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VAMPIRIUM
THE AUTHOR

JOE DEVLR was born in 1956 at Woodford
Bridge in Essex, England- After l€aving college he
became a professional musician and worked in
recording studios in Europe and the USA. While
working in Los Angeles in L977 , he discovered a
game called 'Dr-rngeons & Dragons' and was soon
an enthusiastic player. Five yean later he won the
Advanced Dungeons & Dragons World
Championships in the US, where he was the only
British competitor. His award-winning Lone Wolf
adventures are the culmination of manv vears
spent creating the myths and legends of
Magnamund. They are published in several
languages ard are sold throughout the reorld.
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THE STORY SO FAR -

ll S lolnS in rhe year MS 5084 and you are a
Urand Master ol the New Order of lhe Kai, lhe
warrior elite of Sommerlund.
Thirty five years ago, the First Order o, the Kai

t4

one of this new generation of Kai recruits You
wete born in Sommerlund in the year MS 5063,
during the time of the war against the Darklords
When gou were seven years old. you were sent by
your father to lhe Kai Monastery. There, under
the tutelage of Lone Wolf, you developed your
martial skills and honed the special Kai abilities
which lay dormant within you. Your skills were
nurtured and sharpened to perfection by years of
shrdy and rigorous training. Your exceptional
talents helped you to master all of the Kai and
Magnakai Disciplines, and swiftly you rbse through
the rank of th€ New Order to become one of only
Iive who now hold the high rank of Kai Grand
Master. [t is an achievement that has brought great
honour upon you and your famlly.

ln the year MS 5077 gour skill and courage were
put to the tesl when an attack was launched upon
the Kai Monastery during Lone Wolf's abs€nce By
means o[ a Shadow Crate (an astrdl comdor
between the physical world ol Sommerlund and
the many ethereal domains which lie beyond it),
Naar sent forth a host of dragon-cieatures to
besiege the monastery and lay waste to all
Sommerlund. He had chosen his time well, y€t his
evil plan was thwarted by the tenacious defence
that you and your fellow warriors maintained until
the siege was raised by Lone Wolf and the King's
Army of Sommerlund.l

During the seven yea6 since the defeat ol his
minions, Naar has sought vengeance upon the
Kai He commands many agents of evil upon

tLone wotJ 18: Daun oJ the Drcsons



Magnamund, and they wail quietjy in the shadows
Ior the chance to serve their fell master.

Lord Rimoah. speaker ior rhe Hiqh Councrl ol lhe
Elder Magi. kavelled wirh you to Bor aboard a
wondrous flying ship called Cloud.dancer and,
with his help, gou were able to defeat the
Shom'zaa and save your Drodarin allies from
destruction.

summoned 9ou to his chamber where, with
mounting dread, gou listened to Lord Rimoah's
account of events in Southern Magnamund that
ihreaten to destroy the fragile peace of that conti-
nent,

'zLone WoU 26: The Foll oJ Blood Mountoin

16

Naaros At first, neither the King nor the Elders
cor]ld fathom a reason wh9 the Autarch had done
this, The Doomlands are one o[ the most inhos
pitable regions in all of Magnamund, a bafien
wasteland of ash and cindeE thai once was ihe
domain of Agarash the Damned. At its centre
stood his mighty fortress-crty of Naaros. Yet,
followrng his defeat b9 the Elder Magi, all that
remains of it now is a titanic chasm of molten Iava
and heat-fused rock.

Feanng for the security of his southern border
lands, King Karvas s€nt a group of elite Sigenese
rangers into the Doomlands to spy on the
Autarch's men in the hope of discovering their
tru€ purpose. When, after srx weeks, nothing was
heard from the group, the King and his court
assumed they had perished. Then a lew days later,
Karvas received word unexpectedly from his
missing men They had tracked the squad of the
Autarch's lmperial Guard deep into the
Doomlands, and they had observed them excavat-
ing an unmarked burial mound near to the ruins of
Naaros. And it was here that they were to witness
a chilling discovery, Ior buried beneath the mouno
lay the Claw of Naar
The Claw of Naar is an ancient wand of power
that was crafted by the evil God himself, and used
by Agarash the Damned during his conquest of
Magnamund. Legend held that it had been lost
forever in the molten ruin of Naaros, but now it
had resurfaced, and its return boded trouble for
the peaceable nations bordering upon the autoc-
racy of Bhanar
The rangers reported that the Autarch's squad

17



,' were retrrrning to Bhanar with the Claw in their
possession. Their chqgen route would take them
through the Southern Dammerdon mountains,
and so the rangers went ahead to hide themselves
in Sunderer Pass where they intended to await
their arri l. Their plan was to ambush the squad
in the narrow confines of the pass and steal away
the Claw. However, the ranger leader was fearful
that the power of the Claw might overwhelm his
small group. He requested of his King ihat help be
sent urgently. Karvas responded to his plea b9
seeking the aid of the Elder Magi, and upon
hearing of the situation, Lord Rimoah readrly
agreed to assist.

'ln turn, Lone Wolf, I have come this day to ask for
the help of the Kai,' said Rimoah. 'We of the Elder
Magi have the power and the means to destroy the
Claw of Naar, but only when we have that
accursed object in our possession. To secure the
CIaw will require skills and courage that only the
Kai possess. And so, I come here seeking your aid,
Supreme Master.'

'lt will not be an easy task,'replied Lone Wolf,
thoughtfully, 'but we have the advantage of both
speed and surprise- Sunderer Pass is no more than
a day's journey away by skyship.'

'Aye,' replied Rimoah, 'but we must depart this
afternoon iI we are to be certain of reaching the
pass before the aftjval of the Autarch's squad '

Lone Wolf slowly turned to face you. 'l am
tempted to accept this challenge myself, Grand
Master,' he said, as he held you with his unblink
ing gaze. 'But, alas, I must attend a War Council

18
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tomorrow at th€ KIng s Court in Holmgard- Will

vou iournev lo Bhanar in my stead and help Lord

ilmoah to_capture the Claw ol Naar?

Yes. mv Lord. lou replied. without hesitat ion
For rhe qreater giory o{ Sommerlund and the Kai

I am proud to accept this task

t9



t. Chorf (ie, if gour p€ncil fell on ihe number 8 on
the Rondom Number Toble, you would have 38
ENDURANCE Dointsl-

lf you are wounded in combat you will lose
ENDUMNCE points- ll at any time gour ENDURANCE
points lall to zero, you are dead and the adventure
is over- Lost ENDURANCE pornts can be regained
during lhe cours€ of the adventure, but your
number of ENDURANCE points can not rise above
the number you have when you start an advenhrre

lf you have successfully completed previous ad\,/en
tures in the Lone Wolf New Order series (Book
27-26), gou can cam/ your cuffent scores of
coMBAT sKtLL and ENDURANCE Doints over to this
adsenture. You may also carry over any Special
Items, Kai Weapon, normal weapons and
Backpack ltems gou had in your possession at the
end of your last adventure, and these should be
entered on your new A clion Chort .

Plaldng Tlpr: You may r-rs€ a l0 sided di€ instead of
lhe Rondom Number Table if 9ou find it more
convenlent,

,?.,
YOUR

It has long been the tradition of your elite warrior
caste to bestow a new name upon each goung
nouce when theg complete th€ir first year's train-
ing at th€ Kai Monastery. Kai names ar€ chos€n
by senior Kai Masters wilh the aim of refl€cting the
indrvidual strengths and qualities ol each novice.

F,
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You mag create gour own Kai name for yourself,
ot you can genetate a Kai name at random using
the name tables below. To generate a Kai name,
pick a number from the Rondom Number Toble
and consult Table A. The name which corresponds
to the number you have picked is the firsr pan, or
prefix, of your Kai name. Now pick a second
number from lhe Random Number Table atd
consult Table B. The name which corresponds to
the number you have pjcked is the second part, or
suffix, of your Kai name Put the prefix and the
suffix logether and you have your own per\onal
Kainame. You cdn record yourper<onal Kai name
on the book plate which appears on the inside
lront cover of this book

skills is given below,

You are proficient with aLl close combat and
missile weapons. You are a master of unarmed
combat and suffer no coMBAT sKtr loss when
fighting bare handed.

During your distinguished rise to the rank of the
New Order of Kaj Grand Masters, you have

22

You are able to communicate with most animals
and have limited control over hostile creabJres.
You can use woodland animals as guides and you
are able to block a non sentient creature s sense ol
taste and smell-

You are able to restore ENDUMNCE points lost as a
djrect result of combat You may restore I
ENDURANCE point for every numbered section of
the book you pass through in which you are not
involved in further combat. The maximum number
of ENDURANCE points that can be restored in this
way is limited to 10 per adventure.

You also iossess the abilitg to heal the wounds ol
others, and you can neutralize the harmful effects
of most poisons, venoms and toxins

TABLE A
(Kai name prefx)
0 = Swift
1=Sun
2 : True
3 = Bold
4 = Moon
5 = Sword
6 = Wise
7 = Storm
8 = Rune
9 : Brave

TABLE B
(Kai name suffix)
0 = Blade
1 = Fire
2 = Hawk
3 = Heart
4 = Friend
5 = Star
6 : Dancer
7 = Helm
8 = Strrder
9 = Shield

DI9CIPIINES



You can hide effectively in most environmenrs,
mask any sounds made during movement. and yoLr
can cause minor dlteralions ol your own physical
appearance. Also you aye able to mask your own
bodg heat and scent.

. lnvi! f 
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You possess strong mental delences against
hypnosis, supernatural illusions, charms, hostile
telepathy and evil spirits You are able to diveri
and re channel some hostile psychrc energy to
your own ends

-:1 
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You can move small items by projection of your
mind power. You can withstand exkemes of
temperature and are able to extinguish fire by
force of your will alone. You have a limited
immunity to flames, toxic gases, and corrosive
liquids

Your famous Kai sixth sense can warn vorl of
imminent danger You can deiect invisible or
hidden enemies, and you are able to communicate
telepathical ly. You can recognize magic-using
and/or magical creatures, deteci psgchic residues,
anC you have a limited ability io leave your corpo-
real body ( spirit-walk ) for short periods.

After years of martial training and stLrdy at the Kai
Monasiery, and by the ngorous praclice of the

- "'''i.=-'i"=l .Fdrdu*4""*'"*;:!+l
Yoo are an expert hunter of food in the wild. You
possess great physical agility and a keen sense of
vision (day and night)- Yotrr senses of hearing and
smell are esoeciallv acute.

You are able to understand most languages,
magical syrmbols and hieroglyphics. You are expert
at reading footprints and tracks. You have an
intuitive knowledge of the compass points and can
detect the threat of an enemy ambush up to a
distance of 500 metres. You possess an ability to
cross terrain without leaving tracks You can
converse with sentient creah.lres and mask vourself
from psgchic spells of detection

You are able to attack enemies using the powers
of your mind Also you can set up disruptive vibra-
tions in inanrmate objects and cause confusion in
the minds ol unsophrsticated enemies

I;:";I*BN KAIGRAND



teachings of your illustrious mentor Kai Supreme
Mast€r Lon€ Wolf - you have achieved the noble
rank ol Kai Grand Master Senior

Following in the footsteps of Lone Wolf himself,
you have vowed that one day you wrll become
totally proficient in all sixteen of the New Order
Kai Grand lvlaster Discipl ines By oorng so
successtulty you wil l  shdrp with Lone Woll rhe
responsibility, the honour, and the future glory ol
l€ading the New Order Kai as a Supreme Master.

Disciplines listed below. It is for you to decide
which lour Disciplines these are. As all of the New
Order Grand Master Disciplines will be of use to
you al some poinl during your mrssion. pick these
lour skills wiLh care. The conecl LAe of a New
Order Grand Master Discipline at the right time
could save your life. When you have chosen your
four Disciplines, enter them in the Grand Master
Disciplines section of your Action Chort

I. Gnrd W€aponrnastery

This Discipline enables a New Order Grand Master
to become supremelg efficient in the use of all
weapons. When you enter combat armed with one
of your Grand Master weapons, you may add 5
points to gour cotltBAT sKlLL. The rank of Kai
Grand Master Senior, with which you begin the

26

New Order seri€s, means that you are skilled in
the use ol one of the w€apons listed in ihe EQUIP
I.4ENT seciion For every adventure thai yorl
complete sLrccessfully in rhe New Order "eries. yor-r
will gain profici€ncy with one additional weapon.

2. Animal Mastery

New Order Grand Masters have consrderable
conirol over hoslile, non-s€ntient creatures Also,
they have the ability to converse with birds and
fishes, and use them as guides

3. Deliwrance (iMvanc€d Curing)

New Order Grand Masters are able to use their
healing power to repair serious battle wounds lf.
while in combat, their coMBAT SKILL is reduced to
8 points or less, theg can draw upon their
mastery to restore 20 ENDURANCE points. This
emergency ability can only be used once every
20 days.

 , Asgmilance (Advanced Lwisihh'ry)

New Order Grand Masters are able to effect strik-
iog changes to their phgsical appearance, and
mainiain thes€ changes over a period of 1 to 3

27



days- They have also mastered advanced
flage technrques which make them
undetectable in an open landscape.

5, Grand Hunknastery

ENDURANCE points (Kai surge and Mindblast cannot
be used simultaneously) New Order Grand
Masters cannot use Kai surge if tberr ENDURANCE
score lalls to 6 points or below

8. lGi-screen

Durrng psychic combai, New Order Grand
Masters are able to construct mind fortresses
capable of protecting themselves and others The
.lrenglh and cdpdcily of these fortresses increa<es
as a New Order Grand Master advances in rank

9. Gmnd Nexus

New Order Grand Masters are able to withstand
contact with harmful elemenis, such as flames and
acids, for upwards of an hour in duration This
ability increases as a New Ord€r Grand Master
advances in rank

10. Telegnosis (Advanced Di,lnaflon)

This Discipline enables a New Order Grand Master to
spirit-walk for far greater lenglhs of time. and with far
fewer ill effects Duration of the spirifwalk, and the
prolection aflorded to his inanrmate body. increase5
as a New Order Grand Masler advances in rank

camou
vir iual ly

New Order Grand Masters are able to see in total
darkness and they possess great natural speed and
agility. They also have a superb sense of toucn and
taste-

6. Grand Pathsmanshlp

New Order Grand Masters are able to resisi
entrapment by hostile plants. Also they have a
super-awaren€ss of ambush, or the threat of
ambush, in woods and dense forests.

7, Kai€urge

When using their psychic ability to attack an
enemg, New Order Grand Masters may add 8
points to their coN{Bm SKILL. For every round in
which Kai surge is used, they need only deduct 1
ENDURANCE point. Grand Masteis have the ophon
of using a weaker form of psychic attack called
Mindblasl. When using this lesser attack, u)ey may
add 4 points to their coMBAT sKtll without loss of

28 29



11. ltlagtsllagic (OH fGngdom Magic)
/
, tions increases as a New Order Grand Master

advances in rank.

14. Herbmastery
Under the iutelage of Lone Wolf, you have been
able to master the rudimentary skills of Old
Kingdom baltle magic. These arcane skills include
the use of basic magi-magic spells, such as Shje/d,
Power Word, and lnuisib/e Flst As you advance
rn rank, so will your knowledge and mastery of Old
Kingdom magic increase.

12, Kai-alchemy @rotherhood Maglc)

Under the tutelage of Lone Wolf and Guildmaster
Banedon (the leader of Sommerlund's guild of
magicians), you have mastered the elementary spells
of the Brottrerhood of the Crystal Stac Ttre;e sperrs
indude Lightning Hond, LeDitotion, arld Mind
Chorm As you advance in [ank, so will gour Hnowl-
edge and mastery of Brotherhood magic indease.

13. Asbology

Mastery ol this New Order Discipline enables a
Grand Master to identify readrly any subsiance
derived from living or growing organic material
He is aware of any secrel uses to which an organic
material may be pui, and he is skilled in effecting
the release of a substance s medicinal and,/or
magical properties

15. Eemenhllsm

This Discipline enables a New Order Grand Master
to manipulate the four basic elements, Eatth, Ail
Fire, and Water By drawing upon individual (or
combinations o0 elements that are available, he is
able to detach, affix, incr€ase, concentrate, inten
sify, remove or accelerate this matter to fulfil a
specific purpose, eg, create a wall, hurl a rock,
spray sand, remove air, intensify fire. The versatil-
iiy of this Discipline increases as a New Order
Grand Master advances in rank,

16. Bardsnanslnp

Through mastery ol this Discipline, a Kai Grand

31

The celestial bodies which occupg the skles above
Magnamund have long been known to affect the
lives of its inhabitants. Mastery of this Discipline
enables a New Order Grand Master to predict and
shape the fuiure by studying the relative positions
of the Sun, the Moon, and the myriad planets and
stars The number and accuracy of these predic-
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Master of the New Order becomes a multi-talented
performer, prolicient in the use of any musical
instrument. He is able to sing or chant, reote or
compose tales of legend, mimic speech or dialect
and stimulate a wide range of emotions dmong
sentient creatures. The effect and power of his
bardic abilities will steadily increase as he advances
through the Grand Master ranks

If you successfullg complete the mission as set rn
Book 27 of Lhe Lone Woll (Ne\ Order)<erie5. you
may add a further Grand Master Discipline of your
choice to your Action Chart in Book 28. For
pvery Grand Nlarrer Disciplinp you possess, in
excess of the original four Disciplines you begin
with, you may add 1 point to gour basic coLlB.AT
SKILL score and 2 points to your basic ENDURANCE
points score. These bonus points, together with
gour extra Grand Master Discipline(s), your origi
nal four Grand Master Drsciplines, your Kai
Weapon and any other Special ltems that you
have lound and been able ro keep during your
adventures, may then be carried over and used in
the next New Order advenfure, which is called

Rondom Number Toble and add 20 to ihe
number you have picked The toiai equals the
number of Gold Crowns rnside the pouch, and 9ou
should now enter this number in the 'Gold
Crowns' section of yo|].r Action Chart.

lf you have sucbess{ully completed previous New
Order adventures (Book 21 26), you ma9 add
this sum to the total sum of Crowns you already
possess. Fifty rs the maximum number of Gold
Crowns you can carry in your pouch ai an9 time
You ma9 also select five items from the list below,
only two of which may be Weapons

Sword (Weapon)

n

-

L

Quiver (Special ltem) This contains six arrowsi
iecord them on gour Weapons Lisi

The Hunger of Sejonoz

Before gou leave the Kai Monastery and begin
your quest to capture the Claw of Naar, you equip
yourself wrth a map of Bhanar and the Chai
Borderlands and a pouch of gold To find out how
much gold is in the pouch, pick a number from the

32

Broadsword (Weapon)

Flute (Backpack ltem)

33



2 Meals (Meals) Each Meal takes up one space jn
your Backpack

Dagger (Weapon)

Bow (Weapon)

Rope (Backpack lrem)

Potion of Laumspur (Backpack ltem) This potion
restores 4 FNDURAN(]E points to your tolal when
swallowed alter combat. There rs enough for only
one dose

List the five ilems that you have chosen on your
Action Chort under the appropriate headings,
and make a noie of any effect that they ma9 have
lo your ENDUBANCL points and,/or coMBAT SKjLL

Upon reaching the ultimate rank ol Kai Supreme
Master, Lone Wolf received as a reward lrom lhe
God Kai many new skills and abilities One of
these skills was Kai Weaponcraft Using his nev,
lound mastery, Lone Wolf lorged ten weapons oI
magical power in the armoury fLrrnaces of the Kai
)4onastery These magical weapons are reserved
for *re elite of the New Order Kai who attain ihe
rank of Grand Master.

In recognilion o[ your rank and achievement you
may choose your own Kai Weapon from the table
below or, if you prefer. yolr can generate one at
random To generate a Kai Weapon. pic| a
number lrom lhe Rondom Number Toble and
consult the lirst column The magical axe sword,

KAI
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or broadsword which corresponds to the number
9ou have picked will be your own personal Kai
Weapon. Record thls magical weapon and its
unique properties in the Kai Weapon section of
the Special ltems Ljst at the lront of the oooK

Rample
Say you choose the number 1 from the Random
Number Table, your Kai Weapon will be the axe
'Alema .

When r,rsrng this Kai Weapon in normal combat
you may add +5 points to your coMBAr sKlLL
Each Kai Weapon has a unique property When
you use your Kai Weapon in combat against the
tgpe of enemy that matches its unique property, or
use ri at the optimum time or location, then you
may add the higher bonus to your coMBAT SKILL

B<ample
II gou were to use 'Alema' in combat agaursr an
undead enemy, you could add the higher bonus of
+7 to gour coMBAT sKrLL. lf gou were to fight a
hving enemy using this weapon then the bonus to
your COMBAT SKILL would remain at +5

Equtpment - How to use it

Weopons
The maximum number of weapons that you can
cany is t"vo Weapons aid you in combat. lf you have
the Grand Master Discipline of Grand Weapon
mastery and a correct weapon, it adds 5 points to
yoLlr.OMBA| >KLL I[ you find a wenpon during your
advenfure, you may pick it up and Lrse it-

Bows ond Arrows
During your adventr.rre there wilL be opportLrnlties
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rf
L+ to use a bow and arrow If 9ou equip yourself with

this weapon, and you possess at least one affow,
you may use it when the te.xt of a particular seclion
allows you to do so. The bow is a useful weapon,
lor it enables you to hit an enemy at a distance
However, a bow cannot be used in hand to hand
combat, therefore it is best to equip yourself also
with a clos€-combat weapon, such as a sword or
an axe

In order to use a bo\ you must pos\ess a quiver
and at least one arrow Each time the bow is used,
erase an arow from your Acfion Chorf A bow
cannot, of course, be used if you arhaust your
cufrply of arrows, buL Lhe opportuniry may arise
during your mission for 9ou to replenish your stock
of arrows

If you have the Discipljne of Grand
Weaponmastery with a bow, you rnay add 3 points
to any numt€r you choose from the Rondom
Number Toble, when usiDg the bow.

