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Puffin Books

LEGEND OF ZAGOR

Zagor! The very name of the Warlock of Firetop Mountain
strikes terror into all who hear it. Banished from the world of
Titan by a heroic adventurer, the sorcerer is slowly but surely
regaining his strength in another land, far, far away. Within
Castle Argent, in the kingdom of Amarillia, Zagor has been
transformed into a Demon; soon his magical powers will know
no bounds.

Linless o new hero can be found in tme, Zagor will unledsh his
nettiies upon’ Amanillia. There are sevemal sdventirens wiliing to
volunteer ~ mighty Anvar the barbanun, the wamior Braxis,
Stishle the Dhwarf, Sallazar’ thi wizard = bt onby one (will be
chosery (o venture inlo Castle Argend and destroy FAT gy
and dar sl Are YOV that hero?
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own mlabprabe combal syites and '@ scose dheek bo recard: voor
progriss: Mamy dangers He ahrad and your suecess 80 aiy'thieg
Sk certain, (1 up b YU de decleds which ronte fo foflow,
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have mever faced a challenge like this beforel
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INTRODUCTION

Before embarking on your adventure, you must first
determine your strengths and weaknesses. These are
partly determined by dice. You must initially choose a
Hero to play in the adventure; first you may wish to
read through -this Introduction and the Background
which follows and then return here to make the choice
of which character to play. Your options are:

Anvar the Barbarian: As a Barbarian, you are im-
mensely tough and resilient. Hardened by years of
living, hunting and travelling in hills and mountains,
you are as skilful a fighter as any in the land of
Amarillia and you are proud of your skill. You know
almost nothing of the ways of magic, though — and, in
all truth, you don’t much care for it. Magic is the affair
of book-reading milksops! You prefer a good, clean
fight and you fear nothing and no man

Braxus the Warrior: Your name bespeaks your
honour; it is the name of a long-dead Amarillian king
— and, who knows, noble blood may flow in your
veins, too. You are as skilful a warrior as any Barbarian
and, while you are slightly less resilient, you are better
able to use magic Perhaps the most versatile of any
type of adventurer, you are skilled with sword and
bow, and able to use magical weapons to best effect.

Stubble the Dwarf: Grumpy and tetchy you may be



(‘Stubble trouble!” is a common warmning among those
who know you), but a tough warrior you certainly are.
You have that native streak of goed luck which many
Dwarfs from Grundia possess, and when exploring
dungeons and mines you have some special advantages
mere humans do not possess. You'll use magic if you have
to, but you prefer to put your faith in your trusty axe!

Sallazar the Wizard: No bard will ever sing epic tales of
your prowess with weapons, but what does that matter?
You are a master of magic: you can command spells to
avoid, confuse, weaken or defeat enemies, and you know
how to use magical items in ways mere warriors could
not. You are an adventurer of guile and stealth, and if you
are forced to fight — well, you will not die easily at the
hands of any enemy! By a quirk of fate, you have the same
name as the one-time Grand Wizard of Amarillia, and
you immodestly aspire to his rank, if not his tragic fate.

On pages 32~5 there are Adpenture Sheefs which you
may use to record the details of your chosen character.
On it you will find boxes for recording your skiLi,
STAMINA, LUck and Magic Point scores. You are
advised either to record your scores on the Adventure
Sheet in pencil or to make photocopies of the sheet for
use in future adventures.

Skill, Stamina, Luck and Magic

Skill
Roll one dice. If you are Anvar or Braxus, add 6 to the
number rolled. If you are Stubble, add 5 to the number
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rolled. If you are Sallazar add 4 to the number rolled.
Enter your total in the skiLL box on the Adventure
Sheet.

Stamina
Each character determines his sTamiNa differently, If
you are Anvar, roll one dice and add 18 to the number
rolled. If you are Braxus or Stubble, roll two dice and
add 12 to the total rolled. If you are Sallazar, roll three
dice and add 6 to the total. Enter the complete total in
the sTAMINA box on the Adventure Sheet.

Luck
Roll one dice. If you are Stubble, add 5 to the number
rolled. If you are Anvar, add 4 to the number rolled. If
you are Braxus or Sallazar, add 3 to the number rolled.
Enter your total in the Luck box on the Advenfure Sheet.

Magic Points
Your character starts the adventure with a certain
number of Magic Points. If you are Anvar, you have 1
Magic Point. If you are Braxus, you have 3 Magic
Points. If you are Stubble, you have 2 Magic Points, If
you are Sallazar, you have y Magic Points.

For reasons that will be explained below, sxiLi,
STAMINA, Luck and Magic Point scores change con-
stantly during an adventure, You must keep an accurate
record of these scores and for this reason you are
advised either to write small in the boxes or to keep
an eraser handy. But never rub out your itial scores.

Although you may be awarded additional skt
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STAMINA, Luck and Magic Points, these totals may
never exceed your Inifial scores except on very rare
occasions, when you will be instructed to this effect
on a particular page.

Your skiLL score reflects your swordsmanship and
general fighting expertise; the higher the better. Your
STAMINA score reflects your general constitution,
your will to survive, your determination and overall
fitness; the higher your stamina, the longer you
will be able to survive. Your ruck score indicates
how naturally lucky a person you are (and whether
you are able to avoid certain hazards and perils
during your adventure). Your Magic Points score is a
measure of how effectively you are able to use spells
and magical items you may find along the way (and
also how adept you are at avoiding magical traps
and hazards). Luck — and magic — are very much
facts of life in the fantasy kingdom you are about to
explore.

Battles

You will often come across paragraphs in the book
which instruct you to fight a creature of some sort. An
option to flee may be given, but if it is not — or if you
choose to attack the creature anyway — you must
resolve the battle as described below.

First record the creature’s skiLL and sTAMINA scores in
the first vacant Monster Encounter Box on your Adven-
ture Sheet. The scores for each creature are given each
time you have an encounter.
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The sequence of combat is then:

1. Roll two dice once for the creature and add its
SKILL score. This total is the creature’s Attack
Strength.

2. Roll two dice once for yourself. Add the number
rolled to your current skiLL score, This total is
your Attack Strength.

3. If your Attack Strength is higher than that of your
opponent, you have wounded it; proceed to Step 4.
If the creature’s Attack Strength is higher than
yours, it has wounded you; proceed to Step 5. If
both Attack Strengths are the same, you have
avoided each other’s blows; start the next Attack
Round from step 1, above.

4. You have wounded the creature, 50 subtract 2 points
from its STAMINA score. You may use your LUCK

here to do additional damage (see below). Proceed
to step 6.

5. The creature has wounded you, so subtract 2 points
from your own STAMINA score. Again, you may
use LUCK at this stage (see below).

6. Make the appropriate adjustments to either the
creature’s or your own STAMINA score (and to your
LUCK score if you used Luck; see below).

7. Begin the next Attack Round by returning to step
1. This sequence continues until the sSTAMINA score
of either you or the creature you are fighting has
been reduced to zero or below (death).



