one has ever made a comprehensive map of these moun­
tains. If you wish to attempt it, you will need to explore this 
region and the peaks extending off to the east. To do this, you 
must first possess a parchment. If you do, make a SCOUTING 
roll at a Difficulty of 15. 

Successful SCOUTING roll 
Failed SCOUTING roll 
No parchment 

544 

turn to 568 
turn to 592 
turn to 518 

You try to convince the outlaws you are as ruthless and experi­
enced as any of them. Unfortunately it comes out sounding 
like a hollow boast. Your miserable attempt at roguish noncha­

lance falls flat; your charm comes across like nervous prattling; 
the accounts of your crimes seem obviously to be lies. 

One fellow with a scar running right across the bridge of his 
nose gives you a long hard stare and says: 'What's got you jit­
tery, pal? Couldn't be us, could it, mates? Sweet as lambs, we 
are!' 

He rocks with laughter. But his eyes aren't laughing. 
Suddenly they grab you, strip you of everything you pos­

sess, and pelt you with clumps of turf until you are driven 
away. Cross all possessions and money off your Adventure 

Sheet, then turn to 172. 

545 
A squat Trau waits with a broad grin as you go to leave the cir­
cle of stones. 'That'll be one Mithra!,' it croaks, holding out a 
hairy paw. 

Pay 1 Mithra! turn to 173 
Can't or won't pay turn to 570 
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546 
You come across a goblin crouched on a toadstool. It is chew­
ing a dead rat. 

The blood dribbles down its chin as it looks at you, grins 
and says: 'She works hard to fill her larder. Her mother dined 
after killing father.' 

'What's that?' 

The goblin gobbles up the last bit of the rat. 'Answer that 
riddle, and you'll know the safe door to take in the old fort on 
the coast.' 

Go east 
Go west 
Go south 
Go north 

547 0 

turn to 496 
turn to 595 
turn to 124 
turn to 521 

If the box is empty, put a tick in it and turn to 572. If the box 
is already ticked, turn to 596. 

548 
The Sokarans tell you that they work for a consortium of mer­
chants in Y ellowport. 

'We are travelling around Golnir to find out what com­
modities are in demand,' explains the senior member of the 
party. 'Minerals are plentiful in Y ellowport, as you may know, 
but grain and furs are in short supply.' 

Bidding them good-day, you continue along the riverbank. 
Turn to 130. 

549 
A group of travellers from Sokara rein in as they see you go by. 
If you have the title King's Champion, tum to 401. If you 
have the title Protector of Sokara, turn to 426. Otherwise turn 
to 287. 

550 
You encounter a group of drunken louts on the road: They are 

passing around a jug of cider and singing: 
'I'm off to Goldfall, 
There to get rich, 
And I'll marry a wife 
And I'll call her that wife! 
And when I've got money 
And fine clothes that fit, 
Folk will queue up 
Just to lick my hand!' 

This song causes them such amusement that they do not even 
notice you go by. If they're typical of the people who go to 
Goldfall, it isn't worth staying there longer than you have to. 
Turn to 58. 
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551 
The nuns are disappointed that you have decided to leave their 
order. 'May Lacuna watch over you and guide you back to the 
path of righteousness,' says the Abbess. Turn to 38. 

552 
It was almost too easy. Nestling down in a barn in the castle 
courtyard, you sleep peacefully through the rest of the night, 
dreaming of what you will do with your ill-gotten gains. 

Roll two dice. If the total is higher than your THIEVERY 
score, increase it by 1. After doing that, tum to 315. 

553 
The waves close over your head and your only thought now is 
to save yoursel£ Roll two dice. If the score is greater than your 
Rank, you are drowned. If the score is less than or equal to 
your Rank, you are swept miraculously towards the shore. 
Lose 1-6 Stamina points and, if you survive, tum to 559. 

554 
It is a magician's grimoire brimming with arcane secrets. Roll 
two dice. Gain 1 on MAGIC if you get higher than your current 
score, but lose 1 MAGIC if you roll a two. 

Hearing a floorboard creak at the back of the room, you 
hurriedly replace the book and leave. Turn to 314. 

555 
Every few days, the jailer chains you to the wall and gives you 
a pounding. One day he goes too far and thi~ he has killed 
you - and perhaps he has. Lose 1-6 Stamina points (the score 
of one die). If you survive, tum to 505. If not, tum to 560. 

556 
You learn that the Tower of Despair, which is commonly 
thought to stand on the edge of the Endless Plains, is in fact in 
this very forest. 'It contains the treasure of an undead knight,' 
says Knocklar. 'He pledged half of what he had to gain eternal 
life, and the other half he locked in that tower.' 

'A considerable sum, presumably.' 
'Enough to make every king despair, and every merchant 

weep with greed! But forget about stealing it. The only way to 
open the tower is with the key of stars, which is in the hands of 
the Trau King of the Whistling Heath.' 

Knocklar has no more time for gossip. He has to be getting 
on with his chores. Tum to 456. 

557 
A squirrel comes scampering up to you. It watches you with 
large luminous eyes, head cocked quizzically. Then, to your 
great surprise, it speaks: 'My lords and ladies of the wildwood 

crave a boon. Your presence chafes them. Your aura is the 
cause of discomfort. The odour of violets is one they cannot 
abide.' 

All of this means nothing to you. But then, the fact that a 
squirrel can talk at all is miracle enough. You can hardly expect 
it to talk sense. 

'If you would leave the glade now, my lords and ladies can 
take their repast,' says the squirrel more plainly. 'To compen­
sate for the inconvenience to yourself, they offer a pot of fine 
faery mead, which you will find inside the hollow tree trunk 
behind you.' 

You reach into the tree trunk. There is indeed a pot of 
faery mead. You take it and, not wishing to incur the elves' 
displeasure, return along the path without delay. Tum to 22. 

558 
Five swarthy brigands leap out from the hedge at the side of 
the road. They are masked with silk scarves, but you can hear 
the sneers as they raise their swords and demand: 'Your money 
or your life!' 

Fight them 
Run off 
Hand over your cash 

559 

tum to 582 
tum to 606 
tum to 630 

You wake to find you have been washed up on a beach. Cold 
rain lances down on the sea breeze. You are dazed and bleed­
ing, but lucky to be alive. Turn to 705. 

560 
You are dead. If you previously made arrangements for resur­
rection, turn to the appropriate section. If not, this is the end. 

561 
As you trudge across the pebbles down the water's edge, a 
breeze blows in from out at sea, bringing the faintly heard 
strains of flute music. 

'What's that?' you ask the fishermen. 
'It's from the belfry of the old village that now lies out 

under the sea,' replies the older man. 'At low tide you can see 

the roofS of the buildings. Walk out to them, even.' 
'Not that anyone would,' puts in the other man with a 

shudder. 
'Flute music - from a belfry?' 
'They· never had a bell, see. A fellow called folk to prayer 

with his flute. They say he was still playing when the sea closed 
over his head.' 

Continue along the beach 
Return to the top of the cliff 

tum to 585 
turn to 373 

. 
' 



562 
A group of merchants are huddled at the dockside discussing 
the political situation in Y ellowport. 'I'm withdrawing my 
investments,' says one. 'There'll be anarchy in the streets 
before the year is out, you mark my words!' Turn to 48. 

563 
You help yourself to the pirates' treasure, which amounts to 
950 Shards. Record it on your Adventure Sheet. Their ship~s 
hold contains 1 Cargo Unit of spices, which you can add to 
your own cargo if you have room. Your mate advises taking 
the pirate captain's head. 'A grisly trophy, perhaps, but often 
there's a reward if you have proof you've slain such a devil.' 

You also get a chance to increase in Rank. Roll two dice, and 
if the result is greater than your current Rank then you gain a 
Rank. You also gain 1-6 Stamina points permanently: increase 
your normal (unwounded) Stamina score by the roll of one 
die. Remember that going up a Rank increases your Defence. 

Tum to 221. 

564 
They fear you might tell the authorities about them. Three of 
them step forward slowly, moving with the slow crablike 
crouch of wrestlers. You get ready to fight, but you did not 
notice the smuggler creeping up behind you. He dashes a large 
stone against your skull and you fall stunned. 

The smugglers demand a ransom of 100 Shards to let you 
go. Otherwise they intend to truss you up and put you aboard 
the Uttakin ship that brought their contraband. 

Pay the ransom tum to 229 
Can't or won't pay The Court of Hidden Faces 321 

565 
'I can do nothing until I acquire a mermaid's coral-red tress­
es,' Estragon tells you. 'I'll teach you some more of my magic 
when you bring me what I need. ' 

'Where will I find a mermaid?' 
He gives you a sharp look. 'Not in the northern hills, that's 

for sure.' 
Turn to 342. 

566 
'The mountains of the north are said to be the broken back­
bone of the dead god Harkun, who lies across the width of the 
world,' says Vanna. 'Most people do not dare to venture there, 
and no map has ever been made showing the paths, valleys and 
hidden passes.' 

You nod to show you understand. 'I shall bring you that 
map, my lady.' 

Tum to 342. 
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567 
You tell Estragon you have brought him an item he needs for 
his experiments. Before turning to the entry listed here, put a 
tick in the box to remind you you've completed that errand. 
(You can't run the same errand twice!) 

scarab amulet Cl 
coral-red tresses Cl 
golden katana Cl 
None of these items 
If all boxes ticked 

568 

turn to 515 
turn to 589 
turn to 637 
turn to 540 
turn to 390 

After several days you have the beginnings of a chart showing 
the passes and trails through the mountains. Get the codeword 
Buzz and tum to 518. 

569 
While you sleep, the ghost gnaws at your leg. Having died of 
starvation, it is driven to eternally crave flesh. You feel noth­
ing, but the ghost is not sated until you have lost 3-18 Stamina 
points (roll three dice). If you can survive that, you wake at 
dawn to find your leg horribly mauled. Only then do you 
recall the wispy grey visitation that at the time you took to be a 
dream. Turn to 172. 

570 
The Trau bundle you into a hamper and drag you down under 
the earth with them, and that is the last that is ever seen of you. 

571 
You are lucky enough to find a four·-leaf clover. Surely this is 
a good omen. 

Go east 
Go west 
Go south 
Go north 

572 

turn to 496 
tum to 396 
turn to 124 
turn to 195 

Behind the door is a copper chest containing 300 Shards, ring 
mail (Defence +2) and a compass (SCOUTING +1). After 
making a note of anything you want to take, decide whether 
to try one of the other doors or leave. 

Open the left-hand door tum to 497 
Open the central door tum to 522 
Leave the fort tum to 3 73 

573 
Just after nightfall, a punt carrying translucent figures comes 
drifting along the river. 'Come with us,' call out the wraiths. 
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'We'll take you to a feast in the underworld.' 
Climb aboard 
Shun them 

574 

turn to 603 
tum to 130 

The knight is searching for the lady to whom he has pledged 
his courtly love. 'She was abducted by a villainous knight,' he 
growls. 'I'll soon wreak revenge when I learn where he's taken 
her.' 

If you have the codeword Bridoon, tum to 451. If you have 
the codeword Brisket, turn to 476. If you have neither code­
word, turn to 31. 