Bockpock ltems
These must be stored in your Backpack Because
space is limited, you may keep a maximum of ten
articles, including Meals, in gour Backpack at any
one time. You may onlg carry one Backpack at a
Lime During your lravels you will discover various
useful items which you may decide to keep You
may exchange or discard them at any point when
you are not involved in combat.

Ang item that mag be of use, and which can be
picked up on your adventure and entered on gour
Action Chort, is given either initial capitals (eg,
Silver Mrrror, Gold Key), or is clearly identified as
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a Backpack ltem. Unless you are told that it is a
Special ltem, carry it in your Backpack

Speciol ltems
Special ltems are not carried in the Backpack.
When you discover a Special hem, you will be told
how or where to carry it The maximum number
of Special ltems that can be carried on any adven
ture is twelve

Koi Weopon
Your Kar Weapon is a Special ltem and it can be
carried and used in addition to two normal
weapons. If 9ou possess the Discipline of Grand
Weaponmastery for a weapon type which is the
same as your unique Kai Weapon, you mag add
the Grand Weaponmastery bonus of +5 to your
coMBm sKrLL. This is in addition to the bonus
gained when you use your Kai Weapon in combat.

F@d
Food is carried in your Backpack Each Meal
couDts as one item. You will need to eat regularly
during your advenfure. I[ you do not have any lood
when you are instructed to eat a Meal, you will
lose 3 ENDURANCE points However, i[ you have
chosen Grdnd Huntmastery as one o[ your lour
Disciplines then you will not need to tick off a Meal
when instructed to eat

Potion ol Laumspur
This is a healing potion that can restore 4
ENDUMNCE points to your total when swallowed
after combat There is enough for one dose only.
I[ you discover any other polion during the adven
ture, you will be informed ol its effect All potions
are Backpack ltems.
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There will be occasions during your ad\,,enhre when
you will have to fighr an enemy The enerm,r's
coMB,cT SI(LL and ENDUBANCE points are given in the
text. Your aim in the combat is to kill the enemy by
reducing his ENDURANCE points to zero while losing
as few ENDUTLANCE points as possible yourself.

At the start of a combat, enter your own and ihe
enemy's ENDUMNCE points in the appropriate
boxes on the Combai Record section of your
Action Chart.

The sequence for combat is as follows:

1 Add any extra points gained through your
Grand Master Disciplines and Special Items to
your current coMBAT SKILL total

2. Subtract the coMBAT sxlll of lour enemy lrom
this total The result is gour Combat Ratio.
Enter it on the Acfion Chdrt'.

Example
You, Grand Master (cor,4BAT sKtLL 32), are
attacked in a forest by a pack of Wild Dogs
(coMBAT SKTLL 31), You are taken by surprise
and are not given the opportunity of e\ading
their attack. You possess the Grand Master
Disciplin€ of Kai surge to which the Wild Dogs
are not immun€, so yoLr add 8 points to your
CoMBAT SKILL. You also possess the Kai
Weapon 'Ulnarias', so 9ou add an addiiional 5
points to your coN.tBAT SKILL. This gives you a
total coMBAT sKr[ of 45
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You now subtract the Wild Dogs' coMBAr sKlLI
from your own, giving a Combat Ratio of +14
(45 31=+14). +14 is noted on your Act' ion
Chort' as the Combat Ratio.

3 When you have your Combat Ratio, pick a
number from the Rondom Number Table.

4. Turn to the coMBAT RESULTS rABLE on the inside
back cover of this book Along the top of the
chart are shown the Combat Ratio numbers.
Find the number that is the same as yoLlr
Combat Ratio and cross reference it with the
random nr.rmber that you have picked (the
random numbers appear on the side of the
chart)- You now have the number of ENDURANcE
points lost by both yoursell and your enemy in
this round of combat. (E represents points lost
by the enemy; GM represents points lost by
yourself - Grand Master)

E<ampl€
The Combat Ratio b€hreen you and the Wild
Dogs has been established as +14 lf the number
picked from the Rondom Number Toble is I,
then the result of the first round of combat is:

You (GM) lose 3 ENDURANCE points (plus an
additional 1 point for using Kai'surge- This loss
is rn addihon to the loss sulfered as a result of
combat)
Wild Dogs lose 9 ENDURANCE points

5 On the Aclion Chort. mark Lhe chdnges in
ENDURANCE points to the participants in the
comDat

6. Unless otherwis€ inshucted, or unless you have
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an option to evade, ihe next round of combat
now starts

Repeat ihe sequence from Stage 3

This process oi combat continues until the
ENDURANCL poinis ot elther your enemy or
yourself are reduced to zero. at whrch point the
one wrth the zero score is declared dead If you
are declared dead, the adventure is over If the
enemy is dead, you can proceed but with your
ENDURANCE pornts reduced

A summary of Combat Rlrles appears on the
page after the Rondom Number Toble-

Enaslon ol combat
During gour adventur€ 9ou may be given the
chance to evade combat- lf you have already
engaged in a round ol combat and decide to
evad€, calculate the combat for that round in
the usual manner All poinis lost by the enemy
as a result of that round are ignored, and you
make your escape Only gou may lose
ENDURANCE points during that round (such is the
risk ol turning tail and runnng awag dunng
combat)l You may onlg evade if the text of the
particular section allows you to do so.

The following table rs a guide to the rank and titles
you cdn achieve dl each 5ldge of your journey
along the road to Kai Grand l4astership As you
complete successfully each adventure in the New
Order series, you will galn an additional Grand
Master Discipline and progress tou/ards the plnna_
cle ol Kai perfection to become a Kai Supreme
Master

No of Grand
Master Disciplines

acqulred

4

Crand
Masier
Rank

Kai Grand Master Senior
\You begin the Neu Order
oduentures ot this leuel
ol Koi Grond Mostery)
Kai Grand Master Superior
Kai Grand Sentinel
Kai Grand Defender
Kai Grand Guardian
Sun Knighi
Sun Lord
Sun Thane
Grand Thane
Grand Crown
Sun Prince
Kai Supr€me Master

5
6
7
8
9

10
1t
1.2
13
14
15

42 13
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As you rise through the higher levels of Kai Grand
Mastery yor.r will find that your Disciplines will
steadily improve lf you are a New Order Kai who
has attained the rank ol Sun Lord, gou will now
b€nelit from improvements to the lollowing Grand
Master Disciplinesl

Gnnd Weaponmastery

Sun Lords with this Dis€ipline are able to cause the
metal edge of any non magical weapon to ignite
and burn liercely When a weapon thus allected
is us€d in combat, it inflicts an additional 1
LNDURANCT point loss upon an enemy in every
successful round of combat. This ability cannot b€
us€d with a wholly wooden w€apon such as a
quarterstaff.

Herbmastery

Sun Lords who possess this Drscipline are able to
cause living plants, eg, grasses, br-rshes, flowers,
weeds, rushes etc, lo enhrine themselves around
the limbs of hostile creatures. rhereby hampering
their free movement. Sun Lords are able to target
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only one creature in this way An additional
creaiure can be allected for every level a Grand
Master rises above the rank of Sun Lord

Assimilance

Sr.rn Lords who possess this skill are able to cause
the outline of their bodies to become blurred and
indistinct By so doing, they can greatlg increase
their chances of avoiding magical and/or non-
magical missiles directed at them

Gnrd Huntnastery

Kai Sun t-ords with this skill are able to s€e, with
acute accurary, light in the infrared sp€ctrum, ie,
they can see the complex patterns generated by
heat in near or total darkness They can also see
hght in the ultraviolet spectrum.

Kai Surge

Sun Lords who possess mastery of this
Drscipl ine are able to launch d Kai Blasr - a
pulse of intense psgchrc energy which is capable
ol affecting both psychically active and inactive
enemies. This lorm of psychic attack is very
effective. more so than a usual Kai surge. Psi



surge or Mindblast. It can cause an enemy to
lose between 2 and 18 ENDURANCE points in one
altack. However, use of a Kai Blast will reduce a
Sun Lord's ENDURANCE POTNTS total by 4. lt
(annol be used in conjucl ion with aoy other
form of psychic attack.

Telegncis

in rank.

It{ad:maSc

J:
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Grand Masters who have reached the rank of Sun
Lord are able to use the following battle-spells of
the Elder Magi,

Penetrate - This increases the penetrative energy
ol any arow, or arrow-like missile, launched by a
Sun Lord.

Energy Grosp - This spell enables a Sun Lord to
discharge a powerful electrical force into anlhing
he or she touches lt is similar in effect to the
Brotherhood spell Lighining Hond. It differs in
that it is easier to control and channel the resulting
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energy It also requires the acfual touching of an
object or enemy to effect the spell,

Sadsmanship

Kai Sun Lords with this skill are abl€ to direct
their musical abilities to disrupt the structure of
inanimate breakable objects, eg. glass, ceramrcs,
urns, flasks etc, causing them to explode vio-
lently. Any person or creature in close proximity
to the d€stroyed object flsks injury from flying
Iragments.

The nature of additional improvements and how
they affect your existing Grand Master Disciplines
will be noted in the lmproved Grand Master
Disciplines section of future Lone Woll New
Order books

Grand Master. you are about to embark upon a
vital mission to deny Auiarch Sejanoz the Cloo o/
Noor, an ancient yet deadly artefact of evil. During
your quest to distant Bhanar you will encounter
many strong and cunning adveEaries, and your
mission will be lrawht with danger at every turnj
so remain on your guard at all times

Some of the material items tlEt you lind will be of
use to you, but others may be red herrings of no
real value at all lf you discover irems during your
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I mission, be selective in what you cnoose to keep-

Pick your rnitial four Grand Master Disciplines with
care for a wise choice will enable angone to
complete the quest, no mafter how weak their
initial coMBAT sKtLL and ENDUMNCE scores may be
Completion ol previous Lone Wolf adventures
(Books 1-26) may be adudntageous, but it is not
essentral for the successful completion ol ihis New
Order adventure-

May the gods Kai and lshir guide and protect you
during your mission in the sinister realm of
Bhanar.

For Sommerlund and the Kai!
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I

Within the hour, you find gourself standing beside
Lord Rimoah at the deck-rail of the sleek flying
ship Cloud-doncer, watching the Kai Monastery
melt away into the distance as the craft soars into
an aare sky. The weather is fresh and clear, and
you are bless€d with a strong tarl w'nd that will
assist your long journey south to the land of
Bhanar

Rimoah has already charted a course lor Sund€rer
Pass, and as his young Toranese crew attend to
the running of the skyship, you settle back into the
plush comfott of the Captain's cabin and discuss
with him the details of your mission After a
delicious supper, you rehre early and rise late in
order to be best prepared for the task ahead.

Bg noon o[ the next day, you have already crossed
the Tentarias and entered into Southern
Magnamund. You spend much ol the early after-
noon standing at rhe bow rail. Iost in your
thoLrghis as an endless panoply o[ rolling hills and
grasslands pass silently beneath Cloud-doncer's
gleaming keel

When the forbidding peaks of the Darkwall
Mounlains are sighted on the horizon, Rimoah
takes charge of th€ helm and steers the skyshrp
on a south-easterly bearing to avoid them These
mountains mark the northern boundary ol fhe
Doomlands of Naaros, and Rimoah is anxious to
avoid this notoriouslg stormy region. Skilfully,
he navigates a course around the eastern bound
ary of the Doomlands until, late in the after-
noon, you see the snow-capped tips of the
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Southern Dammerdon Mountains soar into view.

Rimoah passes the helm back to his bo'sun, then
he hurries to ioin you at the bow rail. 'Keep your
eyes peeled, Grand Master,' he says. 'Sunderer
Pass is a narrow gorge lt'll be had to spot from
here ' Aided by gour abilitg to magnify your vision,
you are the first one to see the tiny pass. Rimoah
praises yout keen sight and he signals to the
bo'sun to bring Cloud-doncer around to the south-
ern slopes of the Dammerdons, to a place where
the pass emerges from the mountain range Her€,
you notice a pale cross of sun-bleached boulders
Iaid ou( on the dark. dusty ground h is a sign
Rimoah has been hoping for, and excitedly he calls
for the bo'sun to steer the skycraft towards it

Cloud-doncer rs brought to hover directly above
the cross. You leave the rail and accompany
Rimoah Into a boarding cage located at the stern,
and together you are winched to the ground. As
the cage touches down, you push open its iron
gate and step out Your pulse quickens when
suddenly you see four *hadowy figures emerging
from the strrrounding rocks.

To contlnue, lurn to 225

2
You make a wide detour around the encampment
before continuing your ride south. It is mid-after-
noon when 9ou see a eitlement in the distance,
one of many that can be lound on the fringes ol
the Yua Tzhan province. As l|ou are passing
through thrs ragged plains village, l|ou s€e a busy
market in operation. The traders and their

3-3

cuslomeF stop to stare as you ride past; their eyes
drawn by the unusual cut and colour of your
runrcs.

Cildas points to a clothes stall that is heaped with
simple straw-coloured robes, much favoured by
these Bhanarian plains-dwellers. 'Maybe a wise
purchase, Sir Kai?' he mutters. 'l fear our tunics
may arouse yet more suspicion the further south
we venture.' You nod in agreement and halt to ask
the trader how much he wants for four of hrs
robes
'One htrndred and fifty Ren,' he replies, breezily.

The trader's price is the €quivalent to 15 Gold
Crowns The rangers do not have an9 money, so
if lrou wish to purchas€ thes€ garments you must
pay the full price.

lf you can afford to pay the trader's pnce, turn
to 218

lf you do not have sufficient Gold Crowns to pay
for thee robes, turn to 83.

Your tracking skills tell you thai this hut was
abandoned bg its owner earlier this morning. Its
log stove is still warm, and a plate of food lies
untouched on the table. You share out the food
and dry your clothes by the stove Sergeant Paviz
keeps watch at the window in case a patrol should
come by to s€arch the hut.

As midnight approaches, the enemy activity in
Zuda decreases Gildas suggests you should leave
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'Runl-.cries Gildas. as the soldiers come rushing
towards yotl

To continue, turn to 86.

4
Upon your safe return, you tell paviz and yalin of
what you observed at lhe copse
'They re unaware !|eve caughl up wilh them,.
says Captain Gildas, smiling slyly

The rangers appro!€ of your plan and they are
eager to put it into action. Gihas and his men
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copse and halt within sight ol the camplire Oniy
on€ o[ the Imperial Guardsmen is siill awake, and
although he has been posted to siand L{'atch. yolr
see lhal hp i.  hdving dit l iculry keeping his e!es
oppn Thp \qudd lpdder i \  tossing dnd lurning rn
his sleep, as il he is having a bad dream, and as
yoLr inch closer to him you fear that he could
awaken at any moment

If gou possess Kai-alchem9, and wish to use it,
turn to 158.

II yor.r do not, turn to 116

5
Quickly you retr ieve the potion lrom your
backpack, flip open the stopper. and doL{Tl lt all in
one gulp

Instantly, the nausea subsides and gou feel a wave
ol strength coursing through your veins: restore 4
ENDUMNCE POINTS

To coniinue. turn to lE

6
Before you release your bowstring, you recite the
words of the Old Kingdom spellF/omeshoft and a
magical blue flame engulfs your arrow's tip Then
you send your fiery missile arcing towards a pool
of oil on the ground in front of the chargrng
Xanon It plunges into the black puddle and ignites
with a terrific Whoomph!. explodlng a searing ball
of flame and black smoke into ihe air The heat ol
the frreball  forces the Xanon to retreat butasthey
pull back, you become aware of a new threat

7-8

Some Xanon have ndden in a wide arc around the
rlrins and have come up behind volrr position. You
hear therr ieader snofting gruffly as he leaps into
the ruined hall. and qurckly you spin around to
face him Shouldering your bow, you unsheathe
your Kai Weapon and leap toreard to block him
before he can launch a surprise atiack upon the
backs of your three companions

To continue, turn to 270.

7
Skilfully you land gour blow upon the centre of the
falling rock and it explodes into a harmless cloud
of dust

To continue. turn to 339

8
You are halfway around the perimeter ol the hall
when suddenly you are seen by the soldiers at ihe
table- Some grab their weapons and come rushing
at you, while others leave the hall to raise the
alarm. You fight well and slay those who aitack
yoLr, but the hall is soon awash with reinlorce
ments and gou are forced to sltrrender

The rangers are also captured. and together 9ou
are taken before the Sergeant of the Guard He
Cenounces you as would be thi€ves out to steal
:rovisions and he orders that your weapons and
equipmeni be confiscated before you ar€ led away
.  n. l  rhr^,rm inf^ th, .1, , . . ,^n.

As the heaw door to your cell slams shut. you
'nmediately look for a way out of fhis grjm prison
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chamber You try to pick the lock, but yor]r
aftempt is thwarted when the Sergeant and hrs
guards return With them is the squad leader ol the
lmperial Guard, the same man from whom you
took the Claw of Naar. He is carrying the accursed
artefact, and when the iron door is opened, he
points it at you and triggers a fearsome blast of
raw energg. In the cramped confines of ihe cell
there is no hope of escaping from its terrible
power In the blink of an eye, you and your brave
companions are engulfed and consumed by a terri-
fying ball of white hot fire.

Tragically, your life and your mission end here in
the barracks dungeon of Yua Tzhan

9
As the nauea subsides, you see the Autarch come
stalking forwards, slashing and scything at you
with his needle-claws He is like an angry tiger. As
gou duck below one sweeping attack, he catches
gou in the back with a lightning-fast following
strike. His needle claws become embedded in your
backpack, and it is wrenched from gour back when
he sends you crashing headlong against the
chamber wall: lose 2 ellDUMNcE points (You must
now erase eveMhing in your Backpack )

To continue, turn to 94

10
You call upon your Grand Mastery of the Kai
healing skills to deaden the pain of the old man's
wound before you dmw out the arrow. Then you
lay your right hand upon his chest and transmit thet'

i-
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power of your healing Discipline into the op€n
wound- Wthin s€conds the wound is sealed,
leaving no trace oI its existence

To continue, furn to 76.

u
Beyond the door you discov€r an empty chamber
with a flight of spiral steps. You check gour
compass and then you lead the rangers up these
iron stairs to a wide corridor on the floor above

You instruct Gildas and his men to wait at the top
of the staircase while you make sure the way
ahead is clear Tallarched windows march past on
either side as you approach a door at the end of
the passageway. You detect the aroma of roasting
meat and hear the sounds of feasting, and when
you peep through the door's keyhole, you see a
soldier's mess hall begond.

Carefully you twist ils spherical handle and push
open the heavy oak door just a few inches.
Peering around the door, you see a dozen
Bhanarian soldiers siiting at a large table set
before a blazing log fire. A side of beef is roasting
on a spit above this fire, and the soldier's plates
are heaped high with meat and vegetables Stands
ol antique armour are positioned around the walls
of the hall, and rts panelled ceiling is decorated
with the portraits of famous Bhanarian generals of
old.

Some of the soldiers dining here are Imperial
Guards from lhe squad that you encountered in
Sunderer Pass You scrutinise their faces, yet you
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Peering round the door, you see a dozen
Bhanarian soldiers feasting at a long table

t2-73

cannot see their leader among them Your
compass Indrcates that the Claw of Naar is nearby,
ils needle rs pointing to a door on the far side of
the mess hall You sense that the CIaw is in the
room beyond this door, and 9ou r€solve to find a
way of reaching it without being seen.

If you possess Grand Nexus, and wish to use it,
turn lo 222.

If you possess Assimilance, and wish to use il,
turn to 98.

lf gou possess Elementalism, and wish to use it,
turn to 178

If you possess none of these skills, or if you
choose not to use an9 of them, furn to

9.

t2
The dial emits a loud C/ickl and the hea,,V door
swings inwards without a sound. Quickly you step
inside, then beckon the rangers to follow: 'This

When all three are salely inside, you push the
heaw door closed and slide its drawbolt across,
locking it securely.

To continue, turn to 136.

13
'Wait here, Captain, 9ou say to Gildas, 'l must go
io lhe ravine lwill rehrrn soon. I promise.'

And with these words you leave the rangers and
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make your way to the steep gully wherc Cloud-
.lancer la9 concealed before ii was aflacked. As
you approach the ravine. gour Kai tracking skjlls
orrect you towards a small metallic fube that lies
hidden among the boulders.

' f f .Lhis should prcDe impossible, you musl
toke it  to the citg ol Pensei. There you should
moke contact with Lord Ghodro, the Desston
enuog, ond he wil l  see to i ts destruction. He
uri l l  olso h.e.lp you to return home to

Having memorised its contents, you tear tne scrap
ol papyrus into sma.ll pieces and swallow them to
ensure that Rimoah s messag€ will never be
orsco\€red b!, the enemy. Then l'ou return lo the
mountarn pass to r€join Captain Gildas and his
men

message thal Rlmoah lefl behtnd dnd, despite their
sa{ness, they each vow to help you capture the
Claw of Naar

74-14

Suddenly Ranger Yalin shouts a warning: the
flying creafures are returning. Hurriedly you raxe
cover among the rock and watch as theg circle
above the pass Your Kai instincts tell lrou that
these beasts cannot suwt\re for long beyond the
mountain borders of the Doomlands. and soon
your suspicions are confirmed when you see them
returning north to Naaros When the last o, the
creatures has disappeared, you beckon Gildas and
his men to follow you down on to the mountatn
hail Here you discover the bodies of two Imperial
Guards who were caught by the rocklide amousn
and crushed to death.

If you wish to search their pockets and back-
pack, turn to 80

If you choose to ignore their bodies, you may
leave the pass by turning to 291.

14
The street is filled with pnrked wagons. anxior.rs
noops, and irate delivery ddvers who have been
barred entrance to the barrack. An alarm bell
continu€s to toll as you wend your wag through
the cror.vds, and your sixth sens€ tells you that the
Claw has now been disco\€red missing.

You turn a corner and ride along an unobstructed
avenue that takes you to a far quieter quarter of
.be city Guided by your pathsmanship and track-
ng skrlls, you lead the rangers to the South Gate
of Yua Tzhan. Here you are able to depart the city
along a road that passes through outlytng settle,
nents before climbing gently into the Honah
Hills
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Pick a number from the Random Number Table

If the mrmber you have prcked is 0-4, turn to
202

If it is 5 9, turn to 194

15
You nod in agreement to Gildas' suggestion, th€n
you push back your chair and stand up. The
fortune teller protests and demands that gou pay
him for the card reading

If you wish to give the man 1 Gold Crown, rurn
to 316.