Fighting More Than One Creature

I[f you come across more than one creature in a
particular encounter, the instructions on that page will
tell you whether you must fight the creatures one at a
time or all together

If you are instructed to fight the creatures singly, the
battle proceeds exactly as described above. However,
if you defeat the first creature listed, you must then
immediately begin fighting the second creature on the
list. You fight the creatures one at a time, but you
must continue fighting until all your enemies are slain
(or until you are). You may not pause between fighting
different creatures for any reason (such as taking some
steps to restore lost sTAMINA points).

If you are instructed to fight all the creatures together,
you must fight all of them in one battle. In step 1 of
the combat sequence above, you must calculate Attack
Strengths for all the creatures attacking you, In step 3,
if the Attack Strength of any of your opponents is
higher than yours, you must proceed to step 5. If you
have the highest Attack Strength of all, proceed to
step 4 and you may choose which of your opponents
you have struck Again, combat proceeds until either
you or all of your enemies are slain.

Luck

At various times during your adventure, either in
battles or when you find yourself in a situation in
which you could be either Lucky or Unhucky (details
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of these are given in the relevant paragraphs), you
may call on your Luck to make the outcome more
favourable to you But beware! Using Luck is a risky
business and, if you are Unlucky, the results could be
disastrous.

The procedure for using your Luck is as follows: roll
two dice. If the number rolled is less than or equal to
your current Luck score, you have been Lucky and
the result will go in your favour. If the number rolled

is higher than your current Luck score, you have been
Unlucky and you will be penalized.

This procedure is known as Testing your Luck. Each
time you Test your Luck (regardless of the outcome)
you must subtract 1 point from your current Luck
score. Thus you will soon realize that, the more you
rely on your rLuck, the more risky this will become

Using Luck in Battles

In certain paragraphs of this book you will be told that
you must Test your Luck and you will be told the
consequences of being Lucky or Unlucky. However, in
battles you always have the option of using your
Luck, either to inflict more serious damage on a
creature you have just wounded or to minimize the
effects of a wound your opponent has just inflicted on
you

If you have just wounded your opponent, you may
Test your Luck as described above, If you are Lucky,
you have inflicted a severe wound and may subtract
an extra 2 points from the creature’s sTAMINA score.
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However, if you are Unlucky, the wound was a mere
graze and you must restore 1 point of the creature’s
STAMINA (so that, instead of scoring the normal 2
points of damage, you have now scored only 1)

If the creature has just wounded you, you may Tesf
your Luck to try to minimize the wound. If you are
Lucky, you have managed to avoid the full damage of
the blow; restore 1 point of stamiNa (so that, instead
of causing 2 points of damage, it has caused only 1). If
you are Unlucky, you have taken a more serious blow
Subtract 1 extra sTamina point from your current
total.

Remember that you must subtract 1 point from your
own LUCK scores each time you Test your Luck, whether
you are successful or not.

Testing your Skill

From time to time during your adventure you will find
yourself in a situation in which your physical strength,
reflexes and agility may affect whether you are able to
avoid some hazard or perform some action (such as
climbing a difficult and treacherous surface). When this
is the case, you will often be instructed to Test your

Skilt

The procedure for this is as follows: roll two dice If
the total rolled is less than or equal to your current
SKILL score, you have been successful. If the total is
greater than your current skiLL score, you have failed.
The relevant paragraphs will tell you what success and
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failure mean when you Test your Skill. However, you
do not have to subtract any points from your skiLL
score for Testing your Skill in this way. This is a crucial
way in which Testing your Skill is different from Testing
vour Luck!

Sometimes you may have to face a difficult task in
which your skitL is tested to the full — for example,
you may be instructed to Test your Skill, ‘adding 2 to
the number rolled’. What this means is that when you
roll two dice, you must add 2 to the total; if you had
rolled a 4 and a 3, say, your modified total would be
4 + 3 + 2 = 9. You then compare this final total
with your skILL to discover the outcome of Testing

vour Skill.

Testing your Spot Skill

This is a special case of testing your skill which
applies when you may or may not discover (spot)
something hidden or concealed. The procedure here is
exactly the same as for Testing your Skill, but the
relevant paragraphs will instead instruct you to Test
vour Spot Skill.

Magic Points

Magic Points are used in two ways in this adventure:
they are used for casting spells and for using magical
itemns.

Some important magic items you may find on your
adventure need to be primed with magic in order to

15
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make them function. If you find such an item, you
must subtract 1 from your current Magic Points score
in order to be able to use it. Thereafter, you can use
the magic item as instructed. If you do not have any
Magic Points and you find such a magic item, you
may choose to keep the item and make a note of its
powers. Later in the adventure, you may be able to
gain 1 or more Magic Points (notably from Magic
Rings) and, if you do, you will then be able to use the
magic itern.

Any adventurer may use magic items during this
adventure, although some magic items may not be
usable by all adventurers; the description of the magic
item will state who can and who cannot use it. All
adventurers can also cast magic spells from magic
scrolls discovered during the adventure, although 1
Magic Point must be spent to cast the spell from the
scroll. However, Sallazar alone knows a number of
spells which are described in the Amarillian Grimoire,
below, and he alone can use any of these spells
(provided he has enough Magic Points, of course). The
description of each of these spells explains wher and
where it may be used, and its effects. If you choose to
have Sallazar as your adventurer, you may wish to
photocopy the spell book for easy reference when
playing the adventure

Adventurers other than Sallazar may sometimes be
able to use a spell, usually by finding a magical scroll
on which the spell is inscribed. If you find a spell in
this way, you should refer to the Amarillian Grimoire
for details of what the spell does.

10

Restoring Skill, Stamina, Luck and Magic
Points

Skill

Your skiLL score will not change very often during
your adventure. Occasionally a paragraph may give an
instruction to increase or decrease your SKILL score.
Your skiLL score cannol exceed its Initial level unless
you are specifically instructed to the contrary. You
may have the chance during this adventure to acquire
items, such as a magical weapon, which will increase
your Attack Strength. If you manage to acquire two
such weapons, you cannot gain bonuses to your Attack
Strength for both of them so that, for example, you
cannot use both a Magic Sword and a Magic Axe at
the same time! Likewise, stronger armour will add a
bonus to your Altack Strength and, obviously, you
cannot wear more than one suit of armour at a time!

Stamins and Provisions
Your sTAMINA score will go up and down a lot during
your adventure as you fight enemies and undertake
arduous tasks. As you near your goal, your STAMINA
score may sink dangerously low and battles may
become particularly risky, so be carefull

Your backpack contains enough Provisions for 12
meals. You may rest and eat at any time except when
fighting. Eating a meal restores 4 sTaMINa points
When you eal a meal, add 4 points to your current
sTAMINA score and deduct 1 from the Provisions on

17
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your Adventure Sheef. A separate Provisions box is
provided on your Adventure Sheet for recording details
of Provisions. You have a long way to go, so use your
Provisions wisely! Remember that your sTAMINA score
may never exceed its Imitia/ value unless you are
specifically instructed otherwise in a paragraph.