575 
'Who asked for your opinion?' growls the tusked head. The 
other two heads, however, think you have a point. A fierce 
argument ensues, and finally the red-eyed head butts the 
tusked head so hard that both are knocked out. 

You climb out of the net and start to walk away. The troll 
holds up a finger uncertainly. 'Er ... excuse me,' says the tiny 
head, 'but what am I going to say to Tusker and Stareface 
when they wake up?' 

'Tell them to stick to eating rabbits in future.' 
Tum to 246. 

576 
You can rest at the abbey as long as is necessary to recover 
from your injuries. Restore your Stamina to its normal 
unwounded score. When you are ready to resume your travels, 
tum to 38. 

577 
'Stop, thief1' 

You have no intention of doing anything of the sort. You 
know only too well the fate that awaits you if you're caught. 
Abandoning part of your haul to delay the sentries (lose 400 
Shards), you race out of the castle gates into the night. 

Get the codeword Bullion and tum to 118. 

578 
A thin grey figure clad in decaying robes comes stalking for­
wards out of the cold dank heart of the mound. It wears a belt 
of shrunken human heads, and from the way it is brandishing 
that knife you suspect it wants to add your own head to its col­
lection. 

Run turn to 602 
Fight turn to 626 
Call on your god (if you have one) turn to 650 

579 
It is a cursed book, written by a madman with the sole purpose 
of bringing chaos to the world. Unless you are an initiate of 
Lacuna, you forget who you are and are reduced to 1st Rank. 
Lose all codewords in this book except Baluster, Bosky, Bullion 

and Bashful if you have them. Roll two dice; the total is your 
new unwounded Stamina score. (Be glad that your other abili­
ties are not affected as well.) 

Struck by sudden terror, you flee from the castle. Tum to 
314. 

580 
A huge golden-skinned snake dangles from the bough in front 
of you. A green gem is set into the middle of its head. As this 
burns against the twilight, you hear a voice in your mind, all 
cold hisses and dripping with predatory nuance: Hear me, mor­

tal. You seek adventure? Hazards hold no terror for you? Then sub­

mit to my wager ... 

Accept the snake's wager 
Attack it 
Run off 

tum to 652 
tum to 604 

turn to 93 

581 
An elfin lady encased in elegant silver armour leaps forward 
from the undergrowth. Smiling sweetly, but without speaking 
a word, she levels her longsword and lunges at you. 



ElfLady, COMBAT 7, Defence 10, Stamina 7 
You doubt if she'd accept your surrender. If you turn and run, 

she will get one final swipe at your undefended back and you 
must lose 1-6 Stamina points. 

Fight and defeat her turn to 605 
Run off turn to 22 

582 
This will not be an easy fight, but at least the brigands have the 
decency to line up and fight you one at a time. Indeed, they 
seem almost amused by the 'sport'. 

First Brigand, COMBAT 4, Defence 6, Stamina 4 
Second Brigand, COMBAT 4, Defence 6, Stamina 3 
Third Brigand, COMBAT 4, Defence 6, Stamina 4 
Fourth Brigand, COMBAT 4, Defence 6, Stamina 3 
Fifth Brigand, COMBAT 4, Defence 7, Stamina 5 

It's too late to think of running away, but you could try beg­
ging for mercy if things go against you. 

Defeat them all 
Surrender 

583 
Thick black clouds pile up along the horizon. 

turn to 654 
turn to 678 

If you have the blessing of Alvir and Valmir, which confers 
Safety from Storms, you can ignore the storm. Cross off your 
blessing and turn to 198. 

Otherwise the storm hits with full fury. Roll one die if your 
ship is a barque, two dice if it is a brigantine, or three dice if a 
galleon. Add 1 to the roll if you have a good crew; add 2 if you 
have an excellent crew. 

Score 1-3 Ship sinks turn to 459 
Score 4-5 The mast splits turn to 534 
Score 6-20 You weather the storm turn to 14 

584 
You help yourself to the pirates' treasure, which amounts to 
800 Shards. Record it on your Adventure Sheet. Their ship's 
hold contains 1 Cargo Unit of spices, which you can add to 
your own cargo if you have room for it. Your mate advises 
taking the pirate captain's head. 'A grisly trophy, perhaps, 
but often there's a reward if you have proof you've slain such a 
devil.' 

You also get a chance to increase in Rank after your sti~g 
leadership in battle. Roll two dice, and if the result is greater 
than your current Rank then you gain a Rank. You also gain 
1-6 Stamina points permanently: increase your normal 
(unwounded) Stamina score by the roll of one die. Remember 
that going up a Rank increases your Defence. 

Once you have made the necessary adjustments to your 
Adventure Sheet, turn to 335. 
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585 
You watch clouds scud across the sky. The breeze raises white­
caps on the water and drives foamy waves up into the rock­
pools. But for a few crabs and a circling gull o:r two, you are 
alone on this desolate stretch of shore. 

Wait for low tide 
Go back up to the cli:ffiops 

586 0 

turn to 609 
turn to 373 

If the box above is empty, put a tick in it and turn to 658. If it 
was ticked already, turn to 634. 

587 
The approaching vessel at first seemed to be an innocent mer­
chantman, but then your lookout points to the banks of oars. 
'A pirate galley!' he cries. Sure enough, at that moment the 
ship hoists the red pennant of the Kingdom of the Reavers. 
Her oars give her a good burst of speed over short distances, 
and she is soon bearing down on you. 

Make a run for it 
Parley 
Fight it out 

588 

turn to 611 
turn to 635 
turn to 659 

The knight reins in, waving his men to a halt. Raising his 
visor, he takes a close look at you, then shuffles through some 
wanted posters that the sergeant of militia hands to him. Then 
he gives a judicious nod, and before you can act the militia 
have seized you. 

'Did you think you'd got away with your crime?' grates the 
knight. 'The Baroness's justice has a long reach!' 

You are divested of all your possessions and cash (cross them 
off) and hauled off in chains to Castle Ravayne, where they 
fling you into the dungeons. Turn to 365. 

589 
'You have done well,' says Estragon as he inspects the coral­
red tresses. 

In return for your service, he teaches you some spells from 
his grimoire. Roll two dice, and if the total is higher than your 
MAGIC score then you gain 1 point of MAGIC. 

Remember to cross the coral-red tresses off your 
Adventure Sheet, then turn to 342. 

590 
'Many of the towns of the north pay tribute to this noble 
house in return for protection,' Vanna tells you. 'But now a 
dragon has arisen ·which flies forth by night, disgorging fire 
upon the peasants' barns and carrying off their cattle.' 

Not without qualms, you reply: 'Leave this to me, my lady. 
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I shall bring you the dragon's head, or you can take my own 

instead.' 
There is applause from the assembled knights and courtiers 

as you withdraw. Turn to 342. 

591 
Roll one die to see what boon you are given: 

Score 1-3 Training turn to 615 
Score 4-5 
Score 6 

Armour 
A ship 

592 

turn to 639 
tum to 663 

While trying to chart the extent of a river gorge, you slip and 
fall, taking an injury of 2-12 Stamina points (roll two dice). If 
you survive, turn to 518. 

593 
Molhem's smithy is a large flat boulder planted firmly in the 
ground, sheltered by a few chestnut trees. Legend has it that 
you can leave weapons or armour here for the god to work on 
overnight. 

If you want to leave something on the boulder, turn to 617. 
If not, turn to 97. 

594 
Following the merchant's advice, you invest your money and 
wait to see what return you get. Roll two dice: 

Score 2-3 A con trick! Lose all your investment. 
Score 4-5 Pirates attacked the ship. Lose half your 

investment. 
Score 6-7 

Score 8-9 

Another shipment arrives. No gain or 
loss. 
A roaring spice trade doubles your 
investment. 

Score 10-12 Your money is increased threefold! 
After making any changes on your Adventure Sheet, tum to 
48. 

595 
You are attacked without warning by an ogre who runs out 
from his hiding place behind one of the tors. 

Ogre, COMBAT 5, Defence 8, Stamina 10 
If you run away, the ogre will get a final swipe at your retreat­
ing back, inflicting 1-6 Stamina points of injury. 

Run away tum to 124 
Kill the ogre tum to 496 

596 
You are bitten by a large spider which drops from the door 
handle on to your wrist. Its venom causes your hand to go stiff, 

the fingers permanently crooked. Lose 1 from your COMBAT 

score unless you have a blessing of Immunity to 
Disease/Poison. 

There is nothing else here. 
Open the left-hand door 
Open the central door 
Leave the fort 

597 

tum to 497 
turn to 522 
turn to 373 

A rangy unshaven fellow with a broad grin catches up as you 
are walking along a lane and proposes a contest of holiness. 'I'll 
wager everything I've got against everything you've got,' he 
says cheerily. 

'What have you got?' 
He shows you a diamond worth at least 600 Shards. ' Is it a 

deal?' 
Accept the wager 
Refuse and bid him good-day 

598 

turn to 783 
turn to 153 

You pass a man whose cart has lost a wheel. 'If I can't get it 
fixed then I'll miss the market!' he wails, but no one will stop 
to help. 

Help him fix the wheel turn to 438 
Pass by tum to 31 

599 
A lady calls to you from the window of a fortified tower as you 
pass by below. 

'I've been abducted by an evil knight,' she says. 'If you see 
my champion, pray tell him where I am.' 

'Do you need rescuing?' you call back. 



'Thank you for the offer, but I think my champion will 
want to do that himsel£' 

Rescue her 
Go on your way 

600 

turn to 413 
turn to 388 

A mist creeps in on the sea breeze, swirling in pockets across 
the downs. Hearing a footfall, you look back nervously, but 
the mist makes it impossible to see if you are being followed. 

Make a SCOUTING roll at a Difficulty of 13. 
Successful SCOUTING roll 
Failed SCOUTING roll 

601 

turn to 425 
turn to 675 

You settle down in the common room for a drink. There is a 
familiar face at the next table. It is one of the brigands~:who 

robbed you! With a cry of rage, you give him a hearty blow 
with the bottom of your tankard. 

Brigand, COMBAT 4, Defence 5, Stamina 2 
You ought to be able to beat him after getting the first blow. 
Assuming you win, you can take the 25 Shards he has on him. 
Then you had better leave before the militiamen turn up and 
start asking questions. Turn to 189. 

602 
The creature chases you through the night. To stay ahead~of it, 
you must make a SCOUTING roll at a Difficulty of 14. 

Successful SCOUTING roll turn to 722 
Failed SCOUTING roll turn to 626 

603 
As the punt drifts on, darkness congeals around you until the 
only things you can see are the ghostly figures beside you. 
Finally the punt jolts to a halt, and you walk along a jetty into a 
shadowy hall. Turn to 689. 

604 
You are locked in battle with a golden serpent that hangs from 
the branches overhead. Its coils are wound around you, leaving 
you with no chance to flee. 

Jewelled Serpent, COMBAT 7, Defence 8, Stamina 9 
If you kill it, turn to 628. 

605 
She falls on to your sword. You recoil in horror as she pulls 
herself along it, gladly embracing death, digging her fingers 
into your shoulders and planting an icy kiss on your brow. 

Your senses slough away. For a time there is fleeting obliv­
ion, like the state at the edge of sleep. You are dimly aware of 
voices, fugitive sights and sounds, but they quickly fade. 
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Then you find yourself looking into the kindly face of a 
nun. She wears the silver-trimmed white habit of a devotee of 
the goddess Lacuna. 'Where am I?' you ask. 