If you refuse to give him anything, h.rrn to 283

76
You do not recognize the tree like shrub and you
are wary oi any properties its leaves or bark may
possess Raiher than risk testing it in case it should
prove to be poisonous, you advise Yalin to step
away from ihe strange looking plant.

To continue, turn to 240

You call Lrpon gour improved Kai mastery to
project a norse beneath the first arch of the bridge.
Amplified by the water, and the arch itself, this
sudden rumbling noise stafiles the soldiers on the
river bank. Fearing that a monster is set to rise up
and consume the bridge at any moment, they turn
tail and flee in panic from the water's edge

Turn to 127Fr

l8-19

18
The death of their leader forces the other winged
horrors to break off their attack. They swoop out
of the pass and veer away to the east, towards the
ravine where Cloud dancer is hidden There ihey
muster their numbers and, with a hellFh chorus of
cackling shrreks, they launch an attack upon ihe
grounded skgship and its crew

You cast a glance down into the pass and see that
the squad of Imperial Guards has now halted on
the narrow mountain trail. You sense that they are
waiting for their winged escorts to return belore
theg dare to venture a step further

If gou wish to hurry back to Cloud-dancer and
help Lord Rimoah repel the aerial assault,
turn to 345.

lf you choose to stay with Captain Gildas and
the rangers, turn to 302.

19
Unfortunately, gour ploy fails The squad leader
cverhears gou and he raises the alarm- Suddenly
ihe door to the antechamber is kicked open and a
jozen soldiers burst in, armed and eager to
rrotect their esteemed commander.

\bu fight bravely and slay most of those who
3ttack you, bui the antechamber is soon awash
,rith reinforcements and you are forced to surren
jer During the molee, the rangers are also
iptured, and together you are taken before the
S€rgeant of the Guard. He denounces gou as
,ould be thieves, out to steal provisions, and he
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otders that !'our weapons and equipment b€
conriscated before you are led away and thrown
into the dungeons.

fu the heavy door to your cell slams shut, you
immediately look for a way out of this grim prison
chamber. You try to pick the lock, but your
attempt ls thwarted when the Sergeant and his
guards return- Wlth $em is the squad lead€r,
lreshly bathed and sporting a fine new uniform.
He is carrying the Claw of Naar, and when the
iron door is opened, he points it at you and
trlggers a f€arsome blast of raw energy. In the
cramp€d confines of the cell there is no hope of
escaping from its terrible F|ower ln the blink of an
eye, you and yor.rr brave companions are engulfed
and consumed by a terifying ball of white,hot
tre.

Tragically, your life and your mi$sion end here
in the barrack dungeon of Yua Tzhan.

m
You warn the olhers that a storm is irnminent, and
that you will need to find shelter before it breaks.
L€ss than a mib further on, lou discover an
abandoned cottage that overlook the hill road A
dirt track ascends to its door, and when gou reach
it, you dlscover that there is sufficient room inside
to shelter you and your hors€s. Barely minutes
after arrlving h€re, the storm breaks and the
sunounding countryside is slrept by torrential rain.

While you are sheltering from the storm, unless
you possess the Dscipline oI Grand Huntmastery,
you must eat a Meal or lose 3 ENDURANCE points

2l-22

To continue, turn to 303.

2l
When you crest the ridge, you rein in your hors€
and stop to look back at the trap gou have set
After several minutes, you s€€ your enemy enter
the ualley and gallop along the lrail You magnily
your vision in order to obs€rve them as they
approach the pillars, but as they pass by the
obstruction, lrou detect no sudden release of
POwer.
The enemy have lailed to higger lrour trap and
now you hate lost a pr€cious advantage. Cursing
your lll lrrck, you lllge lrour slallion to the gallop
and speed away from the ritlge with your rang€r
companions following closely on ggur horse s
nee6,

Turn to 3()9.

2.
You reach the end of the roof and climb down the
aunk of the tr€e. Gildas and his men follow your
lead, and when allof you are safely on the ground,
you pause for a few moments to assess the situa-
!on. From beneath the leafy boughs ol the young
oak, you look out across the parade ground and
<an the buildings that border rjpon it. Bhanarian
soldiers are nmning ever!&fiere, seemingly in
confusion, Then 9ou realize that they all have a
purpose: they are rushing to secure every enkance
and exit from the barrack.

Gildas points to a building on the west side of the
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paiade ground lts doors are open and
unguarded. You magnify yor.lr vision and see that
it is paft of the barracl$ stables. Its well-lit int€rior
is busy with troopers who are preparing their
mounts for tomorrow's ceremonial parade
through the city. Beyond its rows of stalls is an
archway that opens on to one of the city's streets
You inform the rangers of what you have seen
and 9ou decide that the stables offer gou your best
hope for an escape from the barrack. Using the
perimeter ftees for cover, you skiri around the
parade ground and make gour approach to the
stables. You are less than 20 metres from its open
doors when you are suddenlg called upon to halt.
Three Bhanarian guards come weaving thror]gh
the line of trees iowards you, their spears h€ld at
the ready- 'Stay where you are,' bark the tallest
of these soldiers, 'and all of you raise yoLtr
hands!'

If you possess Herbmastery, and have attained
the rank of Sun Lord, hrrn to 229

I[ you possess Kai-surge, and have attained the
rank of Kai Grand Guardian, turn to 111.

I{ you possess neither of these skills, or if goll
have yet to attain t}le requrred level of Kai
Mastery, hirn to 274

a
You snatch an arrow from yolrr quiver and place it
lo your bow- As the leading creature comes
swooping dov.Jn towards your hiding place, you
pull back gour bowstring and take dm at the
beast's open jaw.

Three Bhanaiian guards come nrshing towards
9ou, their spears held at the ready
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lf you possess Magi-magic, and have attained
the Kai rank of Sun Lord, turn to 284

If you do not possess this skjll, or if you have yet
to attain this level oI Kai Mastery, turn to
772.

24
You draw your Kai Weapon and Gildas unsheathes
hls sword, and together you attack the Autarch.
Your heaviest blows fail to mark his armour ano
you are forcd to retreat for feai of striking your
companions.

The Autarch swivels his helm towards you. .Give
me the 

-Claw!' 
he demands, his voice ooomlng

around the chamber rGiw me the Claw and I shall
spare all your woahless liues!'

If you choose to obey hls command, turn to gS.

lf you choose to refus€ his command, turn to
3ri|8.

25
The woman launches a boh of psychic energy
tnat pierces your mind and engulfs your head
wlth a tiery. agonising pain: los€ 4 ENDLRANCE
Pornts
Slowly your innate mental defences knit together
to repair the damage you have snstained fro; this
opportunistic anack, and gradually the parn rn
your heacl recedes.

To continue, turn io 96.

26-27

lf you possess Kai-alchemy, and wish ro use tt.
lurn to 55

lf you possess Magi magic, and wish ro use rr,
turn to 263.

lf you possess neither of thes€ skills, or if you
choose not to use them, lurn to 324.

n
You inform Gildas and the others of yrour discovery.
and tell them to rest awhile beneaih the woooen

You allow them to drink at the stream for several

sallion. They are all expert horsemen, and lhey
::e able to make bridles and saddlecloths from
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ropes and blankets that they carry in their packs.
Within the hour, all four of gou are ready to leav€
the bridge and ride south in pursuit of the Imperial
Guards

Before you set off, unless you possess the
Discipline of Grand Huntmastery, you must eat a
Med or lose 3 tNpunaNcE points.

To continue, turn to 130

You place your mouth close to the door and use
your Magnakai Disciplines of Pathsmanship and
Divination to help you mimic the sound ol the
squad leader's voice. 'Go away!' 9ou say, tersely
'l've no wish to be disturM-'

Pick a number lrom the Random Number Table.
If you possess Grand Pathsmanship, add I to the
number you have picked. Il you possess
Telegnosis, add 2

If your iotal score is now 3 or lower, turn to 19.

lf it is 4 or higher, turn to 162

E
Your arrow caLses the cannon's pressure cylindet
to erupt like a geyset and it sprays the Bhanarians
with deadlg pieces of jagged iron shrapnel Those
who are not felled instantly b9 the torce of ihe
explosion are blinded and blistered by jets of scald-
lng steam

Turn to 47

3(L30

30
As the dust s€ttles, you see that the avalanche ol
rocks has blocked the mountain pass. Two of the
enemy warriors have been crushed by the deluge,
dnd rhree olhers can be seen qlaggering away
wounded Most of the squad appear to have
survived the rockfall and goLr cannot help but
begrudgingly admire the swiltness oi iheir
reactions. At first you cannot see their leader, then
you notice him crawling along a channel which
runs alongside the mountain trail. He jumped into
this shallow gullg to avoid the tumbling rocks and
now he is climbing back towards the track-

You command Captain Gildas and his rangers to
cover you as you leave gour hiding place and go
after this squad leader He is clutching the Claw ol
Naar in his right hand ard you are determined to
seize the chance to capfure il befor€ he can rally
his scattered men Swiftly llou traverse the mound
of rocks that now block the pass, and as you leap
into the gully behind the squad leader, you draw
your Kai Weapon in readiness to strike. Your
adversary hears the slick swish of your weapon
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leaving rts scabbard and instantly he spins on hrs
heel Shock blanches his sallow, moustachioed
lace and his almond eyes widen with alarm, but he
quickly recovers his composure

He raises the mace like Claw of Naar defensively
and, with a terse laugh, he levels its taloned tip at
your chest. There rs a crackling hum of power and
a bolt of black fire leaps from this evil artefact. You
act on reflex and dive to the bottom of the kench
as ihe supernatural bolt of dark flame comes
streaking through the dusty air towards you

Pick a nr-rmber from the Eondom Number Table
I[ gou possess Grand Huntmastery, add 1 to the
number 9ou have picked

If your total score is now 1 or lower, turn to
308.

If ii is 2 6, turn to 278

II it is 7 or higher, turn to 147

31
Only the swiftness of your reactions saves you and
your companions from a watery death. You race
back along the hill road, ihrough the blinding rain,
with a surging torrent of mud and debris chasing
you all the way. Trees are uprooted and loose
boulders are sent hurtling into the air by the
destructive force of this merciless flow- You are
struck by pieces of debris and you suffer cuts to
your head and back: Iose 2 ENDURANCE points

You succeed in out-running the mudslide
some cost Your horses are so drained

but at
oy rn€

32-32

ordeal that two ol them die of exhaustion, and a
third becomes too lame io conhnue. YoLl are
forced to abandon them and continue your
journey on foot. You head east, and take shelter in
a wooded hillside while you walt for the rarns to
abate

While you are resting, unless you possess the
Discipline ol Grand Huntmastery, you must now
eat a Meal or lose 3 ENDURANCE points

To continue, turn to 59

32
You detect that the woman is attempting to
ensnare you with a powerful mind charm You
Craw upon your psychic defences to block the
elfects of her spell, and 9ou are able to resist her
:nesmeric command Unfortunately, your
.ompanions do not possess your formidable
mental defences and they coniinue io ride along
ihe track, drawn by her hypnotic voice You call
trut to them to halt bui they are oblivious to your
lresence You must act quickly lf you wish to save
iem from her sinister spell

If gou possess a Bow, and wish lo use it, turn to
3!2

If you possess Kai alchemg, and wish to use it,
turn ro r5l

lf gou possess Magi-magrc, and wish to Lrse it,
iurn to 53.

II you possess Elementalism, and wrsh to use it,
turn to 124.
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II you possess Kai surge, and wish to use it, turn
to 281

II you possess none of these skills, or il you
choose not to use them, or a Bow, turn
instead to 1@.

ae
Your spell fails to split the rron skin of the
cannon s pressure cylinder Alerted now to your
presence, a handful of Bhanarians leave the fight
at the archwag and come running towards the
antechamber wlth their swords and axes raised to
strike. You offer up a short prayer to lshir to
protect you as you draw your Kai Weapon ready
to meet their determined attack With your battle
cry upon your lips, you pull open the door and flail
at the first Bhananan who comes within striking
distance of gour deadly blade.

Bhanarian Guards,
COMBAT SKILL 37 ENDURANCE 40

lf you win this combat, turn to 144

v
As the fearsome Xanon charg€s towards the rurns,
you suddenly realize that the sticky brown black oil
that coats its hide is highly inflammable

If you possess Kaialchemy, and wish to use it,
turn to 221

If gou do not possess this skill, or if you choose
not to use it, turn to 253

35-37

lbu tug the Claw from your pack and loss it on to
:re floor.

\ol He'll not have itl' screams Gildas, and he
eaps forward to kick the artefact away lt skitters
rcross the floor, and its clawed tip embeds itsell in
:re base ol the log fire. The Capiain s actions have
.ngered the Autarch He storms forward and deals
-.:m a crushrng blow with his armoured forearm.

-nding 
him crashrng against a bookcas€ on the

'trr side of the chamber His head drops limply to
-:s chest and he slithers to the floor

Turn to 344

: rur killing blow severs the creature s head from
.s bodg For a few moments its dismemberecl
.:rso stands erect, then slowly it keels over back
.ards and fumbles into the mountain pass

To continue, turn to 18

a',
1e moment you step outside the tavern, you
:rd your companions are set upon by the one-
=-ed man and his brutish cohorts They are
::med with knrves and clubs. and they are deter-
-ined to show you no mercy You must fight

Bhanarian Roughriders:
COIVIBAT SKILL 38 ENDURANCE 4I

':: may add +2 to your col"tBAT sKtLL lor the
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duration of this fight, for Gildas and his men are
helping goLr to frght off these enemies

If you win the combat in five rounds or less, turn
to 256

If you win the combat and it takes six rounds or
more, turn to 105

38
You call out to the rangers to follow your lead,
then you urge your horse to the gallop and race
him towards the barrier. The guards scatter as you
bear down on them, but their cor?oral is made of
stemer stuff and he refuses to move He snatches
up his spear and gets readg to lunge as you come
thundering towards him

Pick a number from l\e Random Number
Table. II gou possess Animal Control. add
2 to the number you hav€ picked-

lf your total score is now 0-1, turn to 142.

lf it is 2-4, turn to 198.

If it is 6 or higher, turn to 44

39
The Autarch's men react swiftlg to their squad
leader's call, and soon they are following closely
-on your heels as you race through the copse
When you break from the cover of ihe trees, the
nearest enemy warrior hr,rrls his dagger at gour
fleeing back Your Kai sixth sense alerts gou to the
Ilying missile and gou dodge aside, but the tip ol
th€ knile grazes your srde and makes you stumble

4040

and fall into ihe long grass: lose 1 ENDURANCE

POlnt-

To continue, turn to 85

N
You catch up with the lleeing rangers at a clearing
in the forest. The swiftness of gour flight has
outpaced the fearsome shape-changer. yet no
sooner have you recovered your composlrre and
rallied yoL[ companions, than you find yourself
confronted by a new threat.

At the far side of the clearing is a large mound o[
packed earth, with a cave-like entrance that is
adorned with bones and skulls. From out of the
mouth of this cave there emerges a hulking form
Iis bodg resembles a great grey egg supported by
a cluster of pale, spindlg legs Two bloodshot
eyeballs wobble atop stalk that protrude from its
swollen head, and a vile-smelling green bile dnps
unceasinglg from its gap-toothed maw

Gildas raises his bow and draws an arrow in readi
re'r to fire at the advancing bea<t You ldise your
Kai Weapon, but suddenly 9ou sense that this
abomination is surrounded by a benign, magical
aura Your Kai sixth sense tells you that, despite its
Eruesome appearance, this creature Poses no real
_ireat io yoLr and your companions, and hurriedly
',ou command Gildas to hold his fire Pick a
::umber from the Rondom Number Toble.

lf the number you have picked is 3 or lower,
turn to 213.

lf it ls 4 or higher, turn to 176



t A strange, htrlking form emerges from the mouth
of th€ cave.

4147

47
You hurry away from the trees and enter the busy
stables. Dozens of troopers are grooming their
mounts in stalls which are set facing each other
They form a long corridoi that runs all the wag
to a pair of open green doors at the far end ol
ihe building. Through this open doorway you
glimpse the enticing sight of a city street, and you
and gour companions have to struggle to
overcome an almost overwhelming urge lo run
headlong towards it

Mosl ol the horses that are standing in the stalls
are saddled-up in preparation for tomorrow's
ceremony. The troopers are part of the mounted
guard detailed to escort ihe Autarch through the
city You whisper to the others to look for some
unattended horses, but as you approach the
stalls, you are challenged by a suspicious trooper
Roughlg you barge him aside and l€ap into the
saddle of a chestnut mare. The rangers are all
close behind 9ou when you dig in your heels and
urge your mount to gallop along the centralcorri'
dor that leads to the exit The troopers wave
their fists as you speed past them, and hurriedly
two of them attempt to shut the green doors
before gou can make good your escape into the
srreer_

If you possess Kal-alchemg, and wish ro use rr,
turn to 319.

If you possess Magi-magic, and wish to use it,
turn to 214.

If you possess Elementalism, and wish to use it,
turn to 180.
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If you possess none of these skills, or if you
choose not to us€ anv of them. turn to 71

42
As you make the jump, your horse strikes his
torelegs on the barrier and you are jolted out of
the saddle. You twist as you fall and strike the back
of gour skull when you hit the groundr lose 5
ENDURANCE POiNtS

If you survrve thrs heavy fall, turn to 108

43
The squad leader advances along the trench with
the Claw of Naar poised to fire a second blast, yet
a timely volley of aftows lrom the rangers forces
him to abandon his attack and dirre for cover When
he scrambles to his feel, he commands his
s(attered squad to rally to his cry. They come
nrnning forward and he scramblas out of the trench
to me€t them. Then an anow skew€rs the slee'Je of
his tunic. and he spins around and looses off th€
second flame-bolt in reply lt explodes among the
rocks above and 9ou hear Sergeant Paviz cry out in
pain, The crackling hum of the Claw rises to an
almost deafening pitch when the leader allows the
supernafural weapon to recharge lo maximum
power Turning towards the rocks lhat block the
mountain pass, he points the Claw at the base and
lets loos€ a third blast of dark flame which blows a
big hole in the heaped debris. With a wild cheer,
the Bhanarians race through the smouldering gap
and make good their escape along the trail beyond.

Turn to 22O.I

4446

4
As you make the jump, the corporal's nerve breaks
and he throws himsell to the ground. Your horse
sails across ihe baffi€r, and the rangers follow with
consummate ease The angry cries of the corporal
quicldy fade inlo the distance as you leave the
bridge and follow the road into the hills beyond

Turn to 272.

45
The old man frowns He does noi want to lose a
sale, at any price. Afler some thought, he says that
he will accept I Weapon, 3 Gold Croums, and 1
Backpack ltem in exchange for th€ robes

You agre€ to the man s offer and you hand over
the items he requests (remember to adjust gour
Action Chort accordrngly) Then you and gour
companions each take one of the loose fitting
robes and shp them on over gour tunics. The thin,
hooded garments ar€ large enough to conceat
your backpack and weapons, and yoLl are pleased
to discover that they do not hamper your
movement

Having concluded your busrness, you thank the old
man and bid him farewell. Then you leave his tent
and go to collect your horses

Turn lo 118.

.6
There is a bl inding f lash of scarlei l ignr upon
the insiant that your blade str ikes the shaft of
the CIaw, and a searing wave of energy sends



4747

you crashing backwards to the ground, lose 2
ENDURANCE points

Dazed and gasping for breath, you drag gourself to
your feet and approach the stone block which is
now wr€athed with trails of grey smoke. To gour
dismay, you discover that the Claw is still intact
Despite the hr-rge burst of energy that your blow
rel€ased, you discover no mark or blemish upon its
gnarled shalt

The blade ol your lGi Weapon, however. is
notched and discoloured at the point where it
struck the shaft of the Claw. flhe damage to gor.:r
Kal Weapon has caused a permanent reduction of
2 polnts to its coMBAT sKrLL bonus. You shoulil
now adjust the bonus on your Special ltems list )

To continue, turn lo 23

qT
You ptrll open the door to the antechamber and
sprint across the bodg strewn hall towards the
distant archway. Your Magnakai Discipline of
Huntmastery enables you to see through the dissi-
pating clouds of steam, but your rang€r allies are
not so giftei As gou pass through the archway
and rush into the corridor, they mistake you for a
Bhanarian attacker and they let loose a volley of
arrows at your fleeting form

Pick a number trom the Rondom Number Toble.

ll the number you have picked is 9, tum to 163.
If it is 4+, turn to 209.

If it is 0 3, turn to 77

I
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4849

48

you cGshing headlong against the chamber wall:
los€ 2 ENDUMNCE points. (You must now erase
everythrng in your Backpack.)

To continue, turn to 91.

49

spikes, and lheir slifted eyes emit a cold, bilious
ugnr,

Ylu warn th€ rangeG of their presence and swittly
lhey lake cover among the boulders. hiding
themselves lrom above. Your swiit action saves
lou lrom being detecred by the winged beasrs, but
as lhe lasl ol their number passes overhead, you
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witness something that makes your heart skip a
beat.

Turn to 296.

50
A blindlng white light obliterates your vision. Then
a terrifylng numbness spreads rapidly from your
neck to the soles of lrour feet, and you feel yourself
tumbling lorwards Into a fathomless abyss

One of the steamjun proiectiles has pierced the
back of your skull and penetrated your brain
Mercifully, gour death is s\rrift and painless

Sadly, your life and your mission €nd here, at the
Crimson Tower of Zuda.

5l
You draw upon your mastery of Elementalism to
cause a sudden gust of air to strike the falling
rocK.

Pick a number from the Rondom Number Toble
For every level o, lGi rank lorl haw achiewd,
above the rank of Kai Grand Master Superior, add
an additional L

If your total score is now 0-5, turn to 259.
lf it is 6 or higher, tun ro 216.