There will be times during your adventure when you
will be told that you must eat a meal. When you have
to do this, deduct 1 point from your Provisions on
your Adventure Sheet but do wnof regain any lost
sTAMINA for doing this If you are told to eat a meal
but you don't have any Provisions left, you must
subtract 2 points from your current sTAMINA score

During your adventure, however, you should be able
to acquire at least some extra Provisions to add to
those you began with. This will enable you to maintain
STAMINA throughout the adventure. However, you
cannot carry more than 12 Provisions at any one time!

Luck

Your Luck score will also go down dunng the adven-
ture as you Test your Luck. Additions to your ruck
score may be awarded when you have been especially
fortunate, and similarly you may be told to reduce your
LUCK when you make an important mistake; details of
such events are given in the appropriate paragraphs of
the book. Remember that, as with skiLL and sTaMiINa,
your LUCK may never exceed its Mitial value unless
you are specifically told this,

Apart from Testing your Luck, you will also be given

18
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some opportunities for ‘spending’ Luck. You will be
asked whether you wish to deduct 1 point from your
current LUCK score in order to increase your chance of
a successful outcome — for example, if you are told to
make a dice roll, you can often modify it by spending
LUCK (in this case, you must decide whether to spend
the Luck point before you roll the dicel). Of course,
LUCK points are precious and you cannot afford this
luxury very often. Making the right choice about
whether to spend a ruck point in this way can be
important for success in this adventure.

Magic Points

Your Magic Points total will décrease each time you
find 3 magical item and use it, or f yvou cast a spell
Dwuring your adventure; however, you will find magical
places and items which will increase your Magic Points.
However, your Magic Points score cannot exceed its
Initial value unless you are specifically instructed to
the contrary! Magic Points are precious, and you do
not have very many of them; be sure to use what
magic you have wisely and well.

19
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Equipment

You start your adventure with some simple, basic
equipment that you will need for the adventure ahead;
you also have some Gold Pieces, and you will be able
to purchase some extra items when the adventure
begins. All of the adventurers have the following
items: a suit of thin leather armour, a small shield and
a lantern to allow you to see in the dark You also
have a backpack for carrying items, with enough
Provisions for 12 meals inside it, You have a small
spare knife, which you can use if you should ever
suffer the misfortune of losing your main weapon; but
if you ever have to use this knife to fight with, your
blows will cause your opponent to lose only 1 point
from his sTAMINA in combal. If you are Braxus, you
also have a sword; if you are Anvar or Stubble, you
have a battle axe; if you are Sallazar, you carry a
strong wooden staff. You carry a stringed leather
pouch with a number of Gold Pieces in it; roll three
dice and add 2 to the total rolled: this is how many
Gold Pieces you have with you (between 5 and 20). If
you are Stubble the Dwarf, you have 5 extra Gold
Pieces — the dwarfish love of gold is well known!

You may find treasure, in the form of Gold Pieces or
valuable objects or items, along the way; whenever
you come across any treasure, you should make a note
of it in the Treasure box on your Adventure Sheet. You
may find yourself in the position of being able to
trade treasure for equipment, help or information in
this adventure, so be honest and keep an accurate
record of how much treasure you acquire!

20

Advantages

Each of the adventurers — Anvar, Braxus, Stubble and
Sallazar — has some special advantage which he alone
can use

Anvar has a sixth sense waming him of imminent
attacks! Sometimes you will meet a creature (or even a
trap} which is able to surprise you and inflict damage
before you are able to attack it yourself. Anvar cannot
be surprised, so, if a paragraph instructs you to lose
STAMINA points or you find yourself trapped in some
way because you are surprised, Anvar does not suffer
any damage, because he is able to react and defend
himself in time.

Braxus’s talent is his versatility, He can freely use all
armour and weapons which other adventurers cannot
Therefore he doesn’t suffer any of the disadvantages
other adventurers have (see Disadvantages below).

Stubble has a special knowledge of certain underground
monsters and how best to strike at them, knowing
their weak spots. If you confront a creature with the
word ‘Stone’ in its name (like Stone Statue or Stone
Golem), Stubble can add 2 to his Attack Strength
when fighting such monsters.

Sallazar is very perceptive and eagle-eyed. Whenever
he has to Test his Spof Skill, he can subtract 2 from the
dice roll. He is also able to read special magical tomes,
and he understands some details of magical runes,
which other characters do not,

21
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Disadvantages

Each adventurer also has some weakness, limitation or
disadvantage which balances his special talent

Anvar is very uncomfortable wearing any kind of
metal armour {chain mail or plate mail); it'’s cumbersome
and restrictive, As Anvar you simply cannot wear
plate mail and, while you can tolerate chain mail (and
wear jt), you will gain no bonus to your Attack
Strength for using it, And, while you can use a
longbow and arrows, you are not trained in the use of
a crossbow; if you do use one, you must subtract 2
from your Attack Strength.

Sallazar has a similar problem, but it is more severe: he
cannot use chain mail or plate mail armour at all (the
wizard could barely move in plate mailt). Moreover,
Sallazar cannot use a crossbow, a longbow, or a two-
handed sword; he must keep at least one hand free for
spell-casting!

£Z

Stubble cannot use a two-handed sword — it’s too big
for him — and the longbow is also too large for a
Dwarf to use. He can wear chain mail, but he cannot
use plate mail armour unless it is specifically Dwarl-
size (if you are not specifically told that a particular set
of plate mail armour is Dwart-sized, then Stubble
cannot use it)

Braxus is so versatile he has no such disadvantages!
For the other characters, be sure to note their disadvan-
tage which is recorded in the appropriate box on their
Adventure Sheet.

Special Treasures

During your perilous quest you may find many treas-
ures. However, in the dungeon where your adventure
awaits you, there are several treasures which are simi-
lar: the Tower Chests. Each of these is a small, locked,
wooden casket with a trap placed upon it. Whenever
you find one of these Tower Chests, if you wish to
open it {you do not have to do so} you must Test your
Luck, 1f you are Lucky, you open the chest safely. If
you are Unlucky, you will trigger a scything blade
inside the did which will slash your arms, and you
must deduct 3 points from your stamina. The trap
can be bypassed by using a simple Open spell (if you
can!) which automatically opens the chest without
harming you.

Each time you find one of these Tower Chests and
you open it, roll one dice. If you roll an odd number,
vou will find a Golden Talisman. If you roll an even

23
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number, you will find a Silver Dagger. You may
increase your current LUCK score by 1 point each time
you take a Talisman or Dagger from a Tower Chest.
Keep a careful record, in the Talismans and Daggers
boxes on your Adventure Sheet, of how many of each
item you acquire during your adventure. They will be
very precious to you in your desperately perilous final
battle!