She smiles. 'In our Abbey. You were found raving in the 
countryside, and some pilgrims brought you to us. Thank the 
goddess that your sanity has at last returned.' 

You soon find that a year and a day has passed without you 
having any recollection. You have lost all the possessions that 
you were carrying when you encountered the elfin lady, and 
all your money has gone too. However, from somewhere you 
have acquired a silver horseshoe, an inkpot and a fishing 
hook. Note these as your sole possessions, then turn to 61. 

606 
You leap over the hedge, but get tangled up long enough for 
the two nearest brigands to slash at you with their swords. Lose 
2-12 Stamina points (the score of two dice) and, if you survive, 
you beat a hasty retreat. Turn to 78. 

607 
Thick black clouds pile up along the horizon. 

If you have the blessing of Alvi:r and V almi:r, which confers 
Safety from Storms, you can ignore the storm. Cross off your 
blessing and turn to 221. 

Otherwise the storm hits with full fury. Roll one die if your 
ship is a barque, two dice if it is a brigantine, or three dice if a 
galleon. Add 1 to the roll if you have a good crew; add 2 if you 
have an excellent crew. 

Score 1-3 
Score 4-5 
Score 6-20 

Ship sinks 
The mast splits 
You weather the storm 

608 

turn to 459 
turn to 534 
turn to 358 

The approaching vessel at first seemed to be an innocent mer­
chantman, but then your lookout points to the banks of oars. 
'A pirate galley!' he cries. Sure enough, at that moment the 
ship hoists the red pennant of the Kingdom of the Reavers. 
Her oars give her a good burst of speed over short distances, 
and she is soon bearing down on you. 

Make a run for it turn to 632 
Parley turn to 656 
Fight it out turn to 680 

609 
If you have the codeword Boysen, turn to 633. If not, turn to 
657. 

610 
Tekshin charges 2 Shards a day for board and lodging. Each 
day you spend here, you can recover 1 Stamina point if 



7 8 Cities of Gold and Glory 

injured, up to the limit of your normal unwounded Stamina 

score. When you are ready to leave, turn to 356. 

611 
Roll two dice and add your Rank. Subtract 1 from the total if 
you have a poor crew, add 1 if you have a good crew, add 2 if 
you have an excellent crew. 

Score 1-6 The pirates overtake you turn to 659 
Score 7 + You outrun them turn to 198 

612 
You see the mermaids leaping between the crests of the waves. 
The bubbling music of their laughter is a poignant and capti­
vating sound. 'Better leave them be, captain,' warns the mate. 
'If they take umbrage they can lay a curse on the ship.' 

Speak to the mermaids turn to 636 
Sail on turn to 335 

613 
'Now I need a golden katana,' says Estragon. 

'A what?' 
'It is the sword of one of the knights who serve the 

Chancellor of the land of Akatsurai, which lies far across the 
ocean to the south-east. Go, and when you return I will impart 
the inner arcana of the mystic arts.' 

Surely there must be somewhere nearer than Akatsurai 
where you can get hold of the item you need? Tum to 342. 

614 
There is a gasp from everyone present when you unroll your 
cape and show what you have brought. 

'It is a marvel!' cries Vanna, leaping to her feet. 'Truly you 
are as great as any knight of this court.' 

Roll two dice, and if the result is greater than your current 
Rank then you gain a Rank. You also gain 1-6 Stamina points 
pennanently: increase your normal (unwounded) Stamina score 
by the roll of one die. Remember that going up a Rank 
increases your Defence. 

Also, Vanna takes her sword and knights you on the spot. 
You are given the title 'Paladin of Ravayne' and assured that 
you will always be welcome here. 

Remember to cross the dragon's head off your Adventure 
Sheet, then turn to 342. 

615 
Vanna commands the most skilled instructors in her service to 
teach you whatever you wish. Select one of your abilities 
(COMBAT, MAGIC, etc) and roll one die. If the number rolled is 
higher than your score in the ability, add 1 to it. 

Tum to 342. 

616 
Lose the codeword Buzz. You are determined to finish your 
map. Make a SCOUTING roll at a Difficulty of 15. 

Successful SCOUTING roll turn to 736 
Failed SCOUTING roll turn to 712 

617 
Decide which item you are leaving here. (It must be either a 
weapon or a suit of armour.) You also have to leave a sum of 
money to pay the god for his services; decide how much. 

You camp out for the night not far away. Sometime after 
midnight you are woken by a hammering sound from the 
other side of the trees. 

Investigate 
Go back to sleep 

618 

turn to 641 
turn to 665 

You hide behind a stack of crates on the dock and wait for 
night to give you the cover you;ll need. Make a THIEVERY roll 
at a Difficulty of 12. 

Successful THIEVERY roll turn to 730 
Failed THIEVERY roll turn to 439 

619 
The next morning, your 50 Shards has gone but in its place 
you find a jar of faery mead. Add this to your list of posses­
sions and turn to 349. 

620 
You make your way to a camp where a bevy of beautiful 
young dancers are cavorting around in the firelight. Their 
footsteps are so light that they hardly make the dry leaves rustle 
at all. 

If you have the codeword Bones, tum to 209. Otherwise 
turn to 37. 

621 
At dusk, seeing a light ahead, you quicken your pace and arrive 
at an inn. An old peeling sign hangs outside it, creaking in the 
wind. As you approach, the door opens and the innkeeper 
beckons you to enter. 'It's a cold and blustery night to be out,' 
he says. 

Enter the inn 
Pass by 

622 

turn to 679 
turn to 153 

The priests give you some advice on religious rituals that might 
stand you in good stead. Roll one die, and if you get higher 
than your SANCTITY score then you can add 1 to it. Bidding 
the priests farewell, you continue on your way. Turn to 127. 



623 
You witness a group of soldiers executing a criminal by means 
of an old ordeal called the Blood Eagle. This involves cutting 
open the chest and draping the lungs back over the shoulders 
like gory wings. It takes the victim quite some time to die. 
You find the spectacle so salutary that you lose 1 from your 
THIEVERY score. Tum to 223. 

624 
You steal into the keep after nightfall. To break into the trea­
sury chamber, you must make a THIEVERY roll at a Difficulty 
of15. 

Successful THIEVERY roll 
Failed THIEVERY roll 

625 

tum to 502 
tum to 527 

Chard charges 2 Shards a day for board and lodging. Each day 
you spend here, you can recover 1 Stamina point if injured, up 
to the limit of your normal unwounded Stamina score. 

When you are ready to leave, tum to 189. 

626 
The creature gives a laugh of unholy glee and rushes at you. 

Barrow Wight, COMBAT 5, Defence 9, Stamina 18 
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There is no point in fleeing. You could never escape from it 
now night has fallen. If you win, tum to 698. 

627 
Guffawing, the sprites let you go. You run pell-mell until 
there's no breath left in you. Only then do you notice that 
they stole one of your fingers. Lose 1 from THIEVERY (down 
to a minimum score of 1) and tum to 288. 

628 
A green gem is set into the serpent's head. It takes all your 
strength to prise it out of the bone in which it is set, but at last 
you manage it. You can sell the green gem for 100 Shards at 
any market (note that on your Adventure Sheet so you 
remember) or you can keep it. Tum to 116. 

629 
'That would be fractious little Nivram,' says Knocklar after 
hearing your account. 'He's got it into his head to learn great 
sorcery, but he's really just a bumbler who relies on other wiz­
ards' inventions.' 

You nod. 'So he's no great threat, then?' 
Knocklar raises his eyebrows. 'Oh, I wouldn't say that. 

Once you've got on the wrong side of him he'll use any 
amount of treacherous scheming to try to get his owri back.' 

There is no more opportunity for gossip. It is time you were 
on your way. Tum to 456. 

630 
Cross off all the money you are carrying. The leader of the 
brigands gives a gallant bow and says, 'Our thanks, stranger. It 
is rare to encounter such generosity in these parlous times.' 

With a mocking laugh, the scoundrels run off. Get the 
codeword Bounty and tum to 258. 

631 
Cross the fishing hook off your Adventure Sheet. 

The hunters are so relieved at not having to face their wives 
empty-handed that they spend the rest of the morning teach­
ing you how to fish. Try to roll higher than your current 
SCOUTING score on two dice, and if you succeed you can 
increase your SCOUTING by 1. 

You bid the hunters farewell. Tum to 3 71. 

632 
Roll two dice and add your Rank. Subtract 1 from the total if 
you have a poor crew. Add 1 if you have a good crew. Add 2 if 
you have an excellent crew. 

Score 1-6 The pirates overtake you 
Score 7 + You outrun them 

tum to 680 
tum to 358 
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633 
If you have the codewords Bastion or Brush, delete them and 
the codeword Boysen and then turn to 657. Otherwise turn to 

681. 

634 
You strike up a conversation with a dwarf who is going in the 
same direction. He works as a jester in the wintertime, usually 
spending a month at each castle he visits. 'My jokes and tricks 
mean I am much in demand.' 

'And in the summer?' 
'Alas, no one has time for feasts when the weather is fine.' 
His friendly wit inspires you. Roll one die, and if you get 

higher than your CHARISMA score then add 1 to it. Then turn 

to 223. 

635 
The pirates pull alongside and cast grappling hooks to seize 
your vessel. Within moments they are swarming aboard. You 
offer them your goods, but plead for the freedom of your 
crew. Make a CHARISMA roll at a Difficulty of 15. 

Successful CHARISMA roll turn to 510 
Failed CHARISMA roll turn to 535 

636 
A particularly striking mermaid with a winsome face, coral 
curls and a firm lithe tail swims daringly close to the side of the 
ship. The mate grins at her and gives a friendly wave, but 
under his breath he says to you: 'I reckon we could net the lit­
tle imp, captain.' 

Talk to her 
Try to catch her in a net 
Continue on your way 

637 

turn to 660 
turn to 684 
turn to 335 

Estragon smiles. 'I never thought you'd succeed in this quest.' 
'I thought you could see the future in your magic mirrors,' 

you reply, handing him the golden katana. 
'In this case the portents were unclear.' 
Roll two dice, and if the result is greater than your current 

Rank then you gain a Rank. You also gain 1-6 Stamina points 
permanently: increase your normal (unwounded) Stamina score 
by the roll of one die. Remember that going up a Rank 
increases your Defence. 

Remember to cross the golden katana off your Adventure 
Sheet, then turn to 342. 

638 
'This chart will be useful to our soldiers if there should be any 
danger from the nomad hordes of the deep north,' says Vanna. 

'You have served me well.' 
Roll two dice, and if the total is higher than your 

SCOUTING score then increase it by 1. Vanna also orders her 
seneschal to reward you with 50 Shards out of the castle trea­

sury. 
Cross the map of the mountains off your Adventure 

Sheet and turn to 342. 

639 
You are presented with a suit of splint armour (Defence 
+4). This is decorated with the crest of the Ravayne family, 
and it would be an insult to Vanna if you declined to wear it at 
all times. Lose any other suits of armour that you have in your 
possession (Sir Debrumas takes them to give to the Poor 
Knights' fund). 