52
The tat€rn-keeper's blast of buckshot peppers
lrour shoulder (los€ 2 ENDURANCE points) and
damages one of the ltems in your backpack,

53-54

You must now eras€ the second item that you have
recorded on your list of Backpack ltems.

To continue, turn to 287.

53
You intone the words of the Old Kingdom spell
Inulsible Rst and hold out the palm of your right
hand, directing it towards the Hy of the sinist€r
young wgman. You feel a surge o[ tingling pow€r
leap from your palm and shoot towards her, but
this pou€r is deflected awag when suddmlg a
translucent wall of energy appears before her.

Fearing that 9ou may be facing a powerful sorcer'
€ss, you abandon your attack and ky to lhink oI a
more effecti!€ weapon to us€ agalnd her

lf you possess Kai-alchemy, and wish to use it,
turn to 151.

lf you possess Kai-zurge, and wish to use it, turn
lo 7.

ll you possess neither oI these skills, or iI you
choos€ not to use them, furn instead to
ta

g
For a few anfous moments your target is
obscured by the Bhanarian gunnels, and you bite
your lip as you wait for lhem to move out of the
line of fire. The insta rhey do, you releas€ your
straining bowstring and send lrour afiow atcing
aqoss the mess hall towards ils mark.

Pick a number trom the Rondom Number Toble.
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I1 ,yo! possess Grand Weaponmastery with Bow,
add 3 to the number you have picked

If your total score is now 4 or lower, tum to
326.

If it is 5 or higher, turn to 29,

55

If you possess-Kai alchemy, and wish to use it,
turn to 182.

lf !,ou po6sess Kai-surge, and wish to us€ lt, turn
to 235.

lf you possess neither of thes€ skills. or if you
choose not to use them. turn to 141.

!$
You call upon your Magnakai Discipline of Animal
Lontloi^lg command the deadly Conda nol to
arrack Uildas. and instantly it ot€ys your sllenl
ofder

Pick a numb€r lrom the Rondom Number -lbble.
ll you possess Grand Huntmasterg, add 1 to the

F
)

57-58

number you have picked. For everv level of Kai
rank that you have atiained above Kai Grand
Sentinel. add 1. lf your current ENDURANCE score is
lower than 16, deduct 2-

l[ your totalscore is now 5 or less, turn to 161.

If it is 6 or hlgher, tLrrn to 210

DI
Through one of the tall wlndows that line this
cofiidor, you see the llat tarred roof of the

window s ledge.

You are running across the roof towards a tree
thal_ stands near to the kitchens, when you
suddenly_hear the loud preeling oI an alarm bell
echoing lrom a tou/er on the north€rn side of the
oaracks.

Pick a number from the Random Nunber Toble.

If the number you have picked is G4, lurn ro
22.

lf it is 5-9, turn to 1!)6

58
The old man is disappoinred by gour refusal ro
uade and he shakes his head wearily. l,&nen you
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59-59

ask if any Bhanarian soldiers and Xanon have
passed this way, he looks at you quizzica y

Why yesl he says. Thev rode by during rhe nighr
lhey didn l want to lrade erther'

You. thank the old man dnd bid him good health.
Out belore you can continue your ride, he steps ln
lront ol vour horse and in<tqts that you dnd your
companions rest for a short while. He oflers lo
share some bread and wine with you.

If gou wish to accept the old man's hospitaljty,
turn to 258

II you choose to decline his offer of refresh-
ments, turn to 343.

59
You manage to sleep lor a few hours while the
rains (ontinue unabated. Cildas wakes you shortly
alter da\rn. and you are relieved to discover that
th€ rain has stopped.

eating, 9ou resolve to attempt to cross the Rrver
Heng and enter the friendly realm of Chai You
will then make gour way to the city of Pensei, and
try to contact the Dessian envoy Lord Ghadra

Despite difficult terrain you make very good
progress. You leave the Honah Hills and enter th€
dark pines of the Angfeng Forest, covering 30
miles bg sunset. As darkness casts its black shroud

6M2

upon this untamed land, goLl stop to set up camp
Ior the night on the fringe of a cold marsh- The
night sky is clear, and before you setile down to
sleep, you take time to observe the stars

If you possess Astrology, lurn lo 'l

lf you do not, turn to 155.

@
Quicklg gou pull the bolt and, as 9ou mov€ away
from the door, you hear the squad leader calling
out in response to the knockr 'Enterl'

The door shr-:dders and the handle turns as an
attempt is made to enter the antechamber

If you possess Kai-alch emg , turn to 24?

If you do not, turn to 28

6l
The impact of your spell splits the cannon's
,Dressure cylinder and it erupts like a geyser, sprag
:ng the Bhanarians with deadly pieces of jagged
hrapnel Those who are not felled instantly by the

:.rce of the explosion are blinded and blistered b9
ets o[ scalding steam

62
\bur mind is set upon the task of finding and
-etrieving the Claw of Naar before Autarch
lejanoz arrives, and impatiently you dismiss the
:rrtune-teller with a wave of your hand. Gildas and
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his men follow as gou hurry out of the inn and
sthde across the main square. In the light of a
str€et lantern you consult gour Siyenese compass
once more before setting off in the direction that
it indicates It leads you towards the military
quart€r located on the east side of the square. You
follow a broad a\.fenue lined with closed shop
dootways and soon arrive at a busy barracl,s The
compass, and your Kai sixth sense, both tell you
that the Claw of Naar is located somewhere inside
this troop infested br-rilding

If you wish to tr9 to find a way to enter the
barrack undetected, turn to 81.

If you decide to obsewe this building from the
cover of an unlit doorway, turn lo 242

63
You have travelled less than a mile when it begins
to rain At first it is just a few drops that spot the
shoulders of your robe, but within minutes it has
become a deluge that soaks you through to the
skin The land bordering this road is steep and
impossible to climb on horseback, and through the
sheeting rain you can see little of the way ahead.
The thunder grows steadilg louder When this
rumbling becomes almost deafening, you suddenly
realize that it is not thunder at all: it is a terrifying
sound of a mudslide Frantically you signal to the
rangers to iurn back As the torrent of earth and
water comes crashing down ihe hillsides, you urge
your horses to a blind gallop in a desperate
altempt to out-run this merciless river of mud.

Pick a number from the Random Number Toble

:

)

64-64

lf you possess Animal Mastery, add 1 to the
number you have picked. II  gour current
ENDURANCE score is 20 or higher, add 1 If it is l0
or lower, deduct 1

lf your total score is now 2 or lower, turn to
160.

lf it is 3-7. turn to 31

lf it is 8 or higher, h-rrn to 322.

&
For over three hours you ride south across the
rolling grasslands, guided on your way by your
tracking skills and the light of a waxing moon It rs
not until you see ihe outline of a derelict lemple
silhouetted on the crest of a ridge that you slow
your pace and point gour tired horse towards it
Upon reaching the ruined temple you discover
that it stands beside a well brim full with fresh
rvater You let the horses drink their fill, and as
they recover their strength, gou and yor,rr compan-
ions explore the ruin

The temple is empty and overgrown lts only
feature of note is an altar stone engraved with
ancient designs It is illuminated bg a solitarg
stream of moonlight that filters down through a
hole in the shattered slate roof. While the horses
dre resting. you rake rhe opportunity to examine
ihe Claw and, as you unfold its covering blanket
on the altar, 9ou find yourself both fascinated and
:epulsed b9 the intricacies of its evil design. Th€
iead of the Claw resembles a petrified vulfure s
:oot, cast in a black metal that is flecked wrth
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You are repulsed and yet fascinated by the €ul
Claw of Naar

65-56

shimmering scarlet specks lts shafl is hvjsted. like
a length of gnarled root, and it is perforated along
its length with pea-sized hollows

A palpable aura of evi l  radiates from this dread
art€fact. and you feel an overwhelming com-
pulsion to destroy i t  YoLl warn the rangers to
stand clear, and then you unsheathe your Kai
Weapon and deal the shalt of the Claw a
mighty blow.

Pick a number from the Rondom Number Toble

lf the number you have picked is even (ie, 0, 2,
4, 6, or 8), turn to 323.

If i t  is odd (ie, 1, 3,5, 7, or 9). turn to 248.

65
You recite the words of the Brotherhood spell
Lightning Hand and point the index finger of
your right hand at the keyhole A tingling s€nsa-
tion runs the length of your arm, and then a crack
ling bolt of blue energg leaps from your fingertip
and tears open the iron lockplate The doors to
the stables shudder and then fly open amid a cloud
of smoke.

Turn to 152

6
You leap from the wagon to land upon the
ilagstoned ground. Gildas signals to you from the
shadows of a doorway and quickly you scurry
rowards him and his men-

The doorway is blocked by a stout iron portal, bui
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when you try its handle, you discover that rt is
Linlocked. Ylu slip inside and beckon the rangers
to fol low. When al l  ol you are sately in. you close
the healv door and draw its boit.

To continue, turn to 11

67

QLrickly you retrieve the st€el fube and tuck it into
gour belt. Then you climb back to the top of the
ravine before you examine what the tub€
contarns,

Turn to 1rlo.

68
You grab the chariot s guide rail as you rhmst your
right hand lorwards on the glittering sphere. The
sky-chariot surges forwards, and as Vou leave rne
coufiyard and tower, you hear Autarch Sejanoz
scream a vow that he will take vengeance upon
you for the defeat you have dealt h;m th;s day.
You steer the skg-chariot away to the east and flee
towards the friendlier skres of Chai As the wind
whips your face, you feel the sweet exhilaration of
lrctory. Yet il is tempered by the memory ol the
brave men vou had to leave behind.

Turn to 150.

69-7r

69
You recite the words of the Brotherhood spell
Lightning Hond and (aise your right hand, poinl
ing your outstretched fingers towards the distant
steam-cannon A bolt of radiant energy leaps from
your fingertips and speeds across the mess hall,
striking its iron cylinder wrth a blinding flash of
blue white spark

Pick a number from the Rondom Number Toble
For every level of Kai rank you have attained
above Kai Grand Sentrnel, add 1 to the number
you have picked

lf your total score is now is 4 or lowet furn to 33

If it is 5 or higher, turn to 6l

70
Yor-r draw upon gour Kai mastery to command the
snake to hold its attack. The Conda hesitates, and
Cildas reaches for hrs sword. With one swift and
deadly swipe, his blade decapitates the serpent
and s€nds its fanged head spinning through the
air, trailing a stream of greenish yellow venom.

Breathing a sigh of relief. Gildas wipes his blade
cn the grubby sleeve of his tunrc before slipping it
.rlentlg into his scabbard.

Iurn to 335

77
As you gallop through the stabl€s, Gildas draws
€vel wrth yoLr speeding horse. Simultaneously gou
rnsheathe your weapons, and as you approach the
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closing doors, 9ou lash out at the troopers who are
attempting to bar your way. They are forced to dive
aslde to save themselves from your deadly blades,
and gou are able to pass through the narrowed exlt
and make good a speedy escape into the street
beyond. As you gallop from the open doorway,
you steer your horses to t}e right and then race
away along a dark, cobblestoned street.

Turn to 14.

72
Qr-rickly you remove gour pack and, to gour
dismay, you discover that it has been torn open by
the blow you received jusl prior to yoLrr escape
lrom the ruins.

(ln addition to the Claw of Naar, you ha\re also lost
3 Backpack ltems. You mr:st now erase lrom your
Backpack ltems List the Claw of Naar, plus any
three Backpack ltems of gor.rr choosing.)

Cursing your bad fortune, you see the Xanon leave
the ruins and join with the Autarch's Imperial
Guards who have been observing your batile from
lhe sdlety of a nearby ridge. You cee a Xanon
deliver the Claw to the squad leader. and it galls gorl
to s€e him raising ii defiantly Wrth a whooping cry.
the Bhanarians and their Xanon allies leave the
ridge and ride south across the open grasslands.

Pick a number from the Rondom Number Toble.

If the number you have picked is 4 or lower,
turn to 327.

It rt is 5 or higher, turn to 128.

73-75

73
You pullopen the door and quicklg stand aside A
Bhanarian guard strides into the antechamber, and
when he looks at your face, his eyes go wide with
shock. You lash out and fetch him an uppercut io
the jaw, knocking him unconscious. Before he hits
the floor, you move forward and grab him to
prevent his body lrom making a sound You are
placing him down gently when the squad leader
shouts out: 'Who s there?'

You push the door shut and bolt it. Then you
unsheathe your Kai Weapon and enter the main
chamber to confront the squad leader in his bath.

Turn to 260

74
Suddenly you hear a startling shnek lrom the
blanket of dark cloud that has enveloped the pass

Pick a number from the Random Number Table.

If the number you have picked is 0-2, turn to
277

If it is 3-9, turn to 167.

Quicldy you speak the words of the Brotherhood
spell Lightning Hond artd raise your right arm. You
point your ouhtretched fingers at the Autarch's
helm and a crackling bolt of blue fire leaps from
your fingertips It shikes his helm, and the force of
the impact makes him shudder H€ releases his grip
and the rangers lal) limply to the floor.
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Then he turns to face you. 'Give me the Clawl' he
demands, his voice boomtng around the cnamoer.
'Giw me the Claw and I shallspare all vour wonn-
less livesl'

lf 9ou choose to obey his command, turn to 35.
ll you choos€ to refuse his comrnand, h-.lrn to 338.

76

'lam . ... Juanphor,'he says, stn€gtng to speak his
name. I am a Chai herbalist . . . trom Zuda lcame
to the Vanchou a year ago in search of rar€ neros
and I fell under the curs€ of the shaperhanger.'

77-78

You offer to carry the old nun away from the for6t
but he refuses ro leave. 'My days are numbered I
shall on\r be a burden to you. You must rca\re me
and go. Do not delay . the shape-changer is
approaching I...canfeel .. her anger.'
Your lGi sixth s€nse confirms that the old man is
correct. The shape-changer is approaching the
clearing, and gou must leave immediately if you are
to avoil another deadly confrontaton with her.

Relucantly you bid farewell to this brave oro man,
and th€n you cross the clearing hurriedlg and
remount your hors€. Gildas beckons you to follow
as he and his rangers make good a hasty escnp€
into the trees
(lf you choose to keep the Poghram and the Red
Key, record them on your Action Chorf as Back-
pack ltems.)

To continue, h-lrn to 346.

77
You dive to the ground as the rangers' leathered
shalts come sheaking along the conidor. The
sruiftness of lour reflexes saves 5ou from being hit,
and the arrows flash past to skltter harmlesslg
along the floor of the mess hall begond.

To continue, hlrn to 269.

,.rd)
You cross the ,ralley air{ as you crest a distant
ridge, yorj see the first rays of dawn sunlight
brightening lhe eastern horizon, You continue to
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ride at a swilt pace for 9ou are anxious to put
distance b€tween your company and the Imperial
Guards- But as the sun ris€s into a cloudless sky.
you note a dense forest stretching like a dark wall
along the southern horizon.

'That's the Vanchou,' calls out Grldas. 'They say
it's haunted '

The trailcontinues due south towards the centre of
this forbidding timberland As you draw steadily
closer, you feel an unnatural chill iadiating from its
tangle of sickly-coloured pines. You are inclined to
disbelieve that it is haunted, yet you do not relish
the thought of riding through it Then a sudden
sense of unease makes gou glance over gour
shoulder, and gour heart skips a b€at when you s€e
a column of dust on the track less than three miles
distant You magnifg your vision and your worst
Iears are conlirmedi the Imp€rial Guards have
caught up and are fast gaining ground.

If you wish to leave the trail and ride easr across
grasslands, turn io 250

If 9ou choose to stay on the trail and enter the
Vanchou Forest, turn to lzli|

79
.You are trying to think of a way to draw the
soldiers awag from the water's edge, when
Captain Gildas comes up with a crude yet effective
solution to the problem. He draws an arrow to his
bow and pick off a lone Bhanarian soldier who is
washing his tunic upstream. The lucldess soldier
topples into the river and is carried towards the

80-ar

bridge by the sfong current Lookouts on the
bridge spot his My and they pass word io thos€
along the river bank As the dy is swept beneath
lhe bridge, they leave their canleens and their
washing and go running along the bank in the
hope of recovering his body downstr€am.

To continue, turn to 127.

80
Your search of the guards' pockets and packs
uncovers the following weapons, money and
Backpack ltems:

Dagger
Sword
Spear
50 Ren (equivalent to 5 C'old Crowns)
Mirror
Rope
Food (enough for 2 Meals)
Comb

You also discover a gleaming talisrnan that is
engraved with the tiger's head emblem of Autarch
Sejanoz lt is strung upon a braided cord (lf you
wish to keep this Gold Talisman, record it on gour
Action Chort as a Special ltem You may wear it
around gour neck.)

To continue, turn to 291

81
There is a great deal of activity going on at the
main enkance to the barracl5 Columns of
Bhanarian spearmen, clad in black quilted
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uniforms with wide silk leggings, go marching
through its gate every few minutes uJith an almost
clockwork regularity. You suspect that they are
mustering in preparation for the arrival of the
Autarch, although they seem too heavily armed to
be gathering for ceremonial parade dLrties. You
also catch sight of some Xanons, and you sense
that these creatures were among those whom goLl
fought at the ruins earlier today

You signal to Gildas and his men to follow as you
skirt around the barrack and approach one of
several smaller entrances that puncfuate its north
ern flank wall. A line of wagons are parked here,
awaiting their turn to enter. While they wait, the
drivers and their civilian helpers busy themselves bg
checking the food and provisions they are deliveing
to the banack' kitchens One driver is struggling to
recover the contents of a crate that has fallen from
ihe tailgate of his wagon and broken open

If you wish to offer to help the driver recover his
spilled load, turn to 227.

Jf you wish to attempt to hrde in the rear of one
of the wagons that is queuing to enter the
barracks, turn to 301.

82
Captain Gildas lets out a shrill cry of pain as the
musket ball strikes his right thigh- He clutches ai
the wound and gou see blood oozing through his
fingers Fortunately, the lead ball has passed
cleanlg through his limb without stiiking bone, and
you are abie to staunch the flow of blood and seal
his punctured skin by the use of your Magnakai

83J4

healing skills alone. (The huded use ol your
healing skills cosh you I ENDURANCE point.)

To continue, furn to 290.

83
The trader frowns. He is loathe to lose a sale, at
ang price- After some thought, he says that he will
accept 1 Weapon, 4 Gold Crowns, and 1
Backpack ltem in exchange for the robes.

You agree to the man's price and gou hand over the
items he requests (remember to adjust your Action
Chorr accordingly) Thpn llou and your companions
each take one of the loos€ fitting robes and slip
them on over your hnics. The thin, hooded
garments are large enough io conceal gour
backpack and weapons, and you are pleased to
discover that they do not hamper your movement

Having concluded goLrr busin€ss, yoLr thank the
trader and bid him farewell. Then you leave this
village and continue your ride south across the plain.

Turn to 118.

u
When the last o{ the bridge guards has fallen to
your blows, or thrown down his spear and fled
from the fighi, you circle around and then charge
your horse towards the barrier

He sails across the bar and, one by one, the
rangers follow your lead Without looking back,
you canter across the bridge and along the road
Lhat winds into the hills begond

Turn to 272.
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You struggle to your and push yourself on
towards the waiting rangers Gildas and his men
are ready to take off the moment you reach them,
and, as you haul yor.rrself on to your mount, you
hear the anguished screams of the squad leader
echoing across the plain With a cr9 of triumph
on gour lips, 9ou dig in your heels and gallop
away from the copse as fast as your steed can
carry you

Pick a number from the Rondom Number Toble.

If the number 9ou have picked is 0-4, turn to
293.

If it is 5 9, turn to 64.

85
The soldiers chase you through the back sireets oi
Zuda until you are cornered in the courtgard of a
tall crimsoo-coloured tower Desperately you scan
the walls of the courtyard but there is no way out,
except by way of the narrow passageway thai led
you here

Marching along this passage come a squad of the
Autarch's lmperial Guard. They are carrying
what appear to be hollow stubby spears,
connected by metallic piping to calindrical back-
packs. One of the advancrng soldiers raises his
spear and a puff of bubbling steam gushes from
the tip ln the next instant, a solid projectile
smashes inro the wall behind you. spraying you
with slivers of stone

85
leet

An advancing soldrer lires ar you wiLh his
terrilying steam€un
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If you possess a Red Key, turn to 166,

If you do not have this Special ltem, turn to
226.

87
You pull out the talisman that you wear on a cord
around yor.rr neck, and show it to the sergeant, He
inspects it carefully before nodding his approval.
B€lieving thar you and your companions are
lmperial Guards from the Autarch's court in
Otavai, he steps aside and allows you to enter lhe
barracks.

Tr-nn to 11O.

8tl
The rock hits the edge of your shield spell and is
deflecled away from your My, but as it tumbles
past it strikes 5rour shoulder with a painful blow:
lose 3 ENDURANCE points.

To continue, turn to 339.

89
You hurl your blade and it whirls through th€ air to
strike the squad leader in the chest, dealing him a
deep and mortal wound. The force of the impact
tips him out of his tub and sends a torrent of water
cascading into the fire. His dging cries mingle with
a loud hiss of steam as the bath water extinguishes
the fire and sizzles on the red hot grate.

You rush forward and tug your Kai Weapon from
the dead man's chest- Then gou turn aside the

90-91

bath tub to see what he was reaching for Lging
among the soap suds yoLr discover a Bor pisiol, its
flint and firing powder now waterloggeo ano
useless.

Your Kai senses tell you that you are very close io
the Claw of Naar You look at your Siyenese
compass once again, and now you see that its
needle is pointing to a painting which hangs above
the fireplace.

To continue, turn to 137.

90
Your horse sails across the bader, and the
tangers jump their mounts over it with consu
mate ease. Then you gallop across the bridge
and follow the road as it wends its way up into
the hills beyond-

'nrn b 2'12.