If you are fortunate, you may also find one or more
Magic Rings. Each time you find a Magic Ring, you
regain 1 spent Magic Point {obviously, you do not
have to spend a Magic Point to use such a Magic
Ring). If your Magic Points total is at its [nitial level,
you can keep the ring and use it once your Magic
Points total has been reduced. You cannot use a Magic
Ring to increase your Magic Points total above its
Initial level

If you are lucky enough to find any other magical
items, make a note of what each item can do to help
you in your quest. Using the right magical item at the
right time may make all the difference between failure
and glorious success

24

Special Hazards

Among the hazards you may encounter in your quest
are plagues and poisons. You may contract one or
more forms of plague from the attacks of infected rats
or from vampire bats or worse, You will be instructed
in the relevant paragraphs what will happen if you
contract any form or forms of plague. If you are
wretched enough to suffer two — or even more —
kinds of plague at the same time, the effects are
cumulative! Be sure to take whatever precautions you
can against these dread maladies; seek help and healing
without delay, should you contract plague,

Some of your evil opponents and enemies will even
stoop to using poisoned weapons against you. Such
weapons will inflict damage doubly: a wound from the
weapon itself and extra damage from the venom or
poison smeared on the weapon. Keep a note of damage
vou sustain both from poison and from weapon attacks;
they will both reduce your sTAMINA, but the effects of
poison may be relieved by specific antidotes and
remedies. However, such antidotes will not affect any
wounds you may suffer from actual weapon blows.
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Hints on Play

Your journey will be perilous and you may well fail at
your first attempt. Make notes and draw a map as you
explore; a map will prove invaluable in later forays in
this adventure, and it will enable you to progress more
rapidly to unexplored regions. You will be exploring a
very large area, and sometimes you may wish to
retrace your steps in order to revisit places of particular
value or to check areas left behind you. Without a
map you may not be able to follow the right path to
success.

Not all areas contain treasure or useful information;
many contain traps or creatures which you will no
doubt fall foul of. You may take wrong turnings
during your quest and, while you may indeed progress
through to your ultimate destination, it is by no means
certain that you will find what you are searching for.
However, the more areas you explore, the better will
be your chance of success in the adventure ahead

Be wary about Testing your Luck unless a paragraph
tells you that you must do this! Generally, when it
comes to fights, you should Test your Luck only to
keep yourself alive if an opponent’s blow would other-
wise kill you. The other occasion when you should use
tuck is to inflict extra damage in the final combat
against your dire enemy in this adventure — if you've
got enough Luck left to use! Don’t Tesf your
Luck in order to try to inflict extra damage upon your
enemy unless this is really essentiall Luck points are
precious!
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You must collect as many Golden Talismans and
Silver Daggers as possible during your adventure.
However, in order to do this, you will have to explore
the dungeons thoroughly, thus risking many more
combats with hostile creatures and encountering more
traps and hazards. You will have to balance your
desire for Talismans and Daggers against the need to
avoid unnecessary combats and hazards. When your
resources {Provisions, Magic Points, Luck, etc) are
beginning to weaken and you cannot replenish them
easily, you must try and make for the most direct
route to your final enemy — if you know it!

Seek for ways to swap your treasure for equipment
and help during your adventure. Gold Pieces are of
little use: you cannot eat them, use them in combats,
or cast spells with them. But they will buy you food,
weapons, even magic — if you can find someone to
trade with!

You will soon realize that paragraphs make no sense if
read in numerical order. It is essential that you read
only the paragraphs you are instructed to go to.
Reading other paragraphs lessens the excitement and
surprise during play. The only true way to success in
this adventure involves minimizing risk; any player, no
matter how weak his or her initial dice rolls, should be
able to struggle through to glory in the end,

f-"'=.,.,'_ri
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THE AMARILLIAN GRIMOIRE

(Each spell costs 1 Magic Point to cast unless otherwise
noted. If the spell is found by picking up a scroll, the
same number of Magic Points is required to cast it. For
spells which can be cast immediately before a combat,
you may cast only one before each combat, You
cannot, for example, cast both the Skill Spell and the
Fast Hands spell before a combat; only one spell is al-
lowed!)

Create Food
This spell creates extra Provisions. If you spend 1
Magic Point, you can add 1 to your Provisions; if you
spend 2 Magic Points you can add 3 to your Provi-
sions; if you spend 3 Magic Points, you can add 5 to
your Provisions. This spell cannot be cast during
combat,

Jump
This spell enables you to leap safely a distance of up
to six metres. If you are faced with an obstacle (a
chasm, a trapped corridor, etc.) which is not stated to
be longer than six metres, you may use this spell to
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traverse the obstacle safely. This spell cannot be cast
during a combat

Light
If you lose your lantern, or if it no longer works, this
spell creates a long-lasting small sphere of light which
can be stored and used as a lantern whenever the need
arises. Each use of the spell illuminates only one
section of passageway, however. You cannot cast this
spell during combat

Luck Spell
This spell increases your current Luck score by 1
point. Your current LUCK score cannot exceed its
Initial value, and you cannot cast this spell during a
combat.

Open
This simple spell opens one trapped treasure chest or
locked door safely. If the chest or door has a trap, it is
rendered harmless by the spell (even it if is a Magic
Trap). You cannot cast this spell during combat,

Skill Speli
This spell enables you to react and move faster,
adding 1 to your current skiLL for a short time. It can
be cast just before a combat begins (not during onel)
to aid you in fighting, or just before you have to Test
wour Skill for some reason. The spell expires as soon as
one combat has finished, or after you have Tested your

Skill.
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Fast Hands (costs 2 Magjic Poinls)
This spell can be cast immediately before any combat
but not during one. For the first three Attack Rounds
of the combat, you may roll dice twice when working
out your Attack Strength and take the higher total
rolled.

Fireball (costs 2z Magic Points)

This spell can be used in any Attack Round instead of
a weapon attack. Cast this spell before rolling for
the Attack Strengths of your opponent and yourself, If
you have the higher Attack Strength, your adversary's
body is shrouded in flames and he loses 5 sTaMINA
points. If you have the lower Attack Strength, though,
you spell is ruined and the creature hits you,

Magic Screen (costs z Magic Points)
You can cast this spell at any time except during a
combat. Once it is cast, the next spell which is cast at
you by an enemy will not affect you. The Magic
Screen only neutralizes one spell cast at you, however

Death Spell (costs 3 Magic Points)
This spell can be cast in any Attack Round. If you
have the higher Attack Strength, this spell kills in-
stantly any creature with a sxiLL score of 9 or less.
This spell will not affect any Undead creature or
Zagor, your nemesis!

Thunderbolf {costs 3 Magic Points)

This spell works just like a Fireball except that, if you
cast the spell successtully, your opponent is struck by
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a glowing ball of white-hot electricity and loses 7
STAMINA points!