Turn to 342. 

640 
If you have the codeword Buzz, turn to 616. If not, turn to 
712. 

641 
The hammering gets louder as you approach. Sparks fly on the 
night wind. You see the shadow of a huge man against the 
foliage. 

You step on a twig. The crack is followed by dead silence. 
You continue on to the clearing. The money and item you 

left have gone. Cross them off your Adventure Sheet. 
And yet ... 
You feel the boulder. It's still warm. 
Turn to 97. 

642 
You are wandering across the gloomy dales of the Whistling 
Heath. 

Go north 
Go south 
Go east 
Go west 

643 

turn to 496 
turn to 421 
turn to 521 
turn to 546 

You wait all night, going back to the hole to see what has been 
left for you. The pot and your 50 Shards have gone, but there 
is a silver mirror. 

When you look into the mirror, however, you are horrified 
to see that your face has been frightfully rearranged. You now 
look like something out of a nightmare. Reduce your 
CHARISMA to 1 and note that it can never increase again. 

Sick at heart, you trudge on thrnugh the woods. Turn to 
349. 



644 
You make the acquaintance of a friendly fellow who accom­
panies you on your journey and entertains you with his jokes. 
Make a THIEVERY roll at a Difficulty of 13. 

Successful THIEVERY roll 
Failed THIEVER y roll 

645 

turn to 40 
turn to 774 

You come across an old bogle laughing to himse1£ His body 
looks like a mossy old tree-stump and he has a mouth as wide 
as a sack of coal. When you ask why he's laughing, he replies: 
'Because there you are gawping instead of running away, and 
now I'm about to up and eat you.' If you have the codeword 
Bookworm, turn to 479. If not, turn to 501. 

646 
Three knights overtake you on the road. Over their armour 
they wear white shrouds, and their shields bear the holy device 
of the god of death. 'We are pledged to Nagil,' they say. 'We 
count ourselves already dead, and so we cannot be defeated in 
battle, for we have no fear.' 

They offer to make you an initiate ofNagil on the spot. 
Accept the offer turn to 512 
Refuse turn to 127 
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647 
'Let's have none of that!' say the three heads when they see 
you clambering out of the net. The troll is on you in a trice 
brandishing his cleaver. 

Troll, COMBAT 8, Defence 12, Stamina 12 
If you win you can take the meat cleaver and net and 

continue on your way. Tum to 246. 

6480 
If the box is empty, put a tick in it and tum to 6 72. If it is 
already ticked, tum to 716. 

649 
Perhaps you didn't realize that professional bullfighters have a 
big advantage. The animals they fight have already been tired 
out and weakened by loss of blood. You are not likely to 
defeat a healthy bull, no matter how tough you are! 

Enraged Bull, COMBAT 10, Defence 11, Stamina 40 
If you win, turn to 673. If you run for it, turn to 697 

650 
You raise your arms, make the sacred gesture of your faith, and 
declare in a firm voice: 'Avaunt thee, crypt-spawned fiend!' 

Make a SANCTITY roll at a Difficulty of 16. 
Successful SANCTITY roll 
Failed SANCTITY roll 

651 

turn to 674 
turn to 626 

'What a kind person you are,' she says, clutching your sleeve. 
'So I'll reward you with a hint. If you go to Castle Orlock, be 
sure to join the temple of Lacuna first.' 

Pulling away, you resume your journey. Tum to 35. 

652 
The gem in the snake's head flares briefly, dazzling you. As 
your vision clears you see six wooden doorways set into the 
bank of earth beside you. Somehow you failed to notice them 
before. 

One of these doors leads to vast treasure, the snake's telepathic 
voice informs you. The others all conceal a ghastly doom. Choose 

one ... 
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The doors look the same. There is nothing to say which has 
the treasure behind it. Make a MAGIC roll at a Difficulty of 14. 

Successful MAGIC roll turn to 676 
Failed MAGIC roll turn to 700 

653 
You encounter seven fools who are engaged in a preposterous 

venture. Roll a die: 
Score 1 turn to 6 77 
Score 2 turn to 701 
Score 3 turn to 725 
Score 4 tum to 749 
Score 5 turn to 773 
Score 6 turn to 383 

654 
You ought to have learned a few new tricks in that fight. Roll 
two dice. If the total is higher than your Rank, you gain a 
Rank. Going up in Rank gives you an additional 1-6 Stamina 
points (added to both your current and unwounded Stamina 
scores) and will also increase your Defence by 1. 

Searching the bodies of the brigands, you find four suits of 
leather armour (Defence +1), one suit of ring mail 
(Defence +2), five swords and a purse containing 37 Shards. 

Turn to 258. 

655 
You give them directions to the abbey. The goddess must be 
pleased at this, because you receive the benefit of her blessing. 
In the Blessings box on your Adventure Sheet, write 
SCOUTING reroll (once only). The blessing works by allowing 
you to make a second attempt at a SCOUTING roll that you've 
failed. Whether or not the reroll works, the blessing is then 
used up. Now turn to 355. 

656 
The pirates pull alongside and cast grappling hooks to seize 
your vessel. Within moments they are swarming aboard. You 
offer them your goods, but plead for the freedom of your 
crew. Make a CHARISMA roll at a Difficulty of 15. 

Successful CHARISMA roll turn to 510 
Failed CHARISMA roll turn to 535 

657 
A huge shaggy warhorse with a coat of kelp and eyes like phos­
phor comes galloping out of the deeps to attack you. There is 
no point in running - it would soon outdistance you. You 
must fight. 

Ekushka, COMBAT 6, Defence 7, Stamina 10 
If you win, turn to 705. 

658 
You are drinking at a tavern when you notice a familiar face 
peering at you from behind a curtain. However, when you go 
over and throw back the curtain there is no one to be seen. 

Later you notice a chalky taste in your beer. Too late, you 
realize it is poisoned! If you have a blessing of Immunity to 
Disease/Poison then you are all right (remember to cross off 
the blessing now it's used up). Without that blessing, the poi­
son causes your skin to break out in grey blotches: lose 1-6 
from your CHARISMA (down to a minimum score of 1). 

After altering your Adventure Sheet if need be, tum to 223. 

659 
The pirate vessel crunches into the side of your ship. The 
attackers swarm aboard, screaming the war-cry that has struck 
terror into many brave hearts over the centuries. Your men 
square off grimly with hooks, belaying-pins and anything else 
that comes to hand. They will die fighting rather than be 
enslaved. 

Roll three dice if you are a Warrior, or two dice if you 
belong to any other profession. Add your Rank to this roll. 

Then, if your crew is poor quality, subtract 2 from the total. 
If the crew is good quality, add 2. If the crew is excellent 
quality, add 3. 

Score 0-4 Calamity; you are killed tum to 560 
Score 5-9 Crushing defeat; lose 

2-12 Stamina tum to 535 
Score 10-13 Forced to give in; lose 

1-6 Stamina tum to 510 
Score 14-17 The pirates withdraw tum to 198 
Score 18+ Outright victory tum to 683 

660 
The mermaid trills with merriment, but does not seem to 
understand your words. You must impress her with your 
innate charm, otherwise she will get bored and swim off. Make 
a CHARISMA roll at a Difficulty of 14. 

Successful CHARISMA roll tum to 708 
Failed CHARISMA roll tum to 335 

661 
Your chamber contains a plush four-poster bed where you can 
rest after your travels. The best food and drink is brought to 
you. If you are wounded, restore your Stamina to its normal 
unwounded score. 

In one comer of the room is a locker where you can leave 
money or possessions for safe-keeping. To do this, just cross 
the item off your Adventure Sheet and write it in the Locker 
Box here. Similarly, you can take any money or possessions 
you left here earlier. 



Locker Box 

When you are ready to leave your chamber, turn to 342. 

662 
You present the Baroness with 100 Shards (or all that you're 
carrying, if you don't have that much on you). 'What is mere 
wealth?' you declare gallantly. 'I exist only to serve you, my 
lady.' 

Sir Debrumas accepts the money on Vanna's behalf, as it is 
not seemly for one of high noble birth to handle the coins of 
merchants. You are escorted from the court and fetched back 
later for a banquet. If injured, recover 1 Stamina point (up to 
the limit of your normal unwounded score). 

The next day you awaken refreshed and ready for any 
adventure. Turn to 342. 

663 
Vanna tells you that a ship has been made ready for you in 
Ringhorn harbour. 'Now perhaps you can do something about 
those dreadful Reavers,' she says. 'I'm told they prey on any 
shipping that comes close to their shores.' 

Note on the Ship's Manifest that you now have a barque 
docked at Ringhom. The crew is of average quality. 

Turn to 342. 

664 
A thick serpentine body with many heads rises up from behind 
the rocks. The venom spilling from its jaws produces plumes of 
acidic vapour where it touches the ground. 

Fight the hydra 
Run away 

turn to 267 
tum to 290 
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665 
The next day you go back to see what has become of the item 
you left. The money has gone, as you expected. Roll two dice 
(three dice if you're an initiate of Molhern) and add 1 for every 
full 300 Shards you left as payment: 

Score 2-6 
Score 7-9 
Score 10-12 
Score 13-15 
Score 16-18 
Score 19-21 
Score 22+ 

The item has gone 
The item is unchanged 
The item is upgraded by + 1 
The item is upgraded by +2 
The item is upgraded by + 3 
The item is upgraded by +4 
The item is upgraded by + 5 

An upgrade on armour increases its Defence bonus; an 
upgrade on a weapon increases its COMBAT bonus. 

When you have made the necessary adjustments to your 
Adventure Sheet, turn to 97. 

666 
The sigh of the wind as it swirls around the tors sounds like the 
sharp intake of breath between the teeth of a giant. 

Go north tum to 5 71 
Go south 
Go east 
Go west 

667 

tum to 521 
tum to 546 
tum to 396 

His story concerns a man who found a copper pot under a tree 
stump. He wisely left a little silver in this, and was rewarded 
with health and good luck. He told his lazy brother about the 
pot, and he did the same. But the brother wasn't content with 
just health and luck, so he tried to bribe the faery folk with 
bigger and bigger gifts. Finally they gave him a wart so big that 
it covered his whole face. 

A cautionary tale which certainly seems to have quietened 
the local children down. Get the codeword Blemish and tum to 
235. 

668 
If you have the codeword Blemish, turn to 682. If not, turn to 
706. 

669 
You meet a thatcher who is giggling to himself about how 
much money he's making. He explains his techmque over a 
flagon of cider: 'I arrive in a village and sell shares in the 
thatching of the roofS.' 

You're puzzled. 'But surely you don't own the roofS? The 
villagers do.' 
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'Ah, but then I point out that if they buy shares in a neigh­
bour's roof, they'll be able to charge him rent.' 

'People would have to be stupid to fall for that!' 
He grins. 'Good thing they are, then. I make a pretty penny 

selling people their own roofS, I can tell you.' 
Perhaps you're in the wrong line of work. Turn to 265. 

670 
A pirate ship bears down on you without warning. To your 
amazement, the captain decides to stand and fight. 'I'll not run 

from these sea-dogs!' he snarls. Roll three dice and add 3: 
Score 6-13 You're defeated; lose 

1-6 Stamina turn to 510 
Score 14+ The pirates withdraw 

671 

The War- Torn 
Kingdom 140 

If you have the codeword Baluster, tum to 586. If not, tum to 
634. 