9l
You retrace your route back lo the perimeter of
the forest and turn eashvards, leaving the trail You
soon discover that th€ tall plains' grass makes the
going increasingly ditficult. lt binds around your
horses'hooves and frustrates your attenrlrrs Lo
hasten their pace. For five miles you force gour
mounts to wade through this sea of verdant
veg€tation until you catch sight of some stone
ruins on th€ slope of a distant hill. lt is the
remnants of an ancient village, and it is bisected by
a d ed-up watercourse. You scan the site and
notice dark pools of liquid scattered throughout
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the area. The pungent aroma of crude oil can be
smelt wafting on the breeze

Your Kar 5ixth sense tel lr yoLr lhd' rhe ruins dre
deserted. Captain Gildas is anxious to press on
Ior fear ol being caughl b! the pur.uing
Bhanarians. but you command him to pause for i
momenl- Your ln5l incts dre warnrng you ol a
nrooen danqer.

If you wish to enter the ruins of the ancieni
plarns vi l lage, turn to 138

If you decide to make a detoLtr around them,
turn to 109

92
You speak the words ol the Old Kingdom spell
Inuisible Fist and thrust vour right ;rm stiffly
towards the distant steam cannon. A wave ol
energy surges lrom your cl€nched fist and speeds
across lhe mess hall  ro rtr ike i ts lron cyl inder with
a resounding C/onql

Pick a number from the Random Number Toble
For pvery level ol Kar rank you have ahained
above Kar Grand Spnrinel. add I ro rhe nr_rmber
you have picked

If your total score is now js 4 or lower. Lurn ro

If it is 5 or higher, turn to 61

93
You strike ihe lalhng rock and it explodes. shower
ing you wiih razor-sharp shards of stone One

94-96

sliver cuts your cheek and another tears open the
shoulder of your tunic: Iose 1 ENDURANCE po'nt

To continlre, turn io 339

The contents of your backpack are scattered
across the floor, including the Claw of Naar which
skitters towards the fire The hp of its haft hits the
grate and spears a burning log The Auiarch
moves towards the fire, but you are too dazecl
from gour coll,sion with the wall to attempt to stop
him. Painfully, you drag yourself to your feet

To continue, turn to 344

95
You tell the rangers to raise their hoods. then you
lead them across ihe crowded street towards the
oarracks enlrance

Pick a number lrom the Rondom Number Table
lf you possess Assimilance, add 3 to the number
you have picked

If gour toial score is now 4 or lower. turn 1()
20?

If it is 5 or higher, tr.rrn to 331

You press home your attack and lash out at the
woman with your Kai Weapon to prevent her lrom
launching another psychic assault Your blow
miss€s her by inches, yet she collapses upon the
ground like a dying beast. You bring gour horse
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around in readiness to make a second strike, but
you do noi iollow it through Before gour disbe-
lieving eyes the woman's body begins to change
Her marble smooth skin becomes criss-crossed
with a net of a thousand wrinkles dno ner
abdomen swells like an over inflated balloon Then
there is a terrible sound, like the rending of bone
and flesh, and suddenly the illusion of her beauty
is dispelled forever when this fell vampiric shape-
changer revefts to its true form.

Confronting you now is a leprous horror with a
huge, fangJilled maw It roars with anger and a
gust of rts putrid breath wafts over you, turning
gour stomach with its vile stench- The rangers and
their horses are snapped out of their hgpnotic
trance bg the sound of its fearsome cry and,
gripped by a sudden panic, they turn and flee into
rhe trees. Hurriedly you lollow them, Iorcing your
mount to battle its way through a tangle of barb-
toothed briar in gour desperation to evade the
wrath of the demonic forest creature.

Turn to rl0

97
The creature sinks beneath the surface Then you
see a trail of bubbles come speeding towards you
Feaiing an imminent attack, you tug your Kai
Weapon from its scabbard and stab blindly about
you Suddenly the water surrounding you seethes
and boils You feel your blade cut through the
creatLrre's jelly like flesh, and in the next instant it
erupts through the surface and launches ihelf
upon you.

The creature erupts through ihe surface and
launches itself towards you
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Sligza:
COMMT SKJLL 49 ENDUMNCE 20

This enemy is immune to Mindblast (but noi Kai
surge).

lf you win the combat, turn to 328

9A
You use your Grand Mastery to camouflage
yourself before you enter the m€ss hall, anct once
inside you take cover behind the nearest stand ol
armour Moving from one suit to the next, you
make your way quicklg towards the far door-

Pick a number from the Random Number Toble.
lf you possess Grand Huntmastery, add 1 to the
number 9ou have picked.

I{ yottr total score is 1 or lower, turn to 8-

If it is 2 or higher, turn to 211

99
You pull away lrom the stallion's scrabbling
hooves just in time to avoid being struck on the
head. But as you back off, you trip and fall and
graze gour shoulder on a rock at the water's edge:
lose 1 ENDURANCE point.

Determinedly, you rise to your feet and draw upon
your Kai powers of Animal Control to subdue the
frightened horse. Your efforts are quickly
rewarded; the lead stallion walks towalds you and
nestles his head apologeticallg against your shoul
der When you sense that all of the horses ar€
calm, you call to the rangers to come out from

ro0-101

under the bridge and take a look at their fine new
moun$

Turn to 314

100
Shortly after dark, gou and your companions
make your approach to the river bank a mile
upstream from the stone bridge The rangers have
tied their ropes together to proqde a length that
will reach to the opposite bank The plan rs for
9ou to swim across and secure the rope on the far
side. The rangers will then lollow you across. using
the rope to prevent themselves from being swept
away by the strong currents

You tie the rope about your waist and wade into
the cold dark river. Then you strike out for the
opposite bank, swrmming diagonally upstream to
counter its swift flow You ate halfway across when
gour rope snags on something below the surlace
Furiouslg you tug at it but to no avail. Then you
see a glistening mound begin to rise up fuom the
water. Two slits open, revealing the puplls of two
monstrous eyes. Then a wider slit appears below
them, filled with pgged fangs Your rope disap
pears into the corner of this ghastly maw, and as
the mouth opens and closes, so yoLl are pulled
ever closer to these deadly fangs.

If you possess Animal Mastery, turn to 224

lf you do not, turn to 97.

101
The woman launches a bolt of psychic energy that
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strikes at the core of gour mind (lose 1 ENDURANCE
point), yet your mental defences are strong
enough to saw you from *rstaining any lasting
damage trom this opporfunistic assault.

To continu€, tum to 236.

tgz
Range! Yalin lets out a !€lp of pain as the musket
ball shikes his left arm. He clutches at the wound
with hls right hand and you see blood oozing
through his fingers. Fortunately, the le-ad ball has
parsed clearUv through his limb without striking
bone, and you are able to staunch the flow of blood
and seal the punctured skin by the use of your
Magnakai healing skills alone. ffie hurried use of
your healing skills costs you I EIDUMNCE point.)

To conlinue, turn to 29O

103
You are disrna!€d that your atiempt to destroy the
Claw has failed, yet you refus€ to abandon all
hope of ridding your world of thts evilartefact. you
resolve to deliver it to the Elder Magi. for you
know that it is within their Dower to obliterate this
tr.capon of darkness.

then he hands you a seemingly ordinary compass.
'Look at the compass needle, Sir lGi,'ne says,

i

lOzl-l(M

and he pick up the Claw and begins to walk. As
he circles around you, the point of the needle
follows his ewry move.

'lt's a Siyenese trackergem,' he says. 'The needle
o[ the compass is tuned to its vibmtions. It's just a
pr€caution, in case you should be parted from the
Claw before you deli!€r it to the Elder Magi. So
long as the gem remains embedded in its shaft,
t(cu'll be able to track it using the compass.' Gildas
hands you the Claw and you compliment him for
his prudence.

'A very wise precaution, Captain,'you sa9, as you
slip the compass into your tunic pocket
'Somehow I feel sure that we have not lret seen
the last oI lhe Autarch's squad '

(You can record th€ Siyenese Compass on your
Action Chort as a Special ltem. You should also
record the Claw of Naar as a Soecial ltem which
you cam, in lour pack Yorj must discard two
items in their favour if yor] already have the
maximum number of Special ltenrs p€rmissible )
You sheathe your Kai Weapon and follow Gildas
as he refurns outside to the horses. y'!9 yor-i walk
towards them, Ranger Yalin beckons vou over to
look at a strange shrub that is growing around the
bas€ of the well.

If you possess Herbmastery, turn to 205.

If you do not possess this Discipline, turn to 16

104
A second volleg of projectiles comes streaking
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When all three are safely inside, you push t}re
Jte?ly door closed and slide rrs drawbolt across,
rocKrng tt secllrely.

To continue, turn to 136.

r05
The noise of the fighhng has drawn a crowd of

square.

Their officer sees you attemphng to escap€ into an

106-t07

adjacent alley\r,,ay and he orders his men to open
fire with their bows.

Pick a number lrom the Rctndom Number Toble
If you possess Assimllance, add 2 to the number
you have picked. l f  you possess Grand
Huntrnastery, add 1.

If your tolal score is nou/ 5 or lower, turn ro
189.

If it is 6 or high€r, turn to 348

106

I[ lrou possess the Kai Weapon Magnara , turn
to 325.

If you do not, turn to 154

to7

Pick a number lrom the Rondom Number Toble.
If you possess Grand Huntmastery, add 1 to the
number you have picked

$
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If your total score rs now 2 or lower, turn Lo
279

If it rs 3-8, turn to 307

If ii is 93 or higher, turn to 190

108
The ranger' quickly di5moun and come running
to your aid. Sergeant Paviz retrieves gour horse,
and you use your Magnalai curing skills to repair
his gashed forelegs Then Ranger Yalin warns you
that he can hear the bridge guards stining from
their sleep. Before they emerge from their shack,
you remount your horse and lead your compan-
ions away at the gallop-

Trlrn to 272

109
You skirt around the ruins to the north and
happen upon the remnants of an old track,
overgrown with shorter vegetation You are
following this trail when suddenly you hear a
sound like thundering hooves The noise is
approaching lrom the north and yoLr command
your companions ro halt To get d beller view. you
stand upon your horse's back and magnify your
vision. A tingle of shock runs down the length ol
your sprne when you catch sight of a group of
strange creafures speeding through the tall grass
land at a terrific pace

They have black bulflike bodies, yet their heads
are crocodilian in shape. and a spikg mane of hair
runs the entire length of their muscular backs

Through the tall grass, a group of creatures
speed towards you at a terrific pace
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They possess four legs and t',^'o forelimbs, uppeo
with ciaws, in which theg cradle cumbersome
lances crudely pared from the trunks of Vanchou
plnes,

You ioform Gildas of whai is approaching irno ne
gasps with fear. 'Xanonl' he exclaims 'lshir
preserve us!' Before gou can stop them, the
rangers turn their steeds about and take off at a
gallop along the track that leads back towards the
site ol the ancient village

Turn to 299

110
Beyond the main gate is a courtyard where several
wagons, filled with provisions, are being unloaded_
You and gour companions each take a box from
the rear of t}|e nearest wagon and join a line of
men who are delivering their goods to a l.itchen
storeroom located near the middle of the barracks
complex- You leave your boxes here and then
return to the courtyard to collect some more. As
you are making your way back, you pass a door
that your Kar senses tell yolt is unlocked- Quickly
you slip inside and then signal to the rangers to
follow. When all of you are safelg inside, golr shut
the door and draw its bolt.

Turn to 298.

111
You draw upon your improved mental skrlls to
launch a powerful volley of psgchic bolts at the
three guards. Paralysed by your unexpected

112-113

attack, theg drop their spears and clutch their
hdnds lo heir heads rn agong The rangers seize
this chance to attack. and theg qurckly overpower
them, leaving the men propped unconscrous
against the base of ihe nearest tree

Turn to 41

112
You magnify your vision and see that the
approaching group are Bhananans Each of the
hrelve wardors is armed with a sword and spear,
and ali are clad in black quilted tunics edged with
gold braid. Emblazoned boldly upon their chests is
the tiger's head emblem of Autarch Sejanoz,
denoting them to be Imperial Guards lrom the
Autarch's court in Otavai

As lhe squad draws nearer. you nole wirh surpriae
that this elite unit of bodyguards have neglected to
place any scouts at the head o[ their marching
column. You are about to mention this fact to
Captain Gildas when suddenly you hear a startling
shriek echoing from out of the clouds above

Pick a number from the Rondom Number Toble

If the number 9ou have picked is 0-4, turn to
277

If it is 5 9, turn to 167

113
Your improved Kai Mastery warns you ihat a
hea'"y rainstorm is about io break over the Honah
Hil ls.
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If you wish to seek shelter from the coming
storm, turn to 20

If you choose to press on along the road, turn
to 63

174
You are wary of the creature's request and secretly
you suspect that it is some kmd of elaborate trap
You back away from the cave mouth and signal to
the rangers to leave the clearing The beast pleads
wrth gou to return, but 9ou ignore its plantive cries
and hurriedly you remount your horse Gildas
beckons you to follow as he and his rangers make
good their escape into the trees

To continue, turn to 346

l r5
You draw an arrow to your bow and take aim at
the iron cylinder that is fixed on top of the barrel
You piay to Ishir that by puncturrng this part of ihe
steam-cannon, 9ou will cause the weapdn to
explooe

If you possess Magi magic, and have attained
the rank of Kai Sun Lord, turn to 173.

lf gou do not possess thls Discipline, or if you
have yet to attarn this level of Kai lvlastery,
iurn to 54

116
Carefullg, gou creep forward and stretch out your
right hand to take hold the blanket roil containing

lr7 -11'7

the Claw The leader is oblivious to your presence,
but as your fingers close around hrs p low, your
stomach heaves and your pulse begins to race
You feel a tremendous concentration of evil radiat-
ing from the artefact, and its sudden assault upon
your senses makes 9ou gasp with shock

Pick a number from the Rondom Number Table.
If gou possess Assimilance, add 2 to the number
9ou have picked If 9ou possess Grand
Hunimastery, add 1.

If your total score is now 3 or lower, turn to
262

If it ls 4 or higher turn to 288

7t7
Gildas falls unconscious at your feet, and you hear
the Autarch's thm laughter echoing around the
chamber He has enjoyed watching the two ol yotr
fight, but now he wants what he has come all the
way from Otavai for

'You have the Claw - Isense it , 'he growls, in a
menacingly quiei tone 'Give rt to me and you shall
be rewarded Deny me, and you will perish in
agony '

Your Kai senses detect that the evil aura which
surrounds the Autarch is growing stronger
Suddenlg you leel a strong wdve of naused ri\ing
in the pit of your siomach, and you feel unable to
prevent it from overwhelming your senses.

If 9ou possess some Poghiam, turn to 175

If you do not possess this potion, turn to 285
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l l8

The sun has nearly set by the time you reach yua
Tzhan. Lven ar Lhis lare hour, rhe roads thal
approach the city s four gates are busy with the
traffic o[ travellinq merchants Some have come
lrom the gold-rush town of Baio in th€ foothills of
the Hlunsei Mountains, but most are arriving from
Hotloi and Liyulin, their wagons laden with exotic
war€s.

As you approach the nonh gale you consull your
siyenes€ compass, and its sleadg needle confirms
that the CIaw of Naar is here, somewhere, in this
grand walled ciry. You and your companions pass
through the arched gat€wag without challenge,
and follow a broad lanternlit avenue towards the
crty s main square. Mang open-fronted shops line
this thoroughfare, their display tables laden with
goods to entice its citizens to part with their hard
earned Ren

Upon entering the main square, you notice that

benefit oI your companions The posters declare
that tomorow shall be a holidag This is to
celebrate a visit to the city br Autarch Sejanoz
himsell He will arrive at noon tomoftow, ano
ev€ry cilizen is expected to be present to honour
their ruler when his entourage passes through the
Streets-

Your Kai senses tell you that the Autarch is visiting

i

1 19-119

the city lor one simple reason: he is coming here
lo collect the Claw o[ Naar. The news ol his
imminent arrival re ignites your resolve to find th€
artefact, and swiftly.

As you and yor.rr companions are ridtng across the
main square, you scan the surrounding buildings in
search of an inn where you may stable your hors€s
lor the night. The houses and howls of Yua Tzhan
are d€nsely-packed, and your search for the Claw
will best be conducted on foot There are several
inns bordering the square, but onlg two have
slables: the Prairie Princess and the Golden
Trough.

If you wish to visit the Prairie Princess, turn to
273.

II you choose to visit the Golden Trough, rurn ro
749.

119
You draw upon your advanced camouflage skill for
protechon and then you command Captain Gildas
and his rangers to wait while you leave gour hiding
place and go in search of the squad leader. You
suspect that he ma9 be one of the hvo warrlors
who have been killed by the rockfall. Mindful that
the Claw of Naar was sheathed in his b€lt. vou are
delermined lo s€ize this opportunity to cabture it
betore the dazed Bhanarians recover therr sens€s
and r€group

Swiftlg you traverse lhe mound of rocks that now
block the pass, and as you leap on to the trail
unseen, you note lhal neither ol the slain warriors

ft
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is the squad le-ader Then you notice a drainage
channel which runs alongside the mountain t;il
and gour Kai sixth sense tells 9ou that the leader
has escaped the rockfall by rolling into this trench.
Without a moment's hesitation, you unsheathe
your Kar Weapon and iump into the trench after
nrm.

As your teet hit the bottom of the shallow gully,
you see gour adversary crouching less than a
couple o[ melres away. For a moment you stare at
€ach other in silence. Shock blanches trre man s
sallow, mollstachioed face and his almond eyes
widen with alarm, but he suddenly recovers his
composure and springs to his feet Tugging the
mace]ike Claw of Naar from his belt. he uners a
terse laugh as he levels its taloned tip at vour chest
There is a crackiing hr-rm of powei. k precedes a
bolt of black fire which leaps from the evil artefact
like a living entity. Fearing for your life, l|ou dive to
the ground as this supernatunl bolt of dark flame
comes streaking along the trench tourards you

Pick a number from lhe Rondom Number Toble.
If you possess Grand Huntmastery, add 1 to the
number you have picked.

score is now 2 or lower, turn to

If it is 3-7, turn to 278
lf it is 8 or higher, turn to 147

120
Silently gou recite the words of the Brotherhood
spell Mind Chorm and direct its power at the

t2t-122

fortune teller Under lhe influence of your spell, he
suddenly becomes susceptible to your mental
commands. You tell him to take off his signet ring
and give it to gou. Meeldy he complies. Then you
tell him to lorget that he ever set e!,es on you and
your companions Dumbly he nods his head, and
then he drifts off into a deep sleep

(On your Acfion Chort, record the Tigei Ring as
a Special ltem tlEt !'ou \rear on the index finger ol
your right hand. You need not discard ang other
Special ltem in its favour if yor-r already possess the
maximum number of items permissible.)

To continue, hrm to 295,

121
Slowly they lower their spears, and the taller ol the
guards smiles and nods his head to indicate that he
belie'aes lour story, He points to the stables and
tells you to leaw the banack Sr this route. fu you
approach the open doors, he commands the
troopers to let you and your companions use the
far doors which open out on to the street. You
o[[er up a silent prayer of thanks to Ishir for your
good fortun€ as you and your companions weave
gour way through the busy stables towards the
exlt.

Turn to 347.

122
There is a blinding flash of scarlet light upon ihe
instant that your blade strikes the shaft of ihe
Claw, and a s€aring blast of energy s€nds you

11 gour total
308.

$
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crashing backwards to the ground: lose 4
ENDURANCE points

Painfully, you stagger to your feet and approach
the stone block which is now wreathed with trails
of grey smoke To your dismay, 9ou discover that
the Claw is still intact. Despite the huge burst of
energy that your blow released, 9oU discover no
mark or blemish upon ifs gnarled shaft

The blade of your Kai Weapon, however. is
notched and discoloured at the point where it
struck the shaft of the Claw. (The damage to your
Kai Weapon has caused a permanent reduction of
1 point to its coMBAT sKL! bonus. You should now
adjust the bonus on your Special Items list.)

To continue, turn to 228

123
A blinding white light obliterates your vision and a
a t€rrifying numbness spreads rapidly from your
neck to the soles of your feet, Helpless ro resrsL,
you fe€l yourself tumbling backwards into a
fathomless abyss.

One of the steam-gun projectiles has pierced the
side of your skull and penetrated your brain.
Mercifully, your death is swift and painless

Sadly, your life and your mission end here, at the
Cttmson Tower of Zr.rda.

124
You draw upongour elemental powers to whip Lrp
a whirling cloud of dust that engulfs the sinister

125-126

woman. The dust obscures her from view, yet it
does not break the hypnotic hold she has over
your companions.

Fearing that gou may be facing a powetful sorcer-
ess, you abandon your elemental attack and try to
think of a more effective weapon to use against
her

If you possess Kai-alchemy, and wrsh to use il.
iurn to 151.

If gou possess Magi magic, and wish to use it,
turn to 53.

If you possess Kai surge, and wish to use it, turn
ro 287.

lf you possess none of these skills, or if you
choose not to use f}lem, furn instead to
164.

125
YoLr return to the antechambet but while you are
unbolting the door to the mess hall, you hear an
alarm bell and the sound of gruff Bhanarian
voices You listen to their cries and your heart
sink when you suddenly realize that your compan-
ions have been discovered,

Turn to 239.

126
You fug your Kai Weapon from its scabbard and
draw it back in readiness to strike out as one of the
winged horrors closes in for the kill. The creature
swoops down and alights upon a nearbg boulder



127-728

where it swiftly folds its wings behind its pallid
torso Your stomach churns as gou look upon its
lean and sinewy body, which is studded with
hundreds of horny spikes. Frothng drool drips
from its fanged jaw as it flexes its talons ancl
prepares to attack. You will have to fight rt.

Bavazanur Leader (Winged Agarashi)
COMBAT SK]LL 42 ENDURANCE 40

This enemy rs rmmune to Mindblast (but not Kai
surge)

lf you win the combat, turn io 36

t27
You move quicklg to seize this chance to cross the
river before the soldiers return. You are the first to
wade out into the water. You strike out against the
cufient and reach the first sione pillar Once you
have a secure handhold, gou signal to Gildas to
follow. Soon you are all in the water, linked
together by your hands and secured by ihe stone
pillars, like a human chain. Gradually you work
your wa9 across to the far side, and together you
approach Zuda under cover of darkness.