Teleport (costs 4 Magic Points)

This spell enables you to move long distances through
a dungeon by instant magical teleportation, avoiding
many hazards and enemies. You can cast this spell
only at certain special magical portals. When you
confront such a portal, you will be asked whether you
wish to cast this spell; if you do, you will be instructed
accordingly.

Steal Treasure {costs 5 Magic Points)

This spell summons either a Golden Talisman or a
Silver Dagger (you may choose which) from the hidden
treasures of the dungeon. Add 1 to your tally of the
appropriate Special Treasure. You may not cast Steal
Treasure more than twice during the adventure, and
vou do nol gain any Luck points for acquiring a
Talisman or Dagger in this way
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BACKGROUND

It is five long and weary years since the armies of the
Bone Demon laid waste so much of the beautiful,
perilous land of Amarillia. The Zombies and Orcs
which infested the plains of the land were foul enough,
but the Demon’s War Dragons slew thousands of
men, Dwarfs, Elves:and Centaurs before the Demon
itself was finally trapped inside the Casket of Souls.
Victory was had at last, but at what a cost! Zombies
and worse still stalk the land, for there are few warriors
left to destroy them. The court of the boy-king, Irian,
is said to be riven by pelty squabbles and scheming
advisers. Most folk live behind shuttered windows and
bolted doors these days. Hospitality to a traveller such
as yourself is but a memory now.

Many days of foot-wearying travel have brought
you to Sanctuary, the royal court within the island
known as the Cauldron, the furthest island of Icecap
range. You are ushered swiftly into an audience with
the king. You are startled by his appearance: most
people still call him ‘boy-king’, but Irian has grown
almost to full stature now and, while he is still very
strong and surely inexperienced in the arts of king-
ship, his voice is commanding and his manner as-
sured

‘Greetings,’ he says as you kneel before his throne.
‘Oh, do please stand up. I already have all the grovel-
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lers I need here in Sanctuary. I can scarcely do with
another one. Come.” He rises and leaves the throne
room and marches along a narrow corridor to his
personal chambers. Somewhat startled by his informal-
ity, you follow him.

"Look,” he says as he strides across to a table, picks up
a black cloth embroidered with golden runes and
gently polishes a large chunk of blue-white crystal.
The crystal hums slightly and a ghostly scene appears
in the midst of the room. A white-haired old man is
sitting in the most cluttered study you have ever seen:
papers, crystal balls, bundles of bats” wings, bottles of
herbs, and a jumble of other articles are scattered all
over the floor and walls.

lrritably, the old man looks up at you. ‘Eh? What is it?’
he snaps.

‘Gereth, the hero I spoke of is here. Relate once more
what you told me — and perhaps you have learnt even
more?’

"Oh, yes, hmmm. Well, 1 suppose you've told him
about the Demon Throne and explained the Laws of
Fractured Resonance and —

The king interrupts the ghostly apparition. Time
grows so short. You can explain much better than 1

The old man’s gaze tums upon you. He looks faintly
disapproving, ‘Harrumph. Very well, then listen
dosely, young whippersnapper. [ take it that at least
vou know about King Kraal and the defeat of the
Bone Demon of the Bottomless Pit?’
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You shudder slightly. Everyone knows how the armies
of the Bone Demon were finally confronted and the
Bone Demon was imprisoned in the Casket of Souls, in
the barren expanse of the Plains of Peril, where the
Bottomless Pit still smokes and churns to this day.
This was some years past, but the scars of that terrible
war mark Amarillia shill.

‘And you know of the Casket of Souls?” You nod.
‘Well, when it was made, magic was woven into it to
enable the Demon’s banishment to the outer planes,
Unfortunately, however, there was a slight flaw in the
way the magic was woven, Since that magic allowed a
magical creature to be drawn ouf of your world, it also
created a resonance allowing certain magical creatures
info your world as well. I'm rather afraid,” the old man
says in a schoolmasterish tone as he adjusts the slightly
ridiculous lenses perched on his nose, ‘that a definitely
magical creature has done just that. Appeared in your
world, that is. Qut of mine. I can’t say we're sorry to
see him leave us, but our gain is going to be your loss
unless you can stop him emerging in his full power.
Worse still, he is entering your world where the

Casket of Souls was taken after the Demon was
sanished At Castle Argent” The old man pauses for
oreath. ‘He is named Zagor and he is a great wizard,
one of the most powerful my world has ever seen. My
world is called Titan, I suppose you've heard your
scholars mention it, hmmm? Great Allansia with its
wicked Port Blacksand ruled by the wretched Lord
Azzur and his corrupt cronies, the great civilizations of
the Old World, the crawling chaos of Khul ... you
have heard of it? Well, anyway, I won't ramble on
about my home, I'll become sentimental and waste
time. Let’s get back to Zagor.

Twice we have believed him slain, but twice he has
resurrected himself. All that was left of his original
form is a skeletal arm, but that is enough. When he
was drawn into your world, his being became fused
with the trapped Demon, and now a demonic form of
Zagor grows even as I speak. Although I am powerless
to prevent it happening, from the seclusion of my
world, I detected Zagor being drawn into yours, and |
was able to send some magic after him: some talismans
of gold and daggers of silver. They will be scattered
around the lair within which Zagor is now growing.
Each of them will weaken him, so, when you get there,
be sure to collect as many as you can’

You arent sure you like the way the old man just
assumes you're going to march straight into the deso-
late, evil ruins of Castle Argent! It's hundreds of
kilometres away, across the Frozen Wastes and the
dangerous, monster-infested icy seas. But he goes on
talking anyway
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‘This time, Zagor simply has to be destroyed. It's not
enough to kill him. You'll have to make sure his body
is burned to nothingness in the Heartfires below Castle
Argent, Where the Grand Wizards of your world
centred the conjuring of the Great Fire Wall from the
outermost points of Amarillia — though you'll know all
about that, of course.’

T thought this was merely a tale or a deception’
murmurs the king sadly, ‘until Gereth told me about
certain changes made at Castle Argent. My own spies
were able to verify those details.”

The old man's eyes look bright now. ‘Ah yes, the
castle. It's metamorphosing, changing form, drawing
Zagor's old magic and servants into it, strengthening
him as he grows. Not all of that magic may be dark
and evil; you may be able to find help there, cortainly,
in addition to the ikems | have placed there. But I'm
afeaid that one of fhe I"r1||:’,hl‘li‘5+ and mosk dangq_-n:u_ui of
the Demon's War Dragons, one which escaped destrue-
tion in the final battle ten vears-ago, has something to
do with the magical changes within the castle. It has
learnt something of the ways of magic, and it seeks
revenge for its defeat by allying with Zagor to wreak
havoc on all Amarillia. Perhaps, in its madness, it
thinks of him as the Demon it once served. Which, of
course, Zagor is — in part” The ghostly scene begins
to fade and tremble. Faint white sparks crackle at the
edge of the crystal. The old man's voice rises in
surprise and annoyance. ‘Not yet! | should tell you
about the -
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The crystal explodes into a thousand fragments. You
and King Irian look down, stunned, at the smoking
remains of the table it stood upon. You do not know
where the magic, which banished the old man back to
his world, came from, but a feeling of evil and menace
hangs in the air around you

‘Brave adventurer,’ the king beseeches you, ‘1 have no
one else to send. My wizards give all they can,
preserving the Fice Wall which guards all Amariilia;
my loyal knights and the few nobles I can trust have
more work than they can perform, simply preventing
this kingdom from tearing itself apart. I beg you, go to
Castle Argent. A ship is readied for you. Destroy the
wizard-fiend who comes to ravish our land. Return to
me alter carrying out deeds worthy of the knighthood
I shall then grant you!