672 
Plucking at your sleeves with damp ethereal fingers, the spirits 
lead you to shallow water below the torrent. Here you can see 
a heavy jade ring set into the riverbed. When you pull it, the 
waterfall miraculously stops as though a tap had been turned 
off. In the rock face beyond, there are two caves. 

Enter the right-hand cave turn to 696 
Enter the left-hand cave turn to 720 
Leave now turn to 716 

673 
'Hey, you!' cries an incredulous voice. 'What are you doing?' 

You look up from the carcass of the dead bull. 'This bull 
attacked me .. .' 

'Course it did!' says the farmer. 'Didn't you have enough 
sense to stay out of its field? That was my prize bull, I'll have 
you know. I've a good mind to send for the militia.' 

He forces you to pay 150 Shards as compensation. (If you 
don't have that much, give him whatever you have.) Still, at 
least you get the chance to increase your COMBAT score by 1 if 
you can roll higher than your current COMBAT on two dice. 

Then tum to 199. 

674 
The barrow wight is held at bay, allowing you to make your 
escape. Tum to 222. 

675 
A heavy hand descends on your shoulder. Hot blood-soaked 
breath warms your neck but chills your spine. If you have a 

peacock feather, turn to 699. Otherwise you are gobbled up 
suddenly by the fiend and that is the end of you, tum to 560. 

676 
The snake does not notice you cast a swift dowsing spell. Now 
you know which door leads to the treasure. You point to it 
confidently. 

Again the gem flickers with light. Slowly four of the other 
doors creak open, each revealing a poison-tipped dart that 
would have slain you if you had chosen that door. Now only 
two doors remain unopened, says the snake. Do you wish to cleave to 
your original choice? I'll give you a last chance to change your mind. 

Stick with your first choice tum to 7 48 
Choose the other closed door instead tum to 724 

677 
The simpletons are trying to get their cow to climb up a ladder 
on to the roof of their house, where they have noticed some 
stalks of grass growing in the thatch. 

'Go on, Daisy!' urges one of the seven fools, giving the 
reluctant cow a shove. 

'Why don't you climb the ladder, cut the grass and throw it 
down to the cow?' you suggest. 

They are so pleased that they invite you to stay with them 



for a few days. If injured, you can recover 1-6 Stamina points 
(roll one die for how many) before setting out on your way. 

Tum to 265. 

678 
The brigands accept your surrender. They take all your cash 
and, for good measure, also divest you of your possessions. 
You are left with scarcely a scrap of cloth to cover yoursel£ 

'Next time you'll know not to be so argumentative,' says 
the leader of the brigands as they run off. 

Cross all cash and possessions off your Adventure Sheet, 
then tum to 258. 

679 0 
If the box is empty, put a tick in it and tum to 703. If the box 
was ticked already, tum to 727. 

680 
The prow of the pirate vessel crunches into your ship's side. 
The attackers swarm aboard, screaming the war-cry that has 
struck terror into many brave hearts over the centuries. Your 
men square off grimly with hooks, belaying-pins and anything 
else that comes to hand. They will die fighting rather than be 
enslaved. 

Roll three dice if you are a Warrior, or two dice if you 
belong to any other profession. Add your Rank to this roll. 

Then, if your crew is poor quality, subtract 2 from the total. 
If the crew is good quality, add 2 to the total. If the crew is 

excellent quality, add 3. 
Score 0-4 Calamity; you are killed tum to 560 
Score 5-9 Crushing defeat; lose 

2-12 Stamina tum to 535 
Score 10-13 Forced to give in; lose 

1-6 Stamina 
Score 14-17 The pirates withdraw 
Score 18+ Outright victory 

681 
Cross off the codeword Boysen. 

tum to 510 
tum to 358 
tum to 752 

As darkness approaches, the retreating water uncovers a flat 
expanse of tidal flats dotted with seaweed-clumped boulders. 
Crabs run to and fro searching for scraps. Then you see a car­
riage rumbling in your direction. It is pulled by two huge 
green horses and seems to have risen straight out of the sea. 

The carriage stops and a familiar figure with a flute climbs 
out. 'Ah, you solved my riddle,' he says with a smile. 'Or is it 
just luck that brings us both here at this time? Well, it doesn't 

matter.' 
He hauls a chest out of the back of the carriage and is about 

to give it to you when he spots a seashell lying in the wet sand 
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at his feet. Picking it up, he says: 'Tell you what - would you 
rather have what's in the chest, or what's in this shell?' 

Take the chest tum to 729 
Take the shell tum to 753 

682 
In a hole under an oak tree you find an old copper pot. You 
recall hearing an old folktale in which a man left 50 Shards in 
such a pot and was rewarded by the faerie folk. 

Leave 50 Shards in the pot 
Go on your way 

683 

tum to 754 
tum to 349 

You help yourself to the pirates' treasure, which amounts to 
450 Shards. Record it on your Adventure Sheet. Their hold 
contains 1 Cargo Unit of grain, which you can add to your 
own cargo if you have room for it. Your mate advises taking 
the pirate captain's head. 'A grisly trophy, perhaps, but often 
there's a reward if you have proof you've slain such a devil.' 

You also get a chance to increase in Rank after your stirring 
leadership in battle. Roll two dice, and if the result is greater 
than your current Rank then you gain a Rank. You also gain 

1-6 Stamina points permanently: increase your normal 
(unwounded) Stamina score by the roll of one die. Remember 
that going up a Rank increases your Defence. 

Once you have made the necessary adjustments to your 
Adventure Sheet, tum to 198. 

684 
The sailors clap their hands and roar with approval as the 
comely mermaid strikes elegant poses in the water. She does 
not realize they are just trying to lull her natural wariness until 
you and the mate can cast a net. 

Suddenly you act. Wide-eyed, she watches the net hurtle 
above her through the air. Her mouth distorts into a comical 
expression of surprise as she tries to veer away. To catch her 
you must roll one die and score less than or equal to your 
Rank - if you roll higher than your Rank, the net missed her. 

Catch her in the net tum to 732 
She gets away tum to 7 56 

685 
Without warning, you lunge at the baroness's throat. Her 
nearest sentries dash forward to grab you, but they may already 
be too late. Make a COMBAT roll at a Difficulty of 16. If suc­
cessful, you managed to snap Vanna's neck before the sentries 
could stop you. A failed COMBAT roll means they drag you off 
before you can complete the deed. 

Either way, your life is forfeit. Sir Debrumas draws his knife 
and plunges it into your heart. Your head will adorn the spiked 
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gateway outside the castle, as a warning to all assassins, and 
Estragon the wizard will see to it that you are never restored to 

life. 

686 
If you have the codeword Bisect, turn to 710. If not, tum to 

734. 

687 
You pick up a man who you find clinging to a broken 
bowsprit. He tells you his vessel was wrecked in a storm. 'It 
seems I alone survived to tell the tale,' he says as he tucks into 
the food you set out for him in your cabin. 

Roll two dice: 
Score 2-5 tum to 711 
Score 6-8 
Score 9-12 

tum to 735 
tum to 759 

688 
A group of Mannekyn People flit down from the crags to 
speak with you. They look like monkeys with mauve velvety 
fur and bat-like wings. They ask if you know one of their 
species by the name of Tekshin. 'He left us to make a living in 
the lands of men, after losing his wings to Pogreta the witch in 
a foolish gambling game.' 

Get the codeword Bullseye and tum to 640. 

689 
You are in a vast chamber. It is dark and hazy with blue 
resinous smoke. Glimmering lamps sparkle along the distant 
walls. Ravens flutter among the high black rafters. 

Trestles line the room. Seated there are countless people 
with white faces and red rheumy eyes. Something draws your 
eyes to the far end of the hall, where a cowled figure sits on a 
gnarled wooden throne. 

Sit at a trestle tum to 723 
Approach the cowled figure tum to 7 4 7 
Try to leave tum to 771 

690 
The sky is filled with grey scudding clouds, racing ahead of the 
wind like ghostly galleons in full sail. 

Go north tum to 496 
Go south 
Go east 
Go west 

691 

tum to 521 
tum to 446 
turn to 546 

'Confess your sins,' says the pardoner you meet along the road. 
'For a small fee I can grant you absolution.' 

'How small?' 

'Seven Shards.' 

Pay his fee 
Pass on by 

692 

tum to 715 
tum to 11 

Gradually you begin to see distinct silvery figures wavering in 
the air in front of you. 'We are the spirits of the waterfall,' they 
whisper to you. 'We can show you great treasure, but only 
once.' 

'One great treasure is enough,' you reply glibly. 
'You misunderstand. It is not easy to get the treasure. There 

are snares and challenges. You will have only one chance. If 
you have not seen and decoded the plaque, you can only rely 
on luck.' 

Enigmatic. What will you decide? 
Tell them to show you the treasure 
Leave 

693 

tum to 648 
tum to 716 

You are surprised to meet a herald in the livery of the High 
King of Old Harkuna. 'Surely the throne is vacant?' you say. 
'The barons have now divided the old kingdom among them­
selves.' 

The herald nods. 'This is true. But my father's father served 
the last High King, and I have sworn to continue the family 
tradition.' 

You watch him ride off. His cause is futile but honourable. 
Tum to 310. 

694 
There is talk of a valuable gem that has recently arrived on a 
ship from Uttaku. 

Steal the gem tum to 618 
Let it pass tum to 48 

695 
The innkeeper charges an exorbitant 3 Shards a day for board 
and lodging. Each day you spend here, you can recover 1 
Stamina point if injured, up to the Jimit of your normal 
unwounded Stamina score. When you are ready to leave, tum 
to 81. 

696 
You enter the cave and edge forward through the gloom. After 
a while you hear a thundering noise. It is coming from further 
down the tunnel. 

Suddenly a torrent of water comes rushing forward to 
engulf you. Lose 2-12 Stamina points (the roll of two dice) 
and, if you survive, turn to 689. 



697 
The bull catches you on its horns and tosses you over the 
hedge, where you land in a pile of manure. A group of nearby 
peasants find this hilarious. Lose 1-6 Stamina points and all 
your dignity. Also lose 1 point off your COMBAT score because 
of the damage to your confidence. Then turn to 199. 

698 
Looting the wight's burial mound, you discover treasure worth 
200-1200 Shards (roll two dice and multiply by 100). Add this 
to the cash on your Adventure Sheet and then turn to 222. 

699 
You thrust the peacock feather over your shoulder, tickling 
the fiend's nose so that it sneezes violently. As you feel its grip 
loosen, you break free and run for all you're worth until you 
are safely away from Castle Orlock. Turn to 268. 

700 
There is nothing to guide your choice. You will have to rely 
on luck. Selecting a door at random, you point to it. 

Again the gem in the snake's head gives a flicker of magical 
light and four of the other doors slowly open, each revealing a 
poison-tipped dart that would have slain you if you had chosen 
that door. Now only two doors remain unopened, says the snake. 
Do you wish to hold to your original choice? I'll give you a last chance 

to change your mind. 
Stick with your first choice 
Choose the other closed door instead 

701 

turn to 724 
turn to 748 

It is late afternoon when you cross a bridge near a mill pond. 
The seven fools are wading around at the water's edge with 
rakes in their hands, lunging at the pond. They seem quite agi­
tated, and when you ask what the matter is one replies: 'Just 
look! The moon's gone and fallen into the pond, and we better 
have her out by nightfall or who knows what trouble there'll 
be.' 