The road into ihe town is heavily patrolled by
Bhanarian soldiers When you nearly colhde with
one of these patrols, you are forced to seek cover
ln an empty woodcutter's hut.

To continue, tLrrn to 3

128
'Comel We must pursue th€ enemy wiihout delay,'

129-129

says Gildas, excitedly- Theg must not be allowed
to steal away the Claw.'
'Hold, Captain,' you retort. 'The enemy is too
strong They outnumber us, and theg possess a
weapon that can slay us all but with one bolt. Do
you not recall what happened at Sunderer Pass?
You have lost one good man already Surely you
have no wish to risk our hves rn a reckless pursuit.'
'Are you abandoning your mission, Sir l{ai?' he
aslG, reproachfullg. 'No, Captain,' gou replg. 'My
vow to retrieve the Claw and oversee ib destruction
remains true. I merely propose we pursue the
enemy at a safe distance. They mag run with the
Claw of Naar, but they cannot keep it from us
forever The trackergem that you placed in ihe haft
will lead us to it, no maLter where they may choose
to cany it.
'You are right, Sir Kai,' says Gildas, apologetically.
'Firstly, we shall rest and recover our strength,'
you say. Then we shall hunt down our enemies
and claim back that accursed artefact before it can
be deiivered to Autarch Sejanoz.'

Unless you possess the Discipline of Grand
Huntmastery, 9ou must now eat a Meal or lose 3
ENDUTTANCE pomts.

To continue, turn to 201.

729
After several minutes and a great dealof effori, the
lock disengages and the doors of the stables swing
open.

To continue, turn io 168
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130
For most of the day you ride across a seemingly
endless expanse of grassland without once
catching sight of lhe enemg you are pursuing It
is nearly dusk before your keen eyes detect a
column of woodsmoke on the horizon, rising
vertically in the still evening air. You call the
rangers to a halt and then magnify your vision
to take a closer look at the source of the smoke.
It rrses from a small copse of trees and you
suspect that the enemg have set up a canrp
there for the night The smoke tells 9ou that
they are cooking food, confident in the false
beliel that they have safely outdistanced you
and your companions

You inform the others of what you have seen
belore continuing your ride along the plains
road When you are within a mile of the copse,
you leave the trail and dismount. Sergeant Paviz
and Ranger Yalin are told to stay and hold the
horses whrle you and the Captain go forward to
scout the enemy encampment.

Together you crawl towards the copse, side by
srde, concealed by the approaching darkness
and the waist high grass You are within 100
metres of the enemy campfire when Gildas
makes a sharp intake of breath. You glance at
him and your blood freezes when you see that
his face is inches from a Grey Conda - a deadly
Bhanarian plains snake The serpent's neck is
raised and its wedge shaped head is drawn
back in readiness lo slr ike at your companion s
eyes.

The deadly Greg Conda is only inches away lrom
his face

*
T.
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If gou possess Animal Mastery, turn to 70.

If gou do not, turn to 56.

131
The tavern-keeper's blast of buckshot peppers
your side (lose 2 ENDURANCE points) and damages
your quiver. You must now erase half of all the
arrows you carry, rounding the figure up to the
nearest whole number where appropriate.

To continue, Iurn to 28? -

732
You lead yor:r company off to the east, but to
your dismay you soon discover that the route
ahead is blocked by a dozen fearsome Xanon
Reluctantly you are forced to turn about and
retLlrn to the ancient ruins for fear of being run
down and trampled beneath their pounding
hooves,

Ac you are nearing lhe outskins of rhe ruins. a
volley of iron darts comes whistling past your
head. They have been hurled by the leading
Xanon in an attempt to slay 9ou before you reach
the cover of the ancient stone walls.

Pick a number from the Rondom Number Table
lf you possess Assimilance, add 1 to the number
you have picked.

If your total score is now 4 or lower, turn to

If it is 5 or higher turn to 193.

133-134

133
You pdy the Loll .  but the Lorporal be(omes 5uspi-
clous when he examines the two gold coins
Sommlending mintage is a raritg ln thls part ol
Magnamund

lf you wish to ask the corporal to raise the
barrier and let you cross, turn to 231

If you decide to give him another 2 Gold
Crowns, to help him allay his suspicions,
turn to 280

134
You tell your companions to raise the hoods of
their robes to keep ther faces hidden, then you
beckon ihem to follow as you approach ihe rear of
a canvas-covered wagon that is queuing outside
the main €ntrance. Swiftly you clamber over its
tailgaie and hide yourselves among its load.
Several minutes later, the wagon begins to move
You tear a hole in its canvas cover through which
you can see the inner buildings of the barracks
complex as theg pass The wagon trundles along a
passageway towards a parade square, begond
which lies its final destination - the kitchen store
rooms You clamber to the rear 01 the wagon and
crouch beside the tailgate Then, at the momeni
the vehicle emerges from the passageway, you
signal to your companjons to leave One after the
other. you ledp lrom Lhe back o[ Lhe moving
wagon.

Pick a number from the Rondom Number Toble
If gou possess Grand Huntmastery, add 1 to the
number you have picked
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ll your- total score is now 3 or lowet turn ro165

If it is 4 or higher, tum to 56.

To continue, turn to 339,

One entire. hall of the great circular room lsoomtnaled by a hW€ latticed window, throughwnlcn you can see every rooftop in Zuda. you
l r
i?

r37-r37

If you possess Deliverance, turn to 1?1.
If you do not, turn to 188

137

The lirst number in the sequence is equal lo the
:*'a,"]. t(ai rank a Sun prince is supenor lo aurano thane.

The second nurnber is e{ual to the oriqinal total of
1:1,S9rs, l" Gildas's command, inilr.rding rhe
caplatn hims€ll.

The third number is equal to the numb€r ol islands)n rhe Northern Gulf of the Chai Sea.
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When you think you know the three digit answer,
note down the figures rn order and turn to the
section of this book which ls the same as your
answer

If you are unable to determine the correct
solution, turn rnstead to 294.

13{t
The tall grass gives wag to shorter vegetation as
gou draw closer to the ruins. You are riding along
ihe dried-up river bed that divides this ancient site
when suddenly you hear a sound like thundering
hooves. The noise is coming from the north and
gou command your companions to rein their
mounts to a halt. To get a better view, you stand
upon your horse's back and magnrfy your vision.
A tingle of shock mns down the length of gour
spine wh€n you catch sight o[ a group o{ strange
creatures appioaching the ruins at a terrific pace
They have black bulllike bodies, yet their heads
are crocodilian in shape and a spikg mane of hair
runs the length of their muscular backs They
possess four legs and two forelimbs, tipped with
claws, in which they cradle cumbersome lances
crudely pared from the trunks of Vanchou pines-

You inform Gildas of what is approaching the
ruins and he gasps with fear. Xanonl'he exclaims
'Ishir save usl '

If you wish to stand and fighi these fearsome
creatures, turn to 245

If you wish to attempt to flee lrom them, turn to
r32

139-140

139
The mounted patrol approaches and encircles
you. The officer is an aristocraticlooking soldier
with a pencil-thin moustache, and he looks at your
dishevelled robes with disdain 'What are four
lowly plains-herders doing abroad in the city
tonight?' he asks.

'We came to deliver horses to the barracks,' you
reply. He shakes his head slowly; he does not
believe your story. 'You are all under arrest, he
says, and with a flick of his riding crop he motions
his men to dismount and detain you Gildas is the
first to react He grabs the officer by his sword-belt
and pLrlls him out of the saddle You and the others
follow Gildas's lead, and quickly you unhorse and
overpower the officer's men. Then you mount
their horses and gallop away along tlre srreeL,
leaving the patrol lying unconscious in the gutter.

To continue, lurn lo 212

140
You flip open the tube's hinged lid and shake a
rolled piece of papyrus inio your palm On this

t,
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scrap of material is a hastily wntten message from
Rimoah, telling you that the Claw of Naar musi
not be allowed to fall into the hands ol Autarch
Sejanoz. He urges you to find and destrog it lf
that should prove impossible, you must take it to
the city of Pensei. There you should make contact
wrth Lord Ghadra, the Dessian envoy, and he will
see to its deslruction. He will also help you to
rehJrn home to Sommerlund,

To continue, turn to 310

747
The sergeant raises the alarm and you and gour
companions are quickly surrounded The gate
guards encircle gou with a iing o, spears, forcing
you to surrender. Then the ergeant denounces
you as would-be threves. out to steal their provi
sions, and h€ orders that your weapons and
equipment be confiscated before yor-r are led away
and thrown into the dungeons

As the heavy door to your cell slams shut, you
immediately look for a way out of lhis grim prison
chamtrer. You try to pick the lock, but your
attempt is thwarted when the sergeant and his
guards return. With them is a squad leader o{ the
lmperial Guard, lhe same man from whom yotr
took the Claw of Naar He is carrying the
accursed artefact, and when the iron door is
opened, he points it at gou and triggers a fearl
some blast of raw energy In the cramped
confines of the cell, there is no hope ol escaping
from its terribl€ power In the blink of an eye, you
and gour brave companions ar€ engLrlfed and

142-743

consumed by the searing ball of white-hot fire.

Tragically your life and your mission end here in
the barracks dungeon of Yua Tzhan

742
As you make the jump, the corporal side-steps and
thrusts at you with his spear lts sharpened steel tip
penetrates your rib-cage and you are knocked out
of th€ saddle by the force of the blow As gou fall,
you strik€ the back of your head on the roao ano
lose consciousness.

Sadly, you never awaken- Before the rangers can
come to your aid, the corporal stabs again with his
spear and its tip punctures yoLrr heart. Your death
i5 painless. and instantaneous

Tragically, your life and your mission end here.

143
With a mounting feeling of dread, you follow the
trail into the Vanchou Forest Upon entering this
chill timberland it becomes sirangely silent, as if
the beasts and birds who dwell here can sense the
presence of intruders

You have penetrated little more than a mile into
thrs unwholesome forest when you come upon
the wreckage of a wagon abandoned by the side
of the irail, A large black crow is perched on its
rot infested tailgate, and ii caws angrily as you
approach-

If you possess Animal Masiery, turn to 329

I

E
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II you do not possess this Crand Master
Discipline, turn to 170

1.M
You leap over thc bodies ol gour slain enemi€s and
rush across the mess hall toL"_ards the archwav As
you draw closer, you shout out to the rangers fhat
you are coming through They lower their bows
and give a rousing che€r when th€y see you
rushjng through the archway and along ihe corri-
dor towards thern

Upon rejoining them, you have goo{l and ill nervs
to imparl 'l have retrieved the Claw of Naar, yet I
fear our troubles have only just begun. We must
make a speedy escape- I sense the enemy are
closing upon us from every side '

Your instincts are correct News ol the tight 
'n 

the
mess hall is spreading like wildfire, and groups of
armed Bhanarians are rushing towards this corri-
dor from every quarter o[ the barracks Your sitLra-
tion is beginning to look increasingly desperate
uotil 9ou suddenly see a way to escdpe from the
conidor, a way that promises more than Just a
ghmmer ol hope

Turn to 57.

145
A dart thuds into your thigh and you scream with
pain: lose 3 ENDUMNCE points. Gritting your teeth,
you take hold of the rusty missile, wrench it lrom
your ieg, and cast i t  aside wiih rewlsion

To continue, turn to 304.

146-148

r.ttt
You quicldy lose yoLrrselvcs in a maze of passage'
ways that take you deep into the heart of the city's
Merchant Quarter. An hour slips away before you
stop to catch your breath outside a tavern located
near the city s South Gate You are now a long
way lrom the Main Square, and you lear the risk
of capture if you should return to the inn to collect
gour horses. Mindful that you will nced mounts for
the long journcy to Pensei, !,ou resohe to find
some new horses before leaving the city

Gildas draws your attention to the lowly tavern
before which you stand There is a narrow alley
that leads to stables localed at the rear Stealthily
you approach the stable doors, aod when you test
them with the sole of gour boot, you discover they
are firmlg locked.

l{ yor-r possess Grand Nexus, turn to 237.

If you do not, turn to 313.

74',1
As you hit the ground, the crackling arc of black
flame roars over gour head and gouges a deep
funow along the wall of the trench You cover
your head with your arm to protecL yourself lrom
falling debris, and you hear ihe squad leader utter
a cLrrse as he prepares to finish yoll with a second
burst ol dark fire

To continue, iurn to 43

l€
You muster your psychrc powers and launch a



149-149

Mindblast al the Autarch. The ternfrc force ol your
spell makes him shudder. He releas€s hrs grip, and
th€ rangers lall limply to the floor- Then ne rurns
to face you 'Give me the Clawl' he demands, his
voic€ booming around the chamber 'Give me the
Claw and I shall spare all your worthless lives!

If you choose to obey his command, turn to 35

If you choose to refuse his command, furn to
33E.

149
You leave your horses in the stable and walk
ihrough an arched conidor that opens into the
taproom of the C,olden Trough Inn A warm lire
and the welcoming smell ol roasting meat greets
your entry. The patrons of this establishment cast
you no more than a cursory glance as you make
your way to the counter and atlernpt to attract the
innkeeper's attention-

The owner of the tav€rn is a rofund man with
Ireckled cheeks and an easy smile You ask him

As you are leaving the inn, you are approached by
a dark-skinned man wearing a tLlrban. He intro
duces himself as Fanshalla and says that he is a
tortune-teller of some renown He produces a
pack of cards from his robe and offers to use rnem
to predict your future.

You are approached by Fanshalla,
the fortune-teller



f
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lf you wish to acc€pt the man's offer, rurn ro
7n.

If you wish to decline his offer, turn to 62

150
As lhe sun rises over the edstern horizon, you
catch your first glimpse of the formidable Chai
Wall. You cast your eye along its entire length and
obserw the three great forts of Xian, Kinani, and
Jhung. The tall cr€nellated walls of Fort Jhung lie
direcdy ahead and, as you speed near to them,
you obs€rve something else, something un
expected and greatly welcome, which makes gour
Spirits soar.

Turn to 35O

151
You recite the words of the Brotherhood spell
Counterspell and direct its power at the sinister
young woman. Yor.r see her shudder and recoil as
the power of your spell wmhes over her and, for a
short while, the rangers are spared the effect of
h€r hlrpnotic volce. But the us€ of this spell leaves
you wlnerabl€ to a sudden psychic attack. Sensing
this, the woman quickly seizes her chance to r€tal,
laTE.

Pick a number from the Rondom Number Toble
lf you possess Kai-screen, add 3 to the number
you have picked. If your current eNDUfl,AItcr score
is 15 or lower, deduct 2

lf your tolal score is now 4 or less, turn to s|7.

a

152-153

f it is 5 or higher, turn to 101.

152
You enter the stables and find that it shelters seven
horses and a mule Gildas uses his €xpertise to
choose the best mounts, and you help the rangers
to equip them with saddles and bridles When the
horses are ready to ride, you motrni up and lead
your companions in single file along the alley

Unfortunately, the noise that you rnade upon
entering the stables has alerted the tavern-k€eper
When you pass his bedchamber window, he opens
fire at you with his Bor musket.

Pick a number from the Rondom Number Toble.

lf the number g,ou have picked is 0-4, h-rrn to
52

If it is 5-9, turn to 131

153
You draw upon your lyrical skills to darnpen the
rran's anger with the soothing, hypnotic sound
of your voice. Under the influence of your bards-
manship, he suddenly becomes calm and suscep-
tible to your commands- You prompt him to tell
his cohorts that he has mad€ a grave €rror, that
9ou are not the plainsman who swindled him
after all, and meekly he complies with gour
suggestron.

His accomplices are embarrassed by their friend s
mistake, and they offer to buy you and your
companions some ale Politely you decline their



154-155

olfer and make your way quickly towards the
door

Turn to 295.

7U
You are struggling to free your trapped foot when
suddenly one of the winged creafures comes
swooping down from out of the clouds lt is clasp-
ing a large rock in its foreclaws, and as it glides
overhead, it releases its grip and lets the rock
hurtle towards your helpless form.

If you possess Magi-magic, and wish to use it,
turn to 266

ll you possess Kaialchemy, and wish to use it,
turn to 135

lf you possess Elementalism, and wish to use it,
turn to 51

If gou possess none of these skills, or if gou
choose not to use ang of them, turn to 230

155
You sleep well and wake feeling refreshed and
revitalizedr restore 3 ENDUMNCE points Shortly
after da!r,n, gou break camp and set off across the
marshlands, heading east At first the spongy
ground is a welcom€ relief from the jagged rocks
and twisted roots that litter the Angfeng Forest
Then the marshy soil degenerates inlo a treacher-
ous swamp, and you are [orced to head south in
search of firmer terrain.

For two days and nights !'ou trek across wetlands,

756-157

lMng as best l|ou can off the flora and launa of this
inhospitable region. By noon o[ the third day you
catch sight oI a stone bridge across the River
Heng, on the outskirts of a town called Zuda The
rangers are excited at the prospect of escaping at
Iast from the mosquito infested wetlands, but their
enthusiasm is dampened when you magnify your
vision and take a closer look at this Chai border

Turn to 206

156
Upon entering the t€nted encampment, 9ou are
greeted by dozens of Iaughing children. They run
alongside !rcur horses and feed thern with small
handfuls of hay. As you approach the largest tent,
an old man in a s1/€at stained robe emerges and
bids you goodJay. He holds up a wizened hand to
shield his pale eges from the glare of the midday
sun, and he asks if you and your companions wish
to trade with him-

ll you trade with the old plains herder, turn to
181

If you choose to decline his offet turn to 58

r5/
The cannon's pressure cylinder erupts like a
geyser, spraying the Bhanarians with deadlg pieces
of jagged shrapnel. Those who are not felled
instantly by the Iorce ol the explosion are blinded
and blistered by jets of scalding steam.

To continue, turn to 47-
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158
You whisper the words of the Brotherhood spell
Si/ence and cast it upon ihe area arouno rne

Your heart rs pounding wildly in yorrr chesr as gou
race towards the rang€rs on the lar side of the

Pick a number from tf,e Rondom Number Table.
il the number you have picked is 3 or lower,

turn to 195.

lf it is 4 6, turn to 39

If it is 7 or higher, turn to 275

159
You rein your horse to a halt before the sleepy-

160-161

eyed corporal, and he demands that a toll be paid
before he will allow gou and yoltr ccrntrilnrons
across the bridge.

'The price is 5 Ren per rider. thai's 20 Ren lor 9ou
all  '

If you have 20 Ren and wish to pay the rou, rurn
to 241

lf you have no Ren, but gou are willing ro pay
the equivalent price in Gold Crowns 120
Ren = 2 Gold Crowns), turn to 133.

lf  9ou cannor or wil l  rol pav rhe bldqe to,. I  rrn
Lo 297 .

160
Your rpa(rions have been du ted by rhp lal igup of
voJr long journey. You lal l  behrnd rhe range- ard
get caught by the lull force of the mudslide as it
comes thundering along the hill road you lose
consclousness the moment you are swept from
your horse. and 9o'r are spared the pain of drown_
lng in this merciless river of mud

Tragically. gour life and your mission eno nere ln
the Honah Hills

161
You roll aside bu1 lail to avoid the Conda s fangs
that graze your neck Gildas reaches lor rlrs sworo
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With a trembling hand, gou touch your neck and
then look to your fingertips They are smeared
with blood. Nausea wells up from the pit of your
stomach and your vision blurs as the serpent s
deadly venom begins to take hold. You draw
upon your Magnakai Disciplne of Curing to
counter the poison, but betore your innate
delences win Lhe bdri le. you sutler agonicing
muscle spasms throughout your bodyr lose 5
ENDURANCE points

To continue, turn to 335

762
Your bold ploy works The soldier on the other
side of the door obegs your command, believing
gou to be his squad leader.

You allow yourself a silent chuckle as you turn
away from the antechamb€r door. Then gou
Lrnsheathe your Kai Weapon and enter the main
chamber, determined now to confront the squad
leader in his bath.

Turn to 260.

163
Strddenlg a blinding white light obliterates your
vision A terrifying nLrmbness spreads rapidly from
your neck to the soles of your feet, and gou feel
yourself tumbiing backwards into a fathomless
abyss

One of the rangers' arrows has pierced your
forehead and penetrated your brain. Mercifully,
your death is swift and painless

t64-165

Tragically, your life and your mission end here in
the barracks of Yua Tzhan

t&
You unsheathe your Kai Weapon and spur your
horse to the charge Swiftly you gallop past your
hypnotised companions, but as you thunder along
the track towards the sorcerous woman, goLr are
hit by a sudden blast of psychic enetgy

Pick a number from the Rondorn Number Table-
If you possess Kai-screen, add 3 to the number
you have picked

If your toial score is now 6 or lower, turn to 25

If it is 7 or higher, h..rrn to 208

165
You leap from the wagon and hrt the flagstoned
ground, spraining your ankle as you land
awkwardly: lose I ENDURANCE point

The rangers come hurrging to gour aid. Gildas
and Paviz take hold of you under the arms and
carry you to the cover of a darkened doorway
Here you use your Kal healing skills to mend
the torn l igaments in gour foot, then you turn
your attention to the door against which you
are leaning You try the handle and djscover
that i t  is unlock€d. Quickly you sl ip rnside and
beckon the rangers io fol low. When al l  of you
ar€ safely in, you close the door and draw its
sturdy bolt.

To continue, turn to 11

t ,
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t6
Suddenly you recall the dying words of the old
hetbalist you encountered in lhe Vanchou Forestl
'. . . ond the key will opn the door to my hone
in Zudo. It is colled the Crimson Touer'

You retrieve the key from your backpacx ano
insert lt lnto th€ dial lt fits, and when you h/vist it,
the heavy door swings inwards without a sound
Qulckly you step inside, then beckon the rangers
to follow: 'This way!'

When all three are inside, you push the heaw door
clos€d and slide its drawbolt across, locking it
securely.

To contlnu€, turn 1o 136.

L67
Your Kai sixth s€nse warns you that a host of flying
cr€afures are soaring owrhead, obscured by the
thick blanket of cloud. Hurriedly you warn the
rangers of their presence and they take cover
among the boulders. Your $arift action saves rnem
from being detected bt, the winged beasts, but as
the last ol therr number passes overhead, !,ou see
something that makes your skin prickle with dread

Turn to 295.