With the weight of a world’s fate resting on your
shoulders — or so it feels — you cannot refuse the
quest. Turn to paragraph 1.
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1
A ship has been readied to carry you westwards to the
coastline of Tower Island, where the forbidding maj-
esty of ruined Castle Argent lies. If you decide to set
off immediately, turn to 2zo. If you want to spend
some Gold Pieces purchasing equipment, tum to 56. If
you want to try acquiring some extra gold for buying
equipment, tumn to 206. If you want to consult one of
the king's sages for advice or help before you set sail,
turn o 154.

2
You must eat a meal during your time here. Stuffed
inside a pillow, you find a Magic Ring! What's more,
you also find a scroll with an Open spell stuffed under
the mattress. Gain 1 ruck point for this find. Turn to
33.

3

You stand at the end of a long passageway, looking
west. You can see three doors along the south wall,
and on the northern side there is a passageway leading
off northwards between the first and second doors.
There is also a door on the north side of the passage,
directly opposite the third and most distant of the
south-facing doors. At the far end of the westem
passage, a door faces you as the passage turns north-
wards. You feel sure that this passageway leads deeper
into the heart of Castle Argent. Choose an area here
which you have not explored, Will you make for:



4=5
The first door to the south? Turn to 320
The second door to the south? Tumn to 144
The north side passage? Tum to 218
The third door to the south? Tum to 378
The single door to the north? Tum to 196
The far end of the west passage? Tumn to 357

As the monster assembles itself, you can perform two
actions before you will have to fight it, such as casting
a spell, eating a meal (only one of your two actions
can be ealing a meal), drinking a Potion, and so on.
You can make a free attack with either action; this
allows you to subtract 2 points for each attack from
the sTaAMINA of the Skeletal Dragon as shown below.

SKELETAL DRAGON $KILL 10 STAMINA 20

If you win, a search here reveals a fine haul of treasure.
You find a Tower Chest and a separate small casket
which contains 7 Gold Pieces and a slim wand made
of ebony inlaid with silver runes. This wand is useful
to you only if you are Sallazar the wizard; if you are
Sallazar, tumn to 25. If you are not, it's time to explore
elsewhere; turn to 51

5
You are standing mid-way along the Passage of Hawks.
Looking south, you can see the door by which you
entered this level of the castle. To the east, there is a
green door in the south wall, then a crossroads, then
the passage continues east without any further doors
leading from it. To the west, there is a white door in

6

the south wall, then a corridor leading south, and
finally, some metres before the end of the passage,
there is a door in the south wall directly opposite a
northwards-leading passage. You should head for an
area you haven't explored before. Will you:

Head due south? Tum to 39¢
Open the green door to the east? Tumn to 287
Make for the crossroads to the east?  Tum to g2
Open the white door to the west? Turn to 224
Open the second door to the west?  Tum to 275
Go west and down the south
passage? Turn to 72
Go west and down the north
passage? Turn to 38s
£
“Trs
L7

Test your Skill, adding 2 to the number rolled, for the
doors are very heavy. If you are successful, you open
the doors with a great shove. If you fail, you still
manage to open the doors, but you sprain some
muscles in your side from shoving so hard. Deduct 2
points from your sTAMINA. Now you must Tesf your
Luck. If you are Lucky, turn to 103. If you are Unlucky,
turn to 265.

———— &
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7
You are back in the great corridor known as the

Bronze Stride, and you march to the middle of it to
take your bearings and decide where to explore next
Turn to 41.

8

The crystal doors below the wooden stairway are
sundered; you find that all doors open before you as
the howl of angry, chaotic magic switls and screams
about you. All is pandemonium. You feel as if you are
moving in a dream, hardly aware any Jonger who you
are or where exactly you are going, just guided
onwards by intuition, willpower and sheer guts! You
race through the carnage of Thulu’s Throne Room and
southwards towards the stone bridge. This has taken
you another 100 seconds. Now you must make a
crucial decision as you race across the stone bridge.
The more Luck points you spend, the faster you will
be able to move, dodging obstacles and the like — but
the more difficult any Test your Luck roll will become!
You may spend up to 5 Luck points, Decide how
many you want to spend, then tum to 222

9
‘[ am Elranel, Master Thief. This is one of my old
haunts, Castle Argent. I've lifted more pleasing little
items from round here than you could possibly count
up. Not much left these days though, not with these
stinking Orcs around. They‘ve looted so much of the
place, and vandalized the rest. This is probably my last
visit. Time to teleport home, I reckon... That is,

10

unless you'd be interested in buying a little something?
Information, perhaps? Maybe some Orcbane? You
haggle a little with the Elf, and finally agree to a list of
prices for the help he's prepared to offer. To consider
the items he has for sale, tum to 66, To consider the
information he could give you, turn to 22.

10

A tranquil, shallow pool of slightly milky water gleams
golden a few metres in front of you as you enter this
dark cavern and look around at the smooth, ages-old
stalagmites and stalactites within it. You think you can
now dimly remember the legend of Castle Argent’s
Pool of Gold: it was created by a long-dead alchemist
who brought this precious metal to Amarillia, which
originaily had none of its own. Eager for treasure, you
step forward to collect some of the precious gold.
When you wade into the shallow water, however,
what you took for a large boulder stirs and rises up on
a pair of knobbly, cylindrical ‘legs” and moves to repel
you! In order to get your gold, you must fight this
strange enemy. If you prefer to run or flee from
combat at any time, the strange stone creature will
pursue you to the main cavern but will not enter it
(turm fo 186).

STONE GUARDIAN SKILL 8 STAMINA 14

If you win, roll one dice and add 2 to the number
rolled; this is the number of small chunks of gold (each
the equivalent of 1 Gold Piece) which you scavenge
from the Pool of Gold. You also find a crystal vial
holding a colourless oil; you may use this for one
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combat only, if you do not have a magic weapon
(some monsters can be struck only by enchanted
weaponry). If you pour the oil over your weapon, it
will make your weapon magical for the duration of a
single combat (but you gain no bonus to your Attack
Strength for this). Now, you can explore the side-
passage on the way oul, if you haven’t done so before
{(turn to 208}, or make for the main cavern across the
rope bridge (turn to 186).