You explain it is just the reflection of the moon, which is 
palely visible in the sky by this hour. The fools are so relieved 
that one of them presents you with a four-leaf clover. Note it 
on your Adventure Sheet and then turn to 265. 

702 
Two brigands leap out from hiding and menace you with their 
swords. One is behind you, one in front. 'Give it up,' they 
advise. 'Money's not worth getting killed over.' 

Fight them 
Run off 
Hand over your cash 

turn to 726 
turn to 750 
turn to 384 
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703 
You are given a bed beside the hearth in the common-room. 
There are no other guests. 'We don't get many travellers in 
these parts,' explains the innkeeper as he bids you good night. 

In the middle of the night you hear a knock on the door. A 
voice calls from outside: 'Is anyone awake? Let me in.' 

Open the door turn to 775 
Go back to sleep turn to 385 

704 
A stranger in grey robes sits on the steps of a horse-drawn car­
riage playing a bulbous flute. As you approach, he looks up and 
smiles. His teeth gleam white in the beams from the rising 
moon. He says: 

'Read me this riddle and read it aright: 
Where shall I next from my carriage alight? 
It's east of the sunset, west of the moon, 
North of the sea, o'erlooked by a dune. 
Such is the spot where we'll make our tryst -
But be prompt, for sometimes it doesn't exist.' 

Get the codeword Boysen. If you have the codewords Bastion 
or Brush, cross them off. 

The pipeman starts to get back up into his carriage. Pausing, 
he turns and gives you a wink. 'Mind you go straight there,' he 
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says. 'I can't abide being kept waiting.' 
The horses need no touch of whip to stir them, nor reins to 

guide them. As soon as the door of the carriage closes, they are 

off. Tum to 222. 

705 
You are on a stretch of windswept shoreline. There is nowhere 
to go but up the path to the clifftop. Turn to 373. 

706 
In a hole under an oak tree you find an old copper pot, 
which you can take if you wish. Then turn to 349. 

707 
Instead of sails, the wizards' ship is propelled by a peculiar web 
of thin copper wires that produces a subsonic hum. You see 
the three wizards who command the ship standing in the 
prow, above a :figurehead shaped like the snout of a sabre­
spined dragon. Their long robes of blue and violet silk are dec­
orated with patterns of silver filigree. 

Attack the wizards 
Go al<?ngside and hail them 
Sail on 

708 

turn to 731 
tum to 755 
turn to 335 

The mermaid seems quite taken with you. Coming right up to 
the side of the ship, she reaches out of the water and beckons 
you to lean over to her. Your sailors give a cheer as she takes a 
mother-of-pearl comb from her hair and touches you with it 
before shyly diving down out of sight. 

'That's a good omen, Captain,' affirms the cabin boy. 'The 
touch of a mermaid's comb gives protection from plague.' 

Note on your Adventure Sheet that you now have 
Immunity from Disease/Poison. This blessing will work once to 
allow you to ignore the effect of disease or poison. 

Now turn to 335. 

709 
To qualify for a boon you must either have the title 'Paladin of 
Ravayne' or succeed at a CHARISMA roll at a Difficulty of 16. 

Request granted turn to 591 
Request refused tum to 342 

7100 
If the box here is not ticked, put a tick in it now and then tum 
to 758. If it is ticked already, tum to 734. 

711 
The shipwrecked mariner is suffering from a curse which now 
affects your ship too. Turn to 484. 

712 
East of here, the mountains become a sheer column of rock 
reaching up to the edge of heaven. Westwards stretches the 
Spine of Harkun, said to be the vestiges of a fallen god of 
ancient times. 

Go west 
Go east 
Go south 
Go north 

tum to 282 
The Plains of Howling Darkness 300 

tum to 372 
The Plains of Howling Darkness 200 

713 
You can get lodging here for 1 Shard a day. Each day you 
spend here allows you to recover 1 Stamina point if injured. 
(Remember that your Stamina cannot go higher than its nor­
mal unwounded score.) When you are ready to leave, tum to 
191. 

714 
Louring hills spread across the horizon in all directions. The 
incessant breeze makes the heather sway like a living thing, but 
you sense you are alone here on the heath. 

Go north tum to 738 
Go south 
Go east 
Go west 

715 

tum to 496 
tum to 521 
tum to 546 

Remember to cross off the 7 Shards. The pardoner gives you a 
special blessing. This allows you to reroll any failed SANCTITY 
roll once. After making a second attempt at the roll, whether 
successful or not, the blessing is used up. 

Write SANCTITY reroll (one use) under the blessings on 
your Adventure Sheet. Then turn to 11. 

716 
You are on the banks of the Rainbow River where it mean­
ders between the Haunted Hills and the dreaded Forest of the 
Forsaken. 

Follow the river south 
Go west 
Go east 
Go up into the Haunted Hills 
Enter the Forest of the Forsaken 

717 

tum to 237 
turn to 30 

tum to 122 
tum to 305 

turn to 7 

You meet the wizard Estragon on a lonely stretch of road at 
dusk. With his wild stare and streaming silver beard, he looks 
alarming ;nough. But then you notice you can see right 
through him. 

'This isn't my real self, just a psychic projection,' he says. 



'Visit me at Castle Ravayne. I might have a quest for you.' 
Turn to 310. 

718 [J 

If the box above is empty, put a tick in it and turn to 53 7. If it 
was ticked already, turn to 562. 

719 
You go out into the meadows as soon as the sun rises. Early as 
you are, the place is already teeming with other prospectors 
and you are forced to make do with a patch of hard soil that 
you sift through until late afternoon. 

Roll two dice: 
Score 2-4 turn to 395 
Score 5-8 
Score 9-12 

turn to 420 
turn to 445 

720 
The tunnel is in darkness. You will need either a lantern or a 
candle to proceed. If you use a candle, cross it off your 
Adventure Sheet, as it is only good for one use. 

Proceed along tunnel 
Do not have lantern/ candle 

721 

turn to 744 
turn to 716 

You are grabbed and hauled in front of the Piepowder Court: 
seven ruddy-cheeked farmers in homespun smocks who barely 
know a half-dozen paragraphs of criminal law between them. 
Although you protest your innocence, as a stranger in the dis­
trict you are convicted of theft. You are fined all your cash 
(cross it off your Adventure Sheet), given a birching and then 
left in the stocks to be pelted with rotten fruit. Turn to 199. 

722 
You lead it a merry chase until dawn when, caught by surprise 
in the full rays of the rising sun, it gives a mournful howl and 
dissolves away like mist. Tum to 698. 

723 
One of the white-faced company pulls you down on to the 
bench beside him. A cup of thin black liquor is pressed into 
your hand. 'Drink deep,' says a sepulchral voice, 'for the grave 
has few other comforts.' Turn to 560. 

724 
You open the door and a steel bolt shoots out. Lose 3-18 
Stamina points (the total of three dice). Even if you survive, 
you also have to worry about the poison on the bolt's tip, 
which will slay you unless you have a blessing of Immunity to 
Disease/Poison. (If you do have such a blessing, remember to 
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cross it off your Adventure Sheet now it is used up.) 
If you survive, you stagger to your feet to find the snake and 

the six doors have vanished. Turn to 93. 

725 
You find seven simpletons weeping beside a stream. 'Oh woe!' 
cries one. 'Our friend is missing- we think he's drowned.' 

'You think he's drowned? You don't know for sure?' 
'We only noticed him missing when it was time for us to go 

home. We counted ourselves to check we were all here, but 
even though seven left this morning, now there are but six.' 
He counts his friends: 'One, two, three, four, five, six. You 
see?' 

You point out that he's forgotten to count himsel£ 
'So no one drowned at all!' they say, brightening up. 'How 

can we ever repay you?' 
'For what?' 
'Why, for saving our poor drowned friend.' 
You cannot help laughing at their idiocy. This is a story you 

can dine on for weeks. Roll two dice. If the total is higher than 
your CHARISMA, increase your CHARISMA score by 1. Then 
turn to 265. 

726 
They have an accomplice in hiding who shoots you with an 
arrow. Roll one die and subtract your armour's Defence bonus 
(if you have any armour). The remainder is the number of 
Stamina points you lose. The third brigand then leaps up to 
join his comrades. Fight them one after the other: 

First Brigand, COMBAT 5, Defence 6, Stamina 4 
Second Brigand, COMBAT 4, Defence 5, Stamina 4 
Third Brigand, COMBAT 3, Defence 4, Stamina 3 
Defeat them turn to 353 
Surrender and beg for mercy turn to 384 

727 [J 

If the box is empty, put a tick in it and tum to 751. If the box 
was ticked already, turn to 385. 

728 [J 

The distant lilt of strange music echoes eerily through the dusk 
from beyond a thick copse of trees. If the box above is not 
ticked, tick it now and tum to 704. If it is ticked already, tum 
to 486. 

729 
You eagerly throw open the lid. An aroma of salt and tar rises 
from the chest. Inside is a pearl breastplate (Defence +6) 
and a coral spear (COMBAT +2). Record these on your 
Adventure Sheet. 
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Bidding you farewell, the *anger climbs back into his car­

riage. 'Wait,' you ask. 'Who are you?' 
His reply is almost drowned out by the fierce whinny of the 

horses: 'They call me Dom Daniel...' 
As the carriage turns and speeds back towards the sea, you 

hear the lilting music of Dom Daniel's pipe keening on the 

wind. Turn to 705. 

730 
You sneak on to the ship, tiptoe into the captain's cabin while 
he's sleeping off a rum-soaked evening, and steal the gem. The 
next day you fence it for 400 Shards. Add this to your money 
and then turn to 48. 

731 
They retaliate by hurling spells to distort the weather. The sky 
turns to the colour of burning pitch. Waves lash the sides of 
your ship. 'Merciful gods!' cries the mate. 'This is no natural 

storm. We've had it, skipper!' 
To counter the wizards' spells, you must make a MAGIC roll 

at a Difficulty of 16. 
Successful MAGIC roll 
Failed MAGIC roll 

732 

turn to 776 
turn to 459 

The net is hauled up out of the water and bundled aboard. 

Despite her slender frame, the mermaid struggles like a fren­
zied shark, thrashing the deck with her tail and spitting curses 
in the liquid tongue of the undersea folk. 

The mate steps forward and cracks her over the head with a 
cudgel, laying her out cold. A hasty search yields only a mer­
maid's comb and coral-red tresses. Either of these can be 
sold at any market for 50 Shards. 

At the mate's advice, you order the mermaid thrown back 

into the sea before she can come round and lay a curse on the 
ship. As she sinks below the waves, you raise the mainsail and 

resume your voyage without further delay. Tum to 335. 

733 
'You wish to serve this noble household?' replies Baroness 
Vanna. 'In what capacity?' 