168
You enter the stables and discowr sewn horses
and a mule. Gildas |.rses his exp€rtise to choos€ the
b€st mounts, and you help the rangers to €quip
them wrth saddl€s and bridles. When the horses ar€
ready to ride, you leave the stables and make your

I69-170

way to the South Gate. It is open, and the sleepy
guards pay you no attention as lrou canter throwh
its tall arch and depart th€ city. The road beyond
passes through seraerd outlying settl€ments before
it b€gins a gentle climb into the Honah Hills.
Pick a number from the Random Number Toble.

If the number you have picked is 0<, turn to
202.

ll ir is 5-9, tun to 194.

169
You rush towards the man and draw back your
right leg in readiness to kick over the bath tub, But
before gou can land your kick, you find yours€ll
staing into the muzre ol a Bor pistol. The squad
le-ader gives you an evil grin as he squeezes the
w€apon s trigger.

Pick a number from the Rondom Number Toble.
If gou possess Grand Huntmast€ry, add 1 to the
number you have picked.

If your total score is now 2 or lower, turn to
n9.

II it is 3-8, hrrn to 307

l[ it is 9 or higher, turn to 190.

770
Yo.r contine alorg tle t-ail untl you s€€ a distant
fi$re slardins in [le middl€ of the nm€d b-dck. As
gou draw clo6er, yolr skin pri:kles with a $dd€n
prernonition of danger wtEn tlou see that tt€ fi re is
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a beautiful young uroman, Sh€ has milly v,rhite sl<in
and a mane of glinenirg hair that car-dac arourd her
slender body. She is u,rap@ in a flowing gos:amer
robe and her dark elqs glimmer as she beckons lrcu
to come cloeer with a soft, hgpnotic r.oice.

lf you possess Kai-screen, turn to 32.

If you do not, h.rrn to 223

771
A burning pain shoots from the front of yor.rr eyes
to the rear of your head: los€ 2 ENDURANCE points.
You reel back in shock and quickly you muster
your Kai curing skills to nurnb the pain ano restore
your injured sight. But as your vision is rehrrning,
gou hear a loud crash oI breaking glass, ano your
companions cry out in shock and alarm, You Iear
a steamtun proiectile has smashei lhrough the
lower's great glass window, bul when your vision
clears, 9ou see that it is something far larger . . .
and far worsel

Turn to 200.

L72
You release the straining bowstring and send your
arrow whistling towards the beast's open jaw.
Desperately lt h,,/ists its loathsome head away from
the on-rushing missile, but it cannot escape your
unerring aim. The arrow enters the beast's left
eye-slit and s€nds the creafure somersaulting head
o\rer tail, out of conhol. You dive aside to avoid
being crushed beneath its plummeting body, but
you are grazed by its body-spikes when it hits and

A beautihrl young woman beckons you closer
with her soft, hlrpnotic voice.
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bounces off the rocks: iose 2 ENDURANCE points.

To continue, to 18.

773
Before you release gor.t arrow, 9ou intone the words
of the OId Kingdom sp€ll Penetrate Then you send
llour missile whis{ing across the mess hall towards
the distant steam-cannon It strikes the cylinder and
it puncfures its iron skin with delastahng effect.

Turn to 29.

You and your companions race along the alleyway
and lose yourselves in the maze of passages and
tunnels that infest this quarter of Yua Tzhan.
When you are sure that the City Guard have lost
your trail, you halt beneath the light of a tavern
lantern, heal your wounds, and consult your
Sigenese compass Your mind is now focused
upon the task of finding and retrieving the Claw of
Naar before Autarch Sejanoz arrives in the crty
You set off in the direction indicated by the
compass needle, and it leads you towards the
military quarter located to the east of the main
square Here yoru follow a broad avenue lined with
closed shop doorways and soon arrive at a busy
barracks. The compass, and your Kai sixth sense,
b6th tell you that the Claw of Naar is located
somewhere inside this troop-infested building

If yoLr wish to try to find a wa9 to enter the
barracks undetected, hrrn to 81.

If gou decide to observe this building from the
cover of an unlit doorwav - [rn lo 242

175_].76

775
Quickly you refiieve the pohon fronr ycrur
backpack, flip open the stopper, and down it all in
one gulp Instanfly, the nausea subsides and you
feel new strength coursing through your aching
limbs: restore 4 ENDURANCE points.

To continue, turn to 48.

776
Gildas obeys gour command and reluctantly he
returns the arrow to his quiver. Cautiously you
dismount and approach the misshapen creature
on foot, for yoLl sense gour horse is too frightened
to venture any closer to its lair. Using your
Magnakai Discipline of Divination, you attempt to
communicate with the creature telepathically.
Your patience and your effort is soon rewaroeo
when you hear its true voice speaking to you in
9OUr mlncl.

Yor-r learn that this 'creature' is human It is the
victim of an evil spell cast by the vampiric shape-
changer that you encountered on the forest track.
You ask if there is angthing you can do to alleviate
its wretched condition, and you are shocked when
9ou hear its plaintive reply

'Strike me with gour blode, kind sir. Deol me o
mortal wound so thot my soul mog be freed
from this hellish torment '

If you wish to strike the creature with gour Kai
Weapon, turn to 321

If you choose not to strike the qeafure, turn to
114



177-77a

r77
You force the doors back to allow enough room for
a horse to pass through, then you enter the stables
and search the upper and lower floors. You discover
seven horses and a mr.rle, and tack enough to equip
them all. Gildas uses his expertise to choose the best
mounts, and you help the rangers to fit them with
saddles and bridles When the horses are ready to
ride, you leave the stables and make your way to the
South Gate- It is open, and its sleepy guards pay
you no atiention as you canter through ih tall arch
and depart the city The road begond pass€s
through several oudying settlements belore it begins
a gentle climb into the Honah Hills

Pick a number from the Random Number Table

lf the number you ha!€ picked is H, turn to
m2.

If it is 5 9, turn to 194.

va
You draw upon gour mastery o{ Elementalism to
car.rse the fire to flare wildly The sudden flash of
flames scatters red hot coals across the floor, and
some ignite a leg of the dining table. Gripped by a
sudden panic, the soldiers leap from their seats
and attempt to put out the fire with cloaks and
mugs of ale.

In the confusion, none of them see you enter the
mess hall. You take cover behind a stand of
armour, then you draw upon your Magnal.Gi
Discipline of Invisibiliiy to help keep you hidden
before you attempt to reach the far door.

179-179

Pick a ntrmber from the Rondom Number Table.
If you possess Assimilance, add 3 to the number
gou have picked. If yoLl possess Grand
Huntmastery, add 1

If gour total score is 2 or lower, turn to 8.

If it is 3 or highet turn to 211

r79
You rise at dagbreak and readg gourself for a long
march south across the st Bhanarian Plain
Using your Kai tracking skills, you have no diffi-
culty lollowing the trail that has been left by the
Imperial Guards Their footprints can clearly be
seen upon the surlace of a dusty track that cuts
across the rolling grasslands.

As you march along this derelict plains road, you
are bathed b9r the warm rays of the rising sun It is
a beautiful day, yet you notice that your compan-
ions are in a sad and sombre mood. They are
mourning the loss of their comrade, Durasso, and
they do not feel much like talking.
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180-181

Fifteen miles lrom the Darnmerdon foothills, you
come to a wooden bridge that crosses a stteam o[
sparkling water Here you lose your enemy's trail
for the track has been frest y churned by dozens
of hoof prints. You magnify your vision and scan
the far horizon, but all that you *p are a few
roving black Bhanarian stallions You check the
trail once morc, and then your heart sink wh€n
suddenlg you realize that gour enemy must hav€
caph.rred some of thes€ fine wild horses. If they are
now travelling on horseback, your only hope of
catching them will rest on your ability to capture
four wild stallons for yours€l\res.

If you possess Animal Mastery, turn to 27

If vou do not. turn to 349.

180
As you gallop through the stables, you draw upon
your Kai Mastery of Elementalism to stir up the
straw that litters the floor around the exit. The
troopers who are attempting to bar your escape
are blinded by thls sudd€n whirlwind of debns
They are forced to abandon their attempt to close
the doors, and yor..r are able to make good a
speedy escape into the street beyond. As you
gallop through the open doorwag, you steer your
hors€ to the right and then race away along a
dark. cobblestoned street.

Turn to 14

181
The old man hvrles you and your companions to
enter his tent You dismount, ard the children look

la2-ta2

alter your horses while you e)<amrne the wares and
trinkets that are stored inside. Gildas nudges you
and points to a rickety table that rs heaped with
simple stiawroloured robes, much-favoured by
Bhanarian plainsmen 'Ma5foe a wrse purchase, Sir
Kai? he mutters. 'l fear our tunics ma9 arous€
suspicion the further south we venture ' You nod
in agr€ement and ask the old man how much he
wants for four robes

'One hundred and twenty Ren, kind sir,' he
replies, cheerflrlly.

The old man's price is the equivalent to 12 Gold
Crowns. The rangers do not have any money, so
il yoLr wish to purchas€ these garments you must
pay the full price-

If yoLr can affold to pay the man's price, urn ro
2&.

If you do not have suflicient Gold Crowns to pay
for the robes, turn to 45

r82
Quickly you recite the words of the Brotherhood
spell Mind Chorm and dlrect its power at the
angry sergeant Under the influence of your spell,
he calms down and becomes susceptible to your
mental commands. You tell him that you and your
companions are agmts from the Autarch s court
in Ota\ai, sent here to check the barrack before
his aniual tomonow. Wilhout questioninq !'our
claim, he step6 aside and allows you to enter the
banack

Turn to 110-
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183-184

1&l
You signal to the rangers to halt and dismount
Then you request them to help move one of the
pillars into ihe middle of the track. They look at
you quizzically, but they do not question your
comrnand. When you have completed this rask,
you call upon gour improved Kai Mastery of
Elementalism to suffound the pillar with d power-
ful electrical charge. You sense that the Autarch's
squad are now little more than five miles distant,
and it is your hope that this trap may delay them
when they pass through the t alley.

Gildas questions your actions and l|ou explain
them to him as you remount your horses and ride
along the ualley trail towards a distant ridge.

Pick a nnmber from the Rondom Number Toble.

If the number you have picked is H, turn to
u2

lf it is 5-9, turn to 21.

184
You decide to wait unlil nightfall before maxrng
9our attempt to cross the River Heng. During the
day you scout the river bank and you determine
lhal there are only hlo ways to cross. Both are
hazardous.

You can suim across the river, but the current is
last and treacherous. Or 5rou can attempt to cross
at the bridge. The road is blocked by soldiers,
making a crossing by that way lmpossible. But you
can attempt a crossing b€low the bridge. Its
Supporting stone pillars are closely spaced and

I
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185_186

they slow lhe river's flow However, the enemy
guarding this bridge is esp€cially vjgilant. Theg are
expecting and watching for your approach

I[ you wish to attempt to swim across the river,
turn to 100.

If you choose to attempt a crossing beneath the
bridge, turn to 261

l6D

To continue, tum to 39_

186

guards. lmmediatev, gou and the others sllpport
his attack and a desperate struggle ensues.

Parade Ground Guards:
COMMT SKLL 35 ENDURANCE 39

You.may add +2 to your coMBAT sXrLL lor the
duralion of this fight due to the support you
receve lrom yout ranger companions.

I[ !|ou win the combat, turn to 41.
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).87
When the Xanon are only 2O metres from the
wall, you command the rangers to open fire All
three anows find therr mark and the leading beasts
stagger and fall Shocked by the sr-rdden death of
their brothers, the following creatures tuin to
r€treat from the rangers'deadly bows But as they
pull back to the outskirts of the ruins, you suddenly
become aware o[ a new threat

Some of the Xanon have left the main group and
ridden in a wide arc around the ancient site in
order to come up behind your position You hear
their leader snorting grumy as he leaps into the
ruined hall and quicklg you spin around to face
him You raise yoLrr Kar Weapon and courageously
you l€ap lorward to block hrm trefore he can
Iar.rnch a surprise attack upon the back of your
three companions

Tr-rrn to 270.

188
A searing pain shoots from the froni of your eyes
Io the rear of your head: lose 4 ENDUMNCE points
You reel back in agony and quicldy muster your
Kai curing skills to numb the terribl€ pain, and
restore your damaged sighl Bui as your vision is
returning, 9ou hear a loud crash of breaking glass,
and your companions cry out with shock and
alarm You fear a steam gun projectile has
smashed through the tower's great glass wrndow,
but when your vision rehrrns, you see that it is
something far larger - and far worsel

Turn to 200.
The attacking Xanon are surprised b9 your volleg

of arrows.



tag-192

189
An arrow hits you in the lelt arm barely moments
belore you reach the salety of the darkened alley
way. lose 3 LNDUMNCL points

To continue, turn to 174

190
You dodge 1o the right, and all at once there ls a
flash and a deafening bang You feel the lead ball
Irom the sqr-rad leader's pistol rip through your
loose robe. lt passes beneath your armpit and
:tikeq rhp fdr wall wilhoul rausing you any rnjury

To continue, turn to 204

191
Your sweeping blow miss€s and, in the nexi
instant, a blinding flash of white light engulls your
vision as the rock slams into yourJaw. A numbness
engulfs your senses and you feel yoursell tumbling
head lirst rnto a deep, dark abyss

The rock has shatiered your jar.v and knocked you
unconscious Upon seeing yor-rr limp and helpless
form, the flying creature swoops in lor the kill
Mercifully, you are spared the agong ol death as
this rLlthless denizen ol lhe Doomlands rends your
body in two

Sadly, your life and your mission end h€re

r92
One of thc steam'gun prcjectiles grazes your left
jeg: lose 2 ENI)LjRANCE points

r93_195

If you survive this wounding turn ro 68

193
The tip of a dart grazes your thigh, making you
grit your leeth aga'nsi the stinging pain: lose 1
ENDLIRANCE POINI

To continue. turn to 304

794
Shortly before midnight, you approach a toll
bridge that traverses a deep gorge The entrance
to this bridge is blocked by a single pole barrier,
and on either side of tlle obstruction are parnted
wooden shacks, adorned with flickering lanterns
The soldiers who guard this bridge are asleep
inside the shacks and they farl to hear you
approachrng You decrde to jLrmp your horse over
the barrier and you call 10 Gildas and the others to
follow your lead

Pick a number from the Rondom Number Toble
If you possess Animal Control. add 2 to the
number you have picked

If your toial score is now 0-1, turn to 42

If it is 2 or higher, hrrn to 90

195
The Bhanarian guardsmen react quickly and soon
they are followrng closely on gour heels as gor..r
race through the copse When you break from the
cover of lhe lrees the nearest enemy warrior hurls
his spear at your Jleeing back Your Kai sixth sense



196-197

alerts you to the flying missile and you dodge
aside, but the tip of the spear gouges gour shoul
der and sends you turnbling head first into the long
grass: lose 3 ENDURANCE Points

To continue, turn to 85

796
Above the clanging of the alarm bell, you hear a
gruff command to halt You glance over your
shoulder and see a Bhanarian guard framed in the
jagged window through which you have made
your escape from the mess hall corridor. He is
almed with a Bor musket, and when you and gour
companioos ignore his order to stop, he raises his
cumbersome weapon to his shoulder and
discharges a shot at your fleeing back

Pick a number from the Rondom Number Table
lf you possess Assimilance, add 2 to the number
you have picked.

If your total score is now 0, turn to 335.

lf it is 1-4, turn to 102

If it is 5 or higher, turn to 82.

t97
The man invites you to sit at his tabl€ and then he
proceeds to shuffle and deal or.tt twelve cards from
his deck and place them face up before you. They
each featire intricate designs and symbols that you
have never seen before. Predictably, he assures
you in a syrupg tone that you shall enjoy health,
wealth, and great happiness. As he is pointing to

t9&199

the cards, 9or.r notice he is wearing a distinctive
black signet ring engraved with a tiger's head. You
suspect this man is secretlg one of Sejanoz s
agents. When he asks whg you have come to Yua
Tzhan, Gildas places his hand on yotrr shoulder
and sugg€sts that it is time you should be leaving

If you possess Kai-alchemg, turn to 120.

If you do not possess this skill, or if you choose
not to use it, turn to 15

198
As you make the Jump, the corporal side-steps and
thrusts at you with his spear. lts sharpened steel tip
grazes your rib cage (lose 2 ENDURANCE points).

Your horse sails across the barriet and the rangers
jump their mounts over it with consummate ease.
The angry cries of the corporal quicklg fade into
the distance as yoLr leave the bridge and follow the
road up into the hills beyond.

Turn to 272

79
You speak ihe words of the Brotherhood spell
Lightning Hand and level your right arm at the
cteature's head. A crackling arc of electrical power
leaps from yor.rr hand and connects with the
beast's jaw, its raw power causing the creafure to
lose all control. With a sickening crunch, the
helpless creature collides with the rocky wall of the
mountain pass and then tumbles out of view

To continue, to 18.
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200
You see the learsome figure of Autarch Sejanoz
come stepping through the chamber's shattered
window. He alights from the platform of his
golden sky chariot which hovers silently beside the
tower. Sheathed from neck to toe in black and
golden armour. this warrior stands an arm's length
taller than you and your companions A great tiger
helm conceals his face and behind him swirls a
voluminous scarlet cloak Only his hands are
visible and they seem sirangely at odds with the
grand scale and design o[ his armour They are
withered and iwisted like claws, the skin wrinkled
and cracked like burnt parchment. Hanging over
them are lour long, cuwed, needle like claws of
steel that sprout from the back of the golden
bracers which encase his wrists

Grldas and his men reach for their bows and fire
repeatedly at the ALrtarch, 9et every arrow theg
send against him ends shattered From the visor of
his helm theie issues a thin, chilling laugh: 'You
cannot kill me with your sharpened siicks, yolr
fools!' Upon hearing this. Paviz and Yalin drop
their bows and unsheathe their blades. Paviz
shouts a much practiced cue, and together they
attack the Autarch, striking simultaneously from
either side

With stunning swiftness, Sejanoz retaliates- He
reaches out and grabs each man by the throat with
his cadaverous hands, and raises them several
inches from the floor. With a series of metallic
clicks, the needle-claws extend and turn inwards,
punciuring their jugular veins Their faces blanch
as their blood is drained, and not a drop is spilt

Grldas' men are powerless in the grip of the
mightg Autarch Sejanoz.

r



201-202

You are shocked by the spectacle of the Autarch's
vampiric attack, and gour senses scream at you to
act to save lour brave companiorrs before it is too
tare.

l[ you possess Kai-alchemy, and wish to use it,
iurn to 75.

lf gou possess Magi-magic, and wish to use it,
turn to 2Sl

If you possess Kai-surge, and wish to use it, turn
to 148.

lf yoLr possess none of these skills, or if you
choose not to use any ol them, turn to .

201
D-rsk soon approaches ard you resolve to rehm
to the ancient ruins io s€t up a camp for the night.
At first light you begln a long rlde south, guided by
your Siyenese compass. Judging by the steady
course that you follow, you hazard a guess that the
enemy are heading towards the cityr of Yua Tzhan.

If you possess Astrology, turn to 332

If you do not possess this Grand Master
Discipline, turn to 232.

202
Shortly before midnight, you approach a toll
bridge that haverses a de-ep gorge. The entrance
to this brilge is blocked by a single pole barrier,
and on either side of the obstruction are painted
wooden shacks, adorned with flickering lanterns.
The soldiers who guard this bridge are awoken by

203-204

the sound of yot.rr horses' hooves. Fearing you to
be a surprise inspection bg their commanding
officer, they grab their sp€ars and stumble out oI
the shack A5 they draw thems€lves up in an
untidy line before the barrier, their corporal raises
his hand, commanding 9ou to halt

I1 you wish to stop before the barrier, turn to
159.

ll you wish to attempt to jump gour horse over
the baryier and ride across the bridge
beyond, turn to 38.

203
Patientlg, you watch and walt until the skyship and
its attackers have disappeared from view before
you break cov€r and search for the metallic fub€.
Alter seveml minutes, lrou discover it lodged in a
jagged outcrop protruding from the wall of the
ravine, some 6 metres below the rim.

Aide/ by your tracking skills and natural agiliBr,
5rou descend the steep gully wall and retri€ve the
steel tube You tuck it into gour belt and then climb
back to the top of the ravine belore you examine
what the tube contains

Turn to 140.

2M
With surprising agility, the squad leader leaps from
his bath h-rb ard attacks you with the butt of his
empty pistol. In the ensing stnrggle, 9ou deal him
a deep and mortalwound to the chest The force of
your blow sends him tumbling backwards to collide
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205-206

with the tub lt tips otJer and a torymt of water
cascades into the fire His dying cries mingle with
the loud hissing oI steam as the bath water extin-
guishes the fire ard si?zl€s on the red-hot grate-

You sheathe your blade and your Kai s€nses tell
l'ou that you are now very close lo lhe Claw of
Naar You look at lrour Silrenes€ compass once
again, and lrou see that its needle is pointing to a
painting which hangs above the fireplace,

To continue, turn to 137

205
You stooD to examine the curlous. kee like shrub
ard gour Grand Master Discipline enables you to
recognize its red and y€llol leaves.

'This is a Klorva tree,' you say, confidently. 'fts
leaves contain a powerful healing agent tllat is
stronger than Laumspur'

There are sufficient leaves on this small l{rorva rree
for 1 dose. If gou wish to plck and keep them,
record the Klotua on your Action Chort as a
Backpack ltem. When s,wallowed after sustaining
an injury, Klorva will r€store 6 ENtxJRANcE points,

To continu€, hrrn to 24O.

26
You obser\€ that the bridge at ada is occlpied b9
Bhanarian soldie6. Their tented encamprnents are
dotted around the approach road and riwr bank,
and the line oI their supply wagons stretches away
lo the west.

t1

206-206

The tiger's head flag of Autarch Sejanoz now flies
over Zuda. This border town has been overrun by
his army withln the last 24 hours. At firsl yo;
suspe.t that this cor-rld be the start of a war
between Bhanar and Chai, but your Kai s€ns€s tell
you lhar this is no ondinary rnilitary operation. This
army has come here for one purpose - to ensure
the recovery ol the Claw of Naar
You hold sombre council with the rangers and try
to determine ho,/,, best to proceed from here. 'l

had remarkable foresight. He constructed a formi-
dable $alllo deter Autarch S€janoz from in!,ading
his peaceful realm. It has served Chai well for
many centuries.'