11

Unfortunately, the guards behind you are ever-vigilant.
You are surprised as a whip blow knocks you to your
knees. Lose 2 STAMINA points, and you must deduct 2
points from your Attack Strength for the first Attack
Round while you get to your feet. What's worse, your
assailants here are formidable — and horrible — enemies.
Standing well over two metres tall, the Hellhorns,
which Zagor drew with him from some plane of
nightmare and chaos, carry great whips in their mon-
strous, clawed hands. Powerful and muscular, these
creatures are still tainted with chaos and disease; rot-
ting flesh hangs from their skeletal faces, and they are

12

well named — their horns are powerful and they will
try to butt you with them, as well as using their
whips. You must fight them together; tum to 174 to
fight.

12
It takes a long time to search the many dormitory
rooms thoroughly, so you must eat 2 meals here.
However, in a sealed tin carefully hidden behind a
shield hanging on one wall you find two flasks of
herbal liqueur, each of which will restore 4 points of
STAMINA when drunk (which you can do at any time
except during a combat). You also find three thick
slabs of oatmeal, magically crafted survival rations for
soldiers, each of which is enough for a whole meal;
these are so light you can carry them in addition to
your usual food, so they don’t count towards your
Provisions limit, Gain 1 Luck point. Unfartunately,
your extended search means that you fall foul of a
truly ghastly prowler. As you are aboul to leave, a
shambling, rotting corpse in rags lurches towards you
and a miasma of flies buzzes about its suppurating
flesh. You have no chance to flee, and you sense that
this creature is extremely dangerous!

PLAGUE BEARER SKILL § STAMINA 4

If the Plaguer Bearer strikes you even once, tumn to 45.
If you win, you can open one of the coloured doors
here if you haven't done so before: you may choose
the blue door (turn to 327) or the yellow door (tumn to
205), or leave the barracks area and explore elsewhere
(turn to 64)

)
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13

~ The door here is plain and looks creaky and slightly
warped, but it is locked. Forcing the door open, your
arm is slashed by a vicious, serrated scything blade

| which slices down out of the frame opposite the lock.
Deduct z points from your sTAMINA. Yelping with
pain, you prepare to confront the creatures behind the
trapped door. However, what confronts you are three

| starving, ragged, and very young men — one of them
hardly grown to manhood. As well as the ramshackle

" bedding, the wonky table and the dilapidated chairs in
this room — which is lit by the blue glow of a magical
torch — you see a wooden chest. The young men back
away from you, heavy knives already in their hands.
They are clearly afraid of you and are not attacking. If
you want to fight them, tun to 59. If you prefer to
talk to them, tum to 100.

As you race through the guardrooms on your way
to the southern passageway, the scream of chaotic
magic in Castle Agent becomes almost unbearable.
Weird phantasms and illusions dance before your
eyes; ducking and dodging to avoid them, you need
another 30 seconds to cross the passageway (a Potion
of Flying will not reduce this time but, if you have a
Ring of Truesight, you may reduce the time to 10

| seconds). You fling open the door leading to the
chasm of the Heartfires and race to the edge. If you
have 4 or more sTAMINA points left, turn to 400, If
you have 3 or fewer sTAMINA pomts left, tum to
310.
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A amning plan begins to hatch in your mind. Much of
the cosmetic powder that has been left here is very
pale in colour and, by daubing a great deal of it on
your face and hands — mixed with some of the oily
skin-creams here — you might just be able to pass as a
Zombie. You may be able to fool other Zombies or
equally mindless minions. You can take enough cream
and powder to disguise yourself, if you wish to do so;
you will be asked later on whether you're using this
disguise or not. Now, you can head along the north
passageway opposite (turn to 385) or go back east
along the Passage of Hawks (turn to 111).

16
The merchant has four Magic Arrows which cost 1
Gold Piece each. Each can be used just once, and
counts the same as an arrow or bolt fired from a
longbow or crossbow. He also has two unique and
very useful items. The first is a small, sealed blue-white
crystal vial with a pinch of grave dust inside it. If
you use this in combat by shattering the vial and
flinging the dust over an undead creature, you can
automatically inflict damage equal to half its Current
sTAMINA (you will be told when you encounter a
monster which is undead). This vial costs 8 Gold
Pieces. The merchant also has a genie bottle, from
which you can summon a genie just once during a
combat. The genie will use magic to paralyse your
enemy, allowing you to overcome him automatically
(this will not affect any undead creatures, however, or
any Dragon, Golem or Animated Armour, or Zagor

17—18

himself). The genie bottle costs 10 Gold Pieces. These
iterns are indeed expensive, so the merchant offers you
a form of part-exchange: he has some magic artefacts
of his own that need recharging so, for each Magic
Point you are prepared to spend helping him with this,
he will knock 1 Gold Piece off the price of one of his
goods. If you buy any of his items, remember to
amend your Adventure Sheet accordingly. If you want
to buy anything else from the merchant, tumn to 168. If
you wantl to leave and search elsewhere, turn to 218.

17
You find a small sliding panel in the eastern wall
which, you suspect, may well be trapped. If you
decide to open it, tum to 34. If you don't want to take
the chance, you leave and open a door in the Throne
Room which you haven't opened before; will it be:

The door in the west wall? Tum to 390
The central door in the north wall? Tum to 91
The westernmost door in the north

wall? Turn to 282

18
The vicious bite of the Vampire Bats produces continu-
ous bleeding which is hard to stop. Roll one dice; this
is the number of sTAMINA points you must lose as
soon as the combat ends, since blood keeps gushing
from the bite-marks (you cannot eat a meal during this
time, but you can drink a Potion, a liqueur or a
restorative to stop this extra damage from killing you)
Worse, you now have Vampiric Plague. Every time
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you enter a room or passage with an undead monster
inside it (Zombie, Skeleton, Spectre, and so on; you
will be told when you meet an undead monster), you
must subtract 2 from both your Current and your
Initial sTAMINA as the plague weakens you over time.
You can only reverse this process, restoring your full
Initial sTAMINA, if you find a Healer who is willing to
help you or if you have or can find Plague Antidote.
Now you can make for the fountain {tumn to 47) or
back away from this room, fearing further hidden
attackers (turn to 3). .

19

Your deception works: the monsters here don’t react
to you immediately, though they will as soon as you
begin attacking them. You have one free action: this
can be casting a spell, striking one opponent (make a
note to subtract the appropriate number of sTAMINA
points from the first opponent you must face in the
Throne Room), launching a special magic sword if you
can, or throwing in a Lava Sphere (if you have one).
Decide upon your free action, then turn to 39 to fight.

20

You find yourself in a barracks complex, where many
of Castle Argent's brave defenders were once stationed
— before they and King Kraal fell, victims of the
terrifying Bone Demon and his War Dragons. The air
here is musty, the floor is covered in dust, and the area
appears long deserted. If you want to make a pro-
longed search, turn to 53. If you prefer to leave and
open the door opposite, not having done so before,
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tun to 318. If you want to leave and open the
double doors at the far end of the entrance hall, tum
to 376

21

You have taken too long! The taloned nails of the
Zagor-Demon's hands drive far into your body and
pierce your vital organs. You fall to your knees as the
monstrosity rises above you, ready to rip you apart
.. you were so close to victory, but your adventure
has ended just before you could truly triumph!