What will you suggest? 
Spying on her foes 
A diplomatic mission 
Slaying a monster 
Making a map 
Denounce a traitor 
Pay a cash tribute 

turn to 757 
turn to 777 
turn to 391 
turn to 416 
tum to 686 
turn to 662 

734 
Which of Vanna's knights will you accuse of plotting against 

her? The three who are closest to her would logically have the 
best opportunity to betray her: 

Sir Fontesque 
Sir Parpulax 
Sir Gargin 

735 

turn to 392 
turn to 417 
turn to 442 

The man you have rescued turns out to be a wealthy merchant 

from Metriciens. He writes you out a letter of credit amount­
ing to 300 Shards. Add this sum to the money on your 
Adventure Sheet. 'It is a small price to pay for my life!' declares 
the man, shaking your hand. Tum to 358. 

736 
Get the codeword Bunting. Delete the parchment from your 
Adventure Sheet and note that you now possess a map of the 
mountains instead. Once you've done that, turn to 712. 

737 
It costs 1 Shard a day to stay at the inn. During the time you 
spend here, you will recover 1 Stamina point if injured, up to 
the maximum limit set by your normal unwounded Stamina 
score. 

When you are ready to leave, turn to 217. 

738 
You quicken your pace, sensing that something important lies 
just ahead. 

Go north turn to 496 
Go south 
Go east 
Go west 

739 

turn to 521 
turn to 546 
turn to 762 

You can recover 2-12 lost Stamina points (the roll of two dice) 
if injured. Remember that you cannot have more Stamina 

points than your normal unwounded score. Now it is time for 
you to travel on once more. Turn to 74. 

740 
The pilgrims are on their way to the Abbey of Lacuna, the 
goddess of the moon. 

If you are an initiate of Lacuna, turn to 655. If not, you can 
only bid them a safe journey, turn to 355. 

741 
Your short-cut across a seemingly empty field proves to be 
unwise. You are suddenly charged by a ferocious bull which is 



intent on decorating its horns with your lower intestine. 
Run for it turn to 199 
Stand and fight turn to 649 

742 
You get to hear about a spice shipment from Ankon-Konu 
that is due to arrive in port within a few days. 'I got the news 
from a wizard who's just come from Dweomer,' says the mer­

chant who is telling you this. 
'How come his ship got here before the one with the spice?' 
He gives you a knowing smirk. 'I said he's a wizard. He 

probably flew here on a demon's back!' 
If you want to invest in the market on the basis of this infor­

mation, decide how much you're investing (in multiples of 
100 Shards) and then turn to 594. 

If you aren't interested in making an investment, turn to 48. 

743 
A vagabond in ragged clothes tells you he has lately returned 
from the Feathered Lands, which lie far to the south across the 
ocean. 'It is a land of marvels,' he avers. 'There is a hole right 
through the world there, and men study the stars through it. 
Another town is built around the feet of a great colossus that 
holds up the sky. On the east coast are plains where a tribe of 
gold-skinned men feud with a tribe who have blue skins. In 
the deepest desert they keep a flotilla of ships, and in the west­
ern jungles I saw clumps of moss crawling like caterpillars.' 

By comparison, Golnir is quite humdrum. Turn to 246. 

744 
The tunnel leads to a chamber deep inside the cliff. Stalactites 
as fine as silver threads hang from the ceiling, surrounding a 
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table of rock where there are three chests. One is of corroded 
copper, one of rusty iron, and one of tarnished silver. 

Open the copper chest turn to 7 68 
Open the iron chest turn to 402 
Open the silver chest turn to 427 

745 
You underestimated the potency of the local brew. Unless you 
have a blessing of Immunity to Disease/Poison, you wake up 
in a ditch with a pounding headache. It is midmorning and the 
fur is packing up. You have lost half your money (cross it off 
your Adventure Sheet) but have somehow managed to acquire 
a candle, a silver horseshoe and a peacock's feather. Turn 
to 199. 

746 
With silent efficiency, the highwaymen divest you of your 
purse. Cross off all the money on your Adventure Sheet, then 
turn to 55. 

747 
Your footsteps echo hollowly on the polished panels of the 
floor. The cowled figure peers down at you and says: 'Blood 
and breath, sweat and sinew. Here is one from the land of 
mortals, who still bears the special stench of life. You did not 
come here by the usual route, mortal.' 

If you are an initiate ofTyrnai turn to 784 
If an initiate ofNagil turn to 405 
Otherwise tum to 723 

748 
You ease the door open with bated breath, fearing at any 
moment that something horrible will leap out to confront you. 
But the snake was as good as its word - or as good as its 
thought, rather. Beyond the door lies a heap of treasure 
amounting to 400 Shards. Add this sum to your Adventure 
Sheet. 

There you are, says the snake telepathically. You sense an 
undercurrent of satisfaction in its mind. Has it tricked you 
somehow? Is there an even greater treasure beyond the other 
door? 

Open the other closed door as well turn to 724 
Leave now turn to 93 

749 
It begins to drizzle with rain. Strolling along, you see seven 
worried shepherds wading about in the middle of a stream 
waving their crooks in the air. Their dogs are watching in 
amazement from the bank. 'Whatever are you doing?' you ask. 

'We've decided to herd fish instead of sheep, because you 
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can't sell mutton on Friday,' replies one. 
'But now it's raining, we're trying to round the fish up so 

they don't get wet,' puts in another. 
Shaking your head, you set off down the road. Turn to 265. 

750 
A third brigand, who had remained in hiding in case you made 
a break for it, now leaps up and looses off an arrow. Roll one 
die and subtract your armour's Defence bonus (if you have any 
armour). The remainder is the number of Stamina points you 
lose. 

If you survive, you race off with the three brigands in close 
pursuit. To shake them off you must make a SCOUTING roll at 
a Difficulty of 10. If you fail, they'll catch you. 

Successful SCOUTING roll 
Failed SCOUTING roll 

751 

turn to 78 
turn to 384 

You are given a nourishing plate of stew with hunks of freshly 
baked bread, washed down with cool refreshing ale. While 
you eat, the innkeeper makes you up a bed in the cosy nook 
beside the hearth. 

If you have a blessing of Immunity to Disease/Poison, cross 
it off and turn to 385. Otherwise turn to 560. 

752 
You help yourself to the pirates' treasure, which amounts to 
750 Shards. Record it on your Adventure Sheet. Their ship's 
hold contains 1 Cargo Unit of minerals, which you can add to 
your own cargo if you have room for it. Your mate advises 
taking the pirate captain's head. 'A grisly trophy, perhaps, 
but often there's a reward if you have proof you've slain such a 
devil.' 

You also get a chance to increase in Rank after your stirring 
leadership in battle. Roll two dice, and if the result is greater 
than your current Rank then you gain a Rank. You also gain 
1-6 Stamina points permanently: increase your normal 
(unwounded) Stamina score by the roll of one die. Remember 
that going up a Rank increases your Defence. 

Once you have made the necessary adjustments to your 
Adventure Sheet, turn to 358. 

753 
The stranger holds the shell to your ear. At first there is noth­
ing to be heard, but then a spectral voice begins to whisper. It 
tells you many secrets of ancient wisdom. 

Gain one Rank. Going up in Rank will increase your 
Defence, and also gives you an additional 1-6 Stamina points 
permanently - i.e. increase your unwounded Stamina score by 
the roll of one die. 

Bidding you farewell, the stranger climbs back into his car­
riage. 'Wait,' you ask. 'Who are you?' 

His reply is almost drowned out by the fierce whinny of the 
horses: 'They call me Dom Daniel.' 

As the carriage turns and speeds back towards the sea, you 
hear the lilting music of Dom Daniel's pipe keening on the 
wind. Turn to 705. 

7540 
If the box is empty, put a tick in it and turn to 619. If it was 
already ticked, turn to 643. 

755 
The wizards say you should apply to one of the sorcerous col­
leges in Dweomer, but not to bother if you're a priest. 'To be 
godly, a person must close their mind to life's mysteries.' 

Thanking them for their advice, you sail off. Turn to 335. 

756 
The mermaid says something in an unknown language. It is 
only a single word and, though she only seems to whisper, it 
resounds across the water like the tolling of a bell. Then, giving 
you a last look of satisfaction, she dives under the grey pall of 
the sea. 

'That's scuppered us,' says the mate grimly. 'We're cursed 
now for sure.' 

Turn to 434. 

757 D 
If the box above is empty, put a tick in it now and turn to 441. 
If the box is ticked and you have the codeword Element, tum 

to 466. If the box is ticked and you do not have Element, turn 

to 491. 

758 
You give proof of treachery on the part of Sir Bredubar, 
Vanna's own half-brother. He screams oaths of vengeance at 
the top of his lungs and lunges towards you with drawn dag­
ger, but the Baroness' guards haul him away. 

'I shall not even execute him,' says Vanna. 'He does not 
deserve a clean death. Let him rot in the dungeons.' 

Get the codeword Bashful and turn to 342. 

759 
The man was pilot aboard a merchant ship that plied the trad­
ing routes between Chambara, Smogmaw and Metriciens. 
During the journey he teaches you something of the science of 
navigation. Roll two dice, and if you get higher than your 
SCOUTING score, add 1 to it. 

Then turn to 358. 



760 0 
If the box above is empty, put a tick in it and turn to 469. If it 
is already ticked, turn to 172. 

761 
The Saucy Goblin Inn has a tariff of 1 Shard a day. During the 
time you spend here, you will recover 1 Stamina point (if 
injured) up to the maximum limit set by your normal 
unwounded Stamina score. When you are ready to leave, turn 
to 242. 

762 0 
If the box is empty, put a tick in it and turn to 471. If it is 
ticked already, turn to 496. 

763 
You spend weeks in meditation and study. Roll one die. If the 
number rolled is higher than your MAGIC score, increase it by 
1. 

'Books alone are not enough. You must also study the 
secret patterns of nature,' says the monk in charge of the scrip­
torium. 

Taking this advice to heart, you set out again on your trav­
els. Turn to 74. 

764 
It is the first time you have seen an entire village reduced to 
panic because of one bent-backed old woman. 'Can't you see 
the marks of plague on her face?' screeches one man, his face 
contorted in hate. 'She must be cast out!' 

'Please .. .' wheezes the old woman. 'I only want a cup of 
water, then I'll be on my way.' 

Give her the water 
Ignore the incident 

765 

turn to 453 
turn to 355 

You cannot resist the temptation to stop off at the fair. Two 
whole fields are covered with gaudily coloured tents and stalls 
where you can watch juggling, acrobatics, dancing bears and 
singing birds. Roll two dice: 

Score 2-4 Taken for a thief 
Score 5-7 
Score 8-12 

Get drunk on nettle beer 
Win a prize 

766 

tum to 721 
turn to 745 
turn to 769 

You hear a tale of a merchant who resolved to do business 
with the trau, the eldritch race that dwells in caverns below the 
world. Unfortunately the merchant did not foresee that the 
trau have no use for human coinage. They bundled him up 
and took him off to their subterranean lairs. 
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'What did they do with him?' you ask the man who is 
telling the story. 

He's not sure. 'Boiled him down to make oil for their 
lamps, I expect.' 

Turn to 48. 