You thank Gtldas for thls history lesson, our you
question it5 accuracy.'l was taught at the Kai

ri
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207-208

Monastery that the r€ign of Khea Khan Xo was
more than a thousand years ago Surelg his enemy
th€n w-as not the same Autarch Sejanoz who rules
Bhanar now?
'Ah, but he is!' replies Gildas. 'Sejanoz has ruled
this land for 3,000 years Legend sags that he
entered into a pact with Agarash the Damned ln
refurn for his soul he received. . immortality.'

As you look upon the flag of Ar.rtarch Sejanoz
fluttering high above the buildings of Zuda, a
growing sense of foreboding creeps upon you and
it leaves a chill in your blood

To continue, turn to 184.

207
You are making gour way through the crush ol
soldiers and wagon drivers when suddenly a Guard
Sergeant block your path

'H€y, youl'he growls, pushing gou forcefullg in
the chest with th€ heel of his hand 'Where's your
pass?'

II you possess a Tiger Ring, and wish to show it
to the menacing sergeant, iurn to 320.

Ii gou possess a Gold Talisman, turn to 87

lf you possess neither of these items, hrn to 55

M
The woman launches a bolt of psychic energy that
strikes at the core of your mind. Fortunately, gour
mental defences prove strong enough to save you

209-217

trom sustaining any s€rious damage from this
opportunisLic assaultr lose 2 ENDUMNCE points

To continue, hrn to !16

209
You shoul ar the rangers. commanding them lo
hold their l i re. bul ir  is already loo late.
Desperatelg you throw yourself to the ground as
their feathered shafts come streaking towards you.
Two of their arrows clip and gouge your llesh as
you strike the stone floor and roll to a halt lose 4
ENDURANCE points.

lf you have survived this wounding, turn to 269

270
You roll aside and your quick reflexes save gou
irom the Conda's deadly fangs. Gildas reaches for

You whisper your thanks to Gildas as he wipes hrs
blade on the grubby sleeve of his tunrc and slips rt
silently back into its scabbard.

Turn to 335

211
You reach the far door without b€ing s€en Silently
you hvist its copper handle and €nter a sman anre-
chamb€r that is hung wilh tapestries. Begond this
small room is an archway through which you catch

t
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I 212-273

sight of part of a sumptLrous bedchamber. You
detect the sound of splashing watei and the sweet
aroma of perfumed bath oils YoLr can also detect
the powerful aura of evil which radiates from the
Claw of Naar.

Cautiouslg you approach the archway and peer
around its car.;ed frame. Bathing in a large tub of
soapy water set before a blazing log fire, 9ou see
the squad leader You sense that ihe Claw is
somewhere close to him, but gou cannot see it.
Suddenly you are startled by a loud knock on the
door behind gou

If gou wish open the door, turn to 73-

lf you decide to lock the door, you can draw its
bolt by turning to 217

2L2
Guided by your pathsmanship and tracking skills,
you lead the rangers to the South Gate of Yua
Tzhan. Here you are able to depart the city
unchallenged, along a road that passes thiough
outlying settlements before climbing gentlg into
the Honah Hills

Pick a number from the Rondom Number Table

lf the number yoLr have prcked rs 0-4, turn to
202.

lf it is 5-9, turn to 194.

2L3
Your command comes too late to prevent Gildas
from letting slip his bowstring. His arrow arcs

You discover the squad leader bathing in a tub of
soapy wa|er



2t4-274

towards the creature and strikes it in the centre of
its bulbous body. With a chilling cry, the beast
crumples to the ground and begins to shrink and
change. Within the space ol a few fleeting seconds
the transformation is comPlete, and you find
yourself staring with disbelief at the wounded body
of a frarl old man.

Instinctively, gou leap from your horse and rush to
the old man's side. Cradhng his greying head in
the crook of gour arm, 9ou attempt to relieve the
pain of his chest wound by the use of your Kai
healing skills

lf you possess Deliverance. hrrn to 10.

lf you do not, turn to 264.

274
As you gallop through the stables, yor-r quickly
intone the words of the Old Kingdom spell Potoer
Word and shape your mouth in readiness to utter
it: Gloor!

The concussive energy of your spellword strikes
one of the troopers who is attempting to bar gour
escape, and it sends him cartlheeling across the
straw covered ground. His companion slams shut
his door, blocking half of lhe archway, but there is
still space enough for you and gour companions to
make good gour escape into ihe street beyond. As
you gallop through the narrowed exit, 9ou steer
your horse to the right and race away along a
dark, cobblestoned street-

Turn to 14

215-217

215
Silently you recite the words of the Brotherhood
spell Mind Chorm and direct its power at your
angry accus€r- Under the influence of your spell,
he suddenly becomes calm and susceptible to your
mental commands. You prompt him to tell his
cohorts that he has made an error, that 9ou are
not the plarnsman who swindled him after all, and
meekly he complies with your psychic suggestion.

His accomplices are €mbarrassed by their friend's
mistake, and they offer to buy you and gour
companions some ale Politely you decline their
offer as you make your way towards the door

Turn to 295

216
The rock is deflected by the gust of ait but as it
tumbles past, it glances gour righi shoulder and
rips open the sleeve of your tunic, lose 1
ENDURANcE Point-

To continue, turn to 339.

277
QuickJy you draw the bolt and, as you step away
from the door, you hear the squad leader call olrt
in response to the l(I1ock, 'Enterl'

The door shudders and the handle turrb as al
attempt is made to enter lhe ante chamber

lf you possess Kai-alcherng, turn to 24'l.

lf you do not, turn to 28
!
t



218-219

218
You hand over the gold crowns and the trader slips
the coins into the pocket of his apron Then you
and your companrons each take one of the loose-
fitting robes and slip them on over youl tunics
The thin, hooded garments are large enough to
concealyour backpacks and weapons, and you are
pleased to discover that they do not hamper your

Having concluded your business, yoLl thank th€
trader and brd him farewell. Then yoLr leave this
village and continue gour ride south

Turn to 118.

279
You smash the head of the Claw against the floor
to remove the burning log, and then tuck the
artefact in your belt Below, gou can hear the door
to the tower being blown off its hinges and an old
fear returns to chill your blood. The Auiarch's
guards are storming up the stairs; it rs onlg a
matter of seconds before they enter the chamber.
Your incLincls tell yoLr to save your unconscious
companions, but gour rational mind tells you that
this is now impossible; there is only time enough
to save yourself You bid them a sad farewell as
you run towards the open window and leap out on
to the platform of the Autarch's sky-chariot
Below, you glimpse the lmperial Guards gathered
around the body of the Autarch To your amaze
ment. 9ou s€e that theg are helping th€ir leader to
his teet. Sejanoz is still alive

Quicklg yoLi look to the controls of the sky-chariot

220-220

and they seem vaguely familiar They are similar in
design and purpose to those found ai the helm of
Cloudioncer, albeit on a smallel simpler scale You
place your right hand on a sparlding sphere, but as
you are pushing it forward to make the charioi
advance, a handful of the lrnperial Guards in the
courtyard below fire a volley of projectiles at you

The Autarch has given the orderj he is determined
not to let you get awag

Prck a number from the Random Number Toble
lf gou possess Assimilance, add 2 to the number
you have picked

If your total score is now 0, lurn to 123

lf it is 1-3, turn to 300

lf it is 4-7, turn to 254.

ll it is 8 or higher, turn to 192.

220
Quickly you refurn to Captain Gildas ano orscover
thal Ranger Durasso has been killed, and Sergeant
Paviz badly wounded by the Claw s second blast of
powet You use your Magnakat healing skills to
staLtnch the flow of blood from the serg€ant's
wounded arm, and th€n yoLr scan the trail leading
south from lhe pass lor signs oi Lhe escaping
enemy squad. ln the failing light you glimpse their
black-clad forms hurrying away along the trail
which heads towards the Bhanarian Plain

Gildas and his rangers are too shaken to attempt
an immediate pursuit and so you allow them to
rest and recover their strength. When you cast

c
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221-222

your eye towards the ravine where Cloud dancer
was hidden, before jt was attacked by the flying
horde, your sixth sense suddenly informs gou that
there is something waiting for you there

To continue, turn to 13-

227
You shoulder your bow, then gou speak the words
of the Brotherhood spell Lightning Hand and
point your right hand at a pool of oil on the
ground in front ol the charging Xanon An aic of
crackling blue energg hits the black puddle and
ignites the oil with a teirific t,l/hoomphl, sending a
searing ball of flame and black smoke soaring into
the air. The heat of the fireball forces the Xanon
io retreat, but as they pull back, 9ou suddenlg
become aware of a new threat,

Some Xanon have ridden in a wide arc arormd the
ruins and have come up behind your position. You
hear their leader snorting gruffly as he leaps into
the ruined hall, and you spin around to face him.
Hurriedlg, you unsheathe your Kai Weapon and
leap forurard to block his path before he can
launch a surprise attack upon the back of your
three companions

To continue, turn to 270.

222
You use the power of your Grand Mastery to
dislodge the spit that supports the roasting side of
beef. lt collapses into the fire, scattering red hot
coals across the floor. Some of the coals ignite a

223-223

leg o[ the table and. gripped by a sudden panic.
the soldiers leap from their seats and attempt to
put oul the flames with rhpir cloaks and rheir mugs
of ale

In the conftuion, none of them see gou enter the
mess hall. You take cover behind a stand of
armour, then you draw upon your Magnakai
Discipline of Invisibility to help keep gou hidden
before you attempt to reach rhe far door.

Pick a number from the Rondom Number Table
l{ you possess Assimilance, add 3 to ihe number
you have picked. lf you possess Grand
Huntmastery, add 1.

If your total score is 2 or lower, furn to 8.

If it is 3 or higher, turn to 211

223
You detect that the woman is attempting to
ensnare you with a powerful mind charm. You
draw upon your Magnakai Discipline of Psi-screen
to block her spell and gou are able to resist her
mesmeric commands, but the effort drains gour
mental energy: los€ 2 ENDUMNCE points.

Unfortunatelg, your companions do not possess
your strong psgchic defences and they continue to
ride along the track, lured on by her hgpnotic
voice. You call out to them to halt but they seern
oblivious to gour presence. You must act quickly if
you wish to save them from her sinister spell.

lf you possess a Bow, and wish to use it, turn to
3t2.



224-225

lf you possess Kai-alchemy, and wish to use it'
turn to 151

If you possess Magi-magic, and wish to use it,
turn to 53

If you possess Elementalism, and wish to use it,
hirn to 124

ll you possess Kai-surg€, and wish to use it, turn
to 281

If you possess none of these skills, or if you
choose not to use them, or a Bow, turn
instead to 164.

224
You use your Kai Mastery io command the ghasuy
creafure to Spii out your rope ano swlm away

Pick a number from the Random Number Toble
For everv level of Kai rank you have attained
above the rank of Kai Grand Gr.rardian, add 1 to
the number you have picked.

If your total score is now 6 or lower, turn to
315.

lf it is 7 or higher, Ir.r/.n to 276

225
lnstinctively you reach for th€ hilt of your Kar
Weapon, br.rt Rimoah stays gour hand Hold,
Grand Master, These are nol our enemies
they're our friends.'

The for.rr gaunt, grey, grime-encrusted {igures
leave their hiding ptaces and move slowly towards

I

225-22s

the cage. It is not until their lead€r smiles and
reveals his white teeth that 9ou realize they are
human. The many weeks that these Sigen€se
rangers have spent in the hell of the Doomlands
have exacted upon them a heaw toll

'Greetings, Lord Rimoah,' says the leader 'l am
Captain Gildas of the King's Ranger Regiment,
and these are mg men - Sergeant Paviz, Rang€r
Durasso, and Ranger Yalin- We're glad you ve
anrued before the enemy, though bg no more than
a few hours at best '

Captain Gildas looks at you and bows his head
relerentb. 'We're honoured by your presence, Sir
Kai. I was lucky to be in Seroa last year when
Karvas was crowned King, and I witnessed your
knighthood in the Palace Square We Siyenese will
be forever in your debt for ridding us of that
usurper - Baron Sadanzo.'

You thank the Ranger Captain for his compliment
and tell him that 9ou have come here wrth Lord
Rimoah to help capture the Claw of Naar. It rs
vital that Sejanoz be denied th€ CIaw,' you say
earnestly, '. , at all costs'

'Fear not, Sir Kai,' he replies with confidence We
have laid a hap to ensnare the enemy and their
foul relic They'll not get out of Sunderer Pass
Come, we shall show you what we have prepared,
but first gou must conceal your skyship before the
enemy arrive Look over there, Lord Rimoah,'
says Gildas, pointing to a distant ravine, 'that gullg
is deceptrvely deep. It will swallow your ship
without trace You must hide it there. But first,
may I ask a favour?' Rimoah nods in reply
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Four gaunt, grime-€ncrusted figures leave the
cover of the rocks and move towards goLr

226-226

'Oui provisions are exhausted We have some
water, but we've had nothing to eat for dags Can
you spare some food before you depart?

'Of cours€, Captain,' replies Rimoah. 'l'll have the
bo'sun drop provisions this instant.'

Rimoah climbs into the boarding cage and is
winched up to the rear ded<, ol Cloud-doncer.
Within minutes, the cage descends once more,
laden with food and water. With a gleelul cry,
Gildas throws open the cage door and he and his
men Leap upon the provisions like ravenous
wolws What little they fail to consume immedi-
ately they stow away in their empty backpacks for
later

As Cloud-dancer moves off to seek cover rn rne
disiant ravine, Captain Gildas leads you to the
moLrth of Sunderer Pass and shows you the prepa
rations that he had his men hav€ made ln readi-
ness to ambush the enemy squad

To continue, furn to A?l

226
You retreat before the advancing lmperial
Guardsmen until your backs are pressed against
the base of the ciimson tower. Gildas ealls for grou
io look behind, and when gou glance over your
shoulder, you see that there is a red door set flush
into the tower wall. Forcefully you push the door
but it will not open. Then you notice a dial set in
the middle of its surface, and in the centre of the
dial is a small keyhole. The rangers load their bows
and fire repeatedly at the advancing gJardsmen as



227-227

you attempt to unlock the door to the crimson tower.

The dial is surrounded by nr.tmerals numbering
from 0 to 100. Using your Magnakai Discipline of
Nexw, you determine that by hrrning the dial to
one of tlese numbers, you will cause the lock to
disengage and the door will open.

While examining the dial, you recall the wall safe
in the barrack at Yua Tzhan. That lock required 3
digits to open it This requires only one The
ntrmber that will open this lock is equal to the total
you get when you add together the three digits
that opened the wall safe.

When you think gou know the answer, turn to the
section of this book which is the same as goLrr

If you are unable to determine the correct
solution, tlrrn instead to 2114.

227
Thinking that gou are provisioners lrom one of the
oth€r wagons, the driver is glad to accept your
offer to help gather up the vegetables that lie
strewn across the paved street. The raised hoods
of gour robes help keep your faces in shadow, and
he fails to recognize that 9ou are not native
Bhanarians. Then one of the iron doors in the
northern wall creals opens, and a baffack guard
barks an order to the waiting drivers to begin deliv-
ering their loads by hand. A colleclive groan adses
from the line of parked wagons, but for you and
your companions ft proves to b€ a perfect oppor-
tunity to enter the bafiacks undetected.

224-224

Each of you takes a box of provisions from the
rear of the wagon and joins in the line of dflvers as
they file through the iron door You follow this line
to a kitchen storeroom, located near the middle of
the barracks complex, where you deposit gour
delivery and then return to the street to collect
another box. As you are making your way back,
you pass a door that your Kai senses tell you is
unlocked Quickly you slip inside and then srgnal
to your companions to follow. When all of you are
safely inside, you close the door and draw its bolt

Turn to 298.

228
You are dismayed that your atiempt to destroy the
Claw has failed,9et you refuse to abandon all
hope of ridding your world of this evil artefact \bu
resolve to deliver it to the Elder Magi, for you
know that it is within their power to obliterate thts
weapon of darkness

Captain Gildas consoles you. and from d pocKer
ol his runic he produces a small crimson
gemstone which he cups in his palm, inviting gour
inspection. Without saying a word, he fixes this
gem into one of the hollows rn the shaft of the
CIaw, and then he hands you a seemingly
ordinarg compass-

'lt's a Siyenese trackergemj'he says. 'The needle

I



229-229

of the compass is tuned to its vibrations. lt's just a
precaution, in case you should be parted from the
CIaw belore you deli!€r it to the Elder Magi. So
Iong as lhe gem remains embedded in its shaft,
you'llbe able to track it using the compass,' Gildas
hands you the Claw and gou compliment him ,for
his prudence

'A ve4f wis€ precautlon, Captain,' you sajy, as !,ou
slip the compass into your tunic pockel,
'Somehow I feel sure that u€ have not 9et s€en
the last of the Autarch's souad.'
(You can record the Siyenese Compass on lour
Action Chort as a Sp€4ial hem. You should also
record the Claw of Naar as a Special ltem which
you carry in your pack. You must discard tu/o
itenrs in their favour if gou already have the
maximum number of Special ltems permissible.)

You sheathe lrour Kai Weapon and follow Gildas
as he returns to the horses. As grou walk towaids
them, Ranger Yalin beckons you or€r to look at a
strange shrub that is growing near the ruins.

lf you possess Herbmastery, turn to 305.

If you do not possess this Discipline, turn to
25E.

229
You use your improved Grand Mastery to cause
the overhanging boughs of the hees to lash out at
the Bhanarian guards. Startled by thls unexpected
attack, they drop their spears and raise th€ir hands
to protect their faces The rangers seize this
chance to attack and overpower them, leaving the

230-237

guards lying unconscious beneath the leafy trees_
Turn to 41.

m
You tug lrour Kai Weapon from its scabbard and
attempt to strike the falling rock as it plummets
towards lrour torso.

Eck a number lrom the Random Number Toble.
lf you possess Grand Huntmastery, add I to the
number you haw picked. If you possess the Kai
Weapon 'Magnara', add 3.

lI four total score is now 3 or lovver, rum ro
r9l.

If it is G7, tum to 93.
Il it is 8 or higher, tum to 7.

al
The corporal orderc you to wait while he returns
to his shack for a few moments lo check his
r€conds. You sense that something is wrong, ano
lrou communicate this to Captain Gildas with a
subtl€ shake of your hcad.
When the corporal disappears, you circle your
ho.s€ around and then make a sudden charge at
the barrier. The guards scatter as you b€ar down

Twn 16 272.
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232-233

232
Your journey south is favoured b9 a cooling breeze
which sweeps dov,n across the plain from the
H\runs€i Mountains Shortly before noon! 9ou see
a tented encampment in the far distance Small
crimson p€nnanls lltrtter from ils slripcd durings.
and groups o, women and children can be seen
walking along the banks of a nearby stream
'Plains-herder famil ies, says Gildas 'Their
menlolk ar€ out on the grasslands rounding up
groups of wld stallion. Theg train the horses and
sell them at auction in Yua Tzhan-'

If you wish to visil the herder encampment. turn
to 156.

If you choose to avoid the encampment and
continue your ride south. furn instead to 2

233
You intone the words of the Old Kingdom spell
Power lUord and shape your mouth in readiness
to utter ilr Gloorl

234-235

The concussive energy of your spellworct slams
against the Autarch s helm. and the Iorce of the
impact makes him shudder. He releases his grip
and the rangers fall limply to the floor Then he
hJrns to face you

'Give me the CIaw! he demands, hrs voice
booming around the chamber. Give me the Claw
and I shall spare all gour worthless livesl

If you choose to obey his command, turn to 35

lf you choose to reluse his command, turn to
338.

24
You pull away from the stallion s scrabbling
hooves. but gour reflexes are too slow lo save you
trom being struck hvic€ on the head and knocked
down lose 4 €NDUMNCE points

Daz€d but shll determin€d, you stagger to your
feet and draw upon your Kai powers of Animal
Control to subdue the frighlened horse. Your
efforts are soon rewarded As the lead stallion
nestles his head against gour shoulder, you call to
lhe rangers to come out from under the bridge and
take a look ai their fine new mounts

Turn to 314

235
You launch a mindblast at the angry s€rgednr irno
he reels back, clutching his head in pain Your
sudden psychic attack soon rend€rs him uncon-
scious, but you catch him belore his limp body
crumples to the ground
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You call out to the gate guards to come and help
you You say their sergeant has been taken ill, and
quickly they respond As theg lift him out of your
arms, you motion to your companions to follow as
you slip away into the baEacks.

Beyond the main gate is a courtgard where several
wagons, filled with provisions, are being unloaded
You and your companions each ta.ke a box from
the rear of the nearest wagon and join a line of
men who are delivering their goods to a kitchen
storeroom located near the middle of th€ barrack
complex You leave your boxes here and then
r€lurn to the courb,ard to collect some more. As
you are making your way back, gou pass a door
that your Kai sens€s tell yoLr is unlocked You
quickly step inside and then signal to the rangers
to follow. When all oI you are safely in, you shut
the door and draw its bolt.

Turn to 298.

2%
When the woman senses that her psychic attack
has failed, she collapses upon the track, bent over
on all fours like a dying beast She hrritches and
wriggles uncontrollably, and, before your disbeliev-
ing eyes, her body begins to change Her marble-
smooth skin becomes criss-crossed with a net of a
thousand wrinlles and her abdomen swells like an
over-inflated balloon. Then there is a terrible
sound, like the rending of bone and flesh, and
suddenly the illusion of her beauty is dispelled
forever when this fell vampiric shape-changer
reverts to its true form,

237-238

Turn to tl0.

87
You tell Gildas and his men lo keep a lookour,
then you kneel in front ol the doors and adempl
to pick the lock.

Pick a number from the Rondom Number Toble.
If .your cunent