22
‘Good information doesn’'t come cheap, you know,’
Elranel grins. You must pay him 2 Gold Pieces for the
chance to talk about each of the following topics (he

will tell you about one subject free of charge if you
bribed him to talk):

Magical weapons in Castle Argent Turn to 81
Tower Chests and where to find

them Turn to 108
Healing {or Plague Antidote) Turn to 176
General information about this castle

level Turn to 392
How to get into the Great Tower

where Zagor lies Tum to 351

In each case, pay the Elf then turn to the paragraph
noted. You must subtract payment from your Treasure
for each choice, of course (Elranel accepts both Gold
Pieces and any valuable items of treasure you have
taken from the castle — except ammour, which he
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won't buy). Next, if you contemplate buying any
items Elranel has for sale, turn to 66. If you've com-
pleted your dealings with Elranel, turn to 239. If you
get greedy and attack him in the hope of taking his
excellent treasures, turn to 157

23

There’s a strange twist to these runes — what they are
is a trap laid against magical entry! You realize that,
had you cast an Open spell, you would have set off
the trap. This tells you that whoever is behind the
door is scared of wizards in particular! You can now
open the door normally (turn to 339) or decide to
leave and search elsewhere (turn to 376).

24
If you choose Rabellan or Reindrech, there is no
response; tumn to 36 to explore elsewhere, If you tried
to communicate with Chanquin, turn to 323. If you
tried to communicate with Dorrick, turn to 308.

25
You have found the Wand of the Hawk, once wielded
by the greatest wizard at the court of the kings here!
With this wand, both your Current and Initial Magic
Points total is raised to ¢. You can also add 1 to both
your Current and Inifial skiLy; the wand gives you
magically enhanced speed of reaction. You may also
touch the wand to the hand weapon you use so that it
now counts as a magic weapon (some creatures can be
harmed only by magic weapons, so this is important!)
What is more, once you have crossed the wooden

26

stairway to the Great Tower above you, you gain a
bonus of 2 to your Attack Strength! Lastly, just once
during your adventure in Castle Argent you can call
upon the magic of this wand to help you by either
restoring your Current Magic Points tally to its full
Initial level or by restoring your Current sTAMINA to
its full Initial level. You cannot use this one-off special
power while you are fighting, however, and be sure
not to call upon this power until you really need it, for
it will be granted only once. Gain 2 Luck points for
this wonderful find! Now tumn to 51 to explore else-
where.,

26

A very deep pit behind you now blocks your safe
passage southwards as you clamber painfully out
Unfortunately the entire length of the passage to the
south, as far as the Passage of Hawks, has opened up
as a second pit trap is belatedly triggered! Retumning
that way won't be easy unless you can find some way
of resetting the pit trap; it’s too far for even a Jump
spell to get you across. So, you are now faced with a
wooden door to your right, another one directly
opposite on your left with a ceramic plaque showing a
silver crown on it, and ahead of you an east—west
passage in the distance. You should explore an area
you haven't entered before. Will you:

Turn to 55
Tum fo 112

Open the door to your right?
Open the door to your left?
Make for the junction between the

two passages? Tumn to 43

k.
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Sacks of mouldy flour, rotted cereals, smashed ceramic
pots and decayed food greet you everywhere, but you
also find some wax-sealed jars of preserved fruits and
garva, a highly nutritious root-vegetable from far Crab
Island. Add 4 to your Provisions, and gain 1 Luck
point for this fortunate find.

Unfortunately, your pleasure at this discovery is
marred when you hear a snuffling and squelching
sound coming from the passage. Whatever's causing
the noise is between you and the exit, so you move to
investigate. What you find appals and disgusts you: a
white lizard-like thing, two metres long, with leprous,
purple-ringed yellow blotches all over its skin. Worse
stil, the horror looks as if it has been stitched
together from the body-parts of various creatures
— incduding a human or two, judging from ils
hand-like front paws. The gross thing hisses and
spits a gobbet of filthy yellow phlegm at you
Test your Skill: if you are successful, you avoid the
missile, but if you fail, you take a faceful of filth
which leaves you choking and sick, and you must
subtract 2 from your Attack Strength during this
combat.

CORPSE LIZARD SKILL 7 STAMINA ©

If you win, you notice that the monster has left a slime
trail behind it as it moved. If you want to track the
route the monster took to get here, turn to 116. If you
would rather search elsewhere in the castle, tum to

376.
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Behind this door lies an otherwise empty chamber
with two huge guards in il: they jerk stiffly out of
their frozen postures as you enter, They are Zombies
—of a kind In addition to their blackened chain mall
and longswords, they wear ebony-black circlets on
their heads. You can attack them normally, or you can
try to make a specific strike at the head. IF you wish to
do the latter in any Attack Round, vou must subtract
3 from your Attack Strength, because it is hard to
target such a specific-small area. However, if you do
miake a successful head strike, vou knock off the circlet
and the Great Crown Zombie will lose 2 points from
its skiLe and & points from s sTaMiNa instantly,
Backed up in the doorway, you can fight the monsters
here one at a ime,

SKILL STAMINA
First GREAT CROWN
ZOMBIE 8 iz
Second GREAT CROWN
ZOMBIE B 12

If you win, there is a door in the west wall opposite
you. You can open it (turn to 234), leave this room
and open the door with the grille cutside (bumn Lo 51},
er head back nosth along the passage outside to ex-
plore an area you haven't entered before {bum to 557),

29
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The knight will fight to the death, neither showing nor
expecting any quarter. You will have to battle valiantly
to overcome him!

SIR DAVIAN STAMINA 16

SKILL 12

If you win, the wooden chest contains only some
items of ordinary clothing and but a single Gold Piece,
and the oil-lamp has used almost all its fuel and is of
no use to you. However, the man's ring is magical;
you must spend 1 Magic Point to be able to'use it. but
if you do this it enables you to survive in the castle
without needing food or water. So, if you are told that
vou must eat a meal, you can ignore this instruction in
future (eating meals will still restore YOUT STAMINA,
however). If you are Braxus, and if you choose to
spend 1 Magic Point, you can use the krilght's magical
plate mail armour, which will add 2 ko your Attack
Strength during combat! Now you must leave and
explore elsewhere: you can head south and then east-
wards (turn to 399) or northwards to the Passage of
Hawks (tumn bo 111),
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Along the west wall of this northwards-running pas-
sage a couple of bricks are clearly out of place and,
after a swift check, you find that many are loose.
Removing them, you discover a narrow crawlway
leading a few metres to the west beyond the portal
you have excavated, and at the end of it there is some
kind of wooden object in an en