767 
A troll emerges from behind a rock, casting his net to entangle 
you. His three heads converse on the topic of how you should 
be cooked: 

'Boiled!' declares the head with lurid red eyes. 
'Pahl Stewed,' asserts the head with tusks. 
'Roasted, surely?' suggests the smallest head. 
Join in the discussion 
Try to free yourself 

768 

turn to 575 
turn to 647 

Inside you find a sword and a shield. A voice at your shoulder 
makes you jump in alarm, but it is only one of the spirits that 
has followed you down the tunnel. 'You must choose one of 
these items,' it says. 

Take the sword 
Take the shield 

turn to 452 
turn to 477 
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769 
You line up at a coconut shy, only instead of coconuts the cups 
contain human heads. When you point out to the stall-holder 
that this is a rather grisly joke, he can only shrug. 'I am a wor­
shipper of the god Nagil, and dead things do not revolt me in 
the least. Anyhow, look along the queue. There are plenty of 
people willing to throw a few balls if you're not.' 

You throw three balls and manage to win a pirate cap­
tain's head. Note it on your Adventure Sheet and turn to 
199. 

770 
They say nothing in response to your defiance, but you sense 
they are almost pleased to have the opportunity to fight you. 
Do battle with each in turn: 

1st Highwayman, COMBAT 5, Defence 7, Stamina 7 
2nd Highwayman, COMBAT 5, Defence 7, Stamina 7 
3rd Highwayman, COMBAT 4, Defence 5, Stamina 4 

If you flee, you will get shot in the back with the crossbow that 
the third man is carrying: roll two dice and subtract your 
armour's Defence bonus to find out how many Stamina points 
of damage it does. 

Flee 
Win 

771 

tum to 55 
tum to 404 

You stumble through the haze towards double doors of black 
wood with huge copper rivets. They look like the doors of a 
tomb. A tomb seen from the inside. To open the doors and 
escape, you must make a MAGIC roll at a Difficulty of 15. 

Successful MAGIC roll tum to 99 
Failed MAGIC roll turn to 723 

772 
'Turn back,' warns a voice from nowhere. 'It isn't safe to stray 
down this path.' 

You look around, but can see no one. Perhaps the voice 
was only a trick of your overwrought imagination? 

Turn back tum to 22 
Continue along the path tum to 382 

773 
You pass a poor old tramp who has no trousers. 'I hung them 
on a branch yesterday while I saw to a call of nature,' he says. 
'But some rascal made off with them.' 

The following morning you see seven fools watering a tree 
by the side of the road. 'It's a clothing tree,' they explain. 'We 
got some trousers off it a couple of days ago, and now we're 
watering it to see if we can get a coat and hat as well.' 

'You preposterous oafS,' is all you can say. 

As you continue along the road, you hear one of them say: 
'Here, aren't we supposed to fill the watering can first?' 

Turn to 265. 

774 
He takes his leave of you the next day, saying that he must 
make his way back towards the river to meet a friend. An hour 
after he has gone, you become suspicious. Checking your 
money pouch, you discover that he has stolen all your cash. 
Cross it off your Adventure Sheet and turn to 349. 

775 
Throwing open the door, you shiver as a gust of wind blows 
cold drizzle in your face. 'Well, hurry up and enter, then!' you 
call out irritably. 

'Thank you,' says a tall gentleman in a cloak. He sweeps past 
you into the room, showing a smile with rather too many 
sharp white teeth, and waits for you to close the door. 

You have a nasty feeling about this. You cannot reach your 
belongings (including armour and weapons) because the 
stranger is standing between you and the hearth. 

Run out into the night tum to 387 
Go back to bed tum to 412 

776 
The three wizards scowl to see you dispel their enchantment so 
easily. Now it is your tum. You evoke a potent curse that they 
are hard-pressed to resist. Make a MAGIC roll at a Difficulty of 
17. 

Successful MAGIC roll 
Failed MAGIC roll 

777 0 

tum to 389 
tum to 414 

If the box above is empty, put a tick in it now and tum to 516. 
If the box is ticked and you have a diplomatic letter, turn to 
541. If the box is ticked and you do not have a diplomatic 
letter, tum to 491. 

778 
The tavern costs you 1 Shard a day. Each day you spend here, 
you can recover 1 Stamina point if injured, up to the limit of 
your normal unwounded Stamina score. When you are ready 
to leave, turn to 48. 

779 
The market at Haggart's Corner amounts to just a few shops 
whose dusty shelves suggest they don't do a roaring trade. 
'People prefer to do business with the trau,' says one store­
keeper with a shrug. 'Who can compete?' 

Perhaps you will find a bargain here all the same: 



Annour To buy To sell 

Leather (Defence + 1) 50 Shards 45 Shards 
Ring mail (Defence +2) 100 Shards 90 Shards 

Weapons (sword, axe, etc) To buy To sell 

Without COMBAT bonus 50 Shards 40 Shards 

COMBAT bonus + 1 200 Shards 

Magical equipment To buy To sell 

Amber wand (MAGIC +1) 500 Shards 400 Shards 

Ebony wand (MAGIC +2) 800 Shards 
Cobalt wand (MAGIC +3) 1600 Shards 

Other items To buy To sell 

Lockpicks (THIEvERY +1) 300 Shards 270 Shards 
Compass (SCOUTING +1) 500 Shards 450 Shards 
Rope 45 Shards 
Candle 1 Shard 1 Shard 
Faery mead 150 Shards 

Items that have no purchase price listed are not available here. 
When you've completed your business, turn to 242. 

780 
You kneel before the bare stone altar carved in the shape of an 
anvil. There is no effigy here to represent the god. There is no 
need for such a thing. Worshippers of Molhern believe his 
essence can be discerned in all of creation. 

Make a SANCTITY roll at a Difficulty of 12. 
Successful SANCTITY roll 
Failed SANCTITY roll 

781 

turn to 397 
turn to 422 

Thick black clouds pile up along the horizon. If you have the 
blessing of Alvir and Valmir, which confers Safety from 
Storms, you can ignore the storm. Cross off your blessing and 
tum to The War-Tom Kingdom 240. 

Otherwise the storm hits with full fury. Roll one die: 
Score 1-3 Ship sinks turn to 553 
Score 4-6 You weather the storm 

782 

The War-Tom 
Kingdom 240 

'You've got to wait inside that ring of standing stones,' says a 
flower-seller, pointing out across the meadows. 'Some nights 
the trau will come. More often they won't. And mind that you 
keep one Mithral to pay your toll when leaving the standing 
stones, or you won't be seen this side of the sky again!' 

'What's a Mithra!?' says her husband, overhearing the con­
versation. 
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She gives him a clout on the ear. 'Old fool! If you don't 
know that, you'd better keep your nose out of trau business.' 

Go out to the standing stones turn to 520 
Visit the temple of Lacuna turn to 294 
Take lodging at an inn turn to 761 
Leave the town turn to 173 

783 
The stranger says he will prove his holiness by preaching a ser­
mon to the local cats, 'since cats are known to be ungodly 
creatures'. 

He starts to screech and howl in a most unearthly way, and 
sure enough after a few minutes a group of assorted cats has 
collected by the roadside to listen. 

'You see?' says the stranger. 'They listened raptly, the little 
darlings. I'm sure they'll go home better cats for that sermon. 
Now it's your turn .. .' 

Make a SCOUTING roll at a Difficulty of 12. 
Successful SCOUTING roll turn to 403 
Failed SCOUTING roll turn to 428 

784 
'My brother has already claimed you. You cannot stay here,' 
intones the death god. He extends a claw-like hand, and you 
feel yourself flung away by magic. Turn to 99. 

785 
Against the last blood-red swathes of sunset, a vast ship hoves 
into view. As it gets closer and you are able to get a true 
impression of its size, awe gradually gives way to fear. It is like 
a fortress built of oak. Even the tallest pine tree would be 
dwarfed by its masts, and those black sails are like the canopy of 
night. 

'She's dread Nagil's flagship,' whispers the mate. 'Her sailors 
are not living men.' 

Go aboard the Ship of Souls 
Sail away 

786 

turn to 433 
turn to 221 

The militiamen seize you. 'I can't believe it!' gasps their 
sergeant in disgust. 'What's the world coming to when mur­
derers openly wander about the countryside showing off their 
handiwork?' 

You appeal to the severed head to explain, but it chooses tc 
keep its opinions to itself The militiamen are now convince1 
you are mad as well as evil. You will have a hard time convinc 
ing them otherwise. Try to make a CHARISMA roll at 
Difficulty of 16. 

Successful CHARISMA roll turn to 483 
Failed CHARISMA roil turn to 458 
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Starting characters 

IGNATIUS THE DEVOUT 
Rank: 2nd 

Profession: Priest 
Stamina: 13 

Defence: 5 

Money: 16 Shards 

CHARISMA: 4 
COMBAT: 2 
MAGIC: 3 

SANCTITY: 6 
SCOUTING: 4 
THIEVERY: 2 

Possessions: mace, leather jerkin (Defence +1), map 

Ignatius is a traveller whose desire is to learn all he can about 

the deities of the Fabled Lands. His strong beliefS give his ser­
mons added zest, and he has enthralled many a crowd with his 

impassioned speeches. He has sworn to stamp out impiety 
wherever he finds it. 

ASTARIEL SKYSONG 
Rank: 2nd ~~~.--,.-----==-==---,-~~-, 

Profession: Troubadour 
Stamina: 13 

Defence: 6 

Money: 16 Shards 

CHARISMA: 6 
COMBAT: 3 
MAGIC: 4 
SANCTITY: 3 

SCOUTING: 2 
THIEVERY: 4 

Possessions: sword, leather jerkin (Defence +1), map 

Astariel has the wanderlust, and chafes if he has to remain in 

one place for any length of time. He enjoys the freedom of 

the open road and the thought that he never knows what 
adventures each new day will bring. He lives by his wits and is 
a familiar figure at tavern firesides, where he regales travellers 

with his tales. 

JAMIE THOMSON 
Rank: 10th 

Profession: Author 
Stamina: 47 

Defence: 20 

Money: 3 Shards 

CHARISMA: 6 
COMBAT: 10 
MAGIC: 8 
SANCTITY: 6 
SCOUTING: 1 

THIEVERY: 9 

Possessions: Computer, containing total knowledge of 
the Fabled Lands. 

Jamie Thomson began in the role-playing business as assistant 
editor of White Dwarf magazine. His previous works include 
Fighting Fantasy gamebooks for Puffin, the Way of the Tiger 

series for Hodder Headline, and a gamebook based on 
Channel 4's Crystal Maze series (with Dave Morris). 

Fabled Lands is based on the fantasy world of Harkun he 
developed for a series of plays broadcast on Radio 5 in 1993. 

His hobbies are cricket, role-playing and computer games. He 
lives in Brixton. 

DAVE MORRIS 
Rank: 10th 
Profession: Author 
Stamina: 33 
Defence: 14 

Money: 203 Shards 

CHARISMA: 6 
COMBAT: 4 
MAGIC: 10 
SANCTITY: 1 

SCOUTING: 6 

THIEVERY: 4 

Possessions: Maps revealing all of the Fabled Lands, 
including the underworld and places yet uncharted. 

Dave's interests include role-playing, Tibetan spirit dancing, 
films, boxing, travel, and food - especially food. 

He is often to be found in the Chada restaurant in Battersea, 
where he can be heard volubly expressing his views on most 
subjects under the sun. 

H e is married to one of the bacchantes. 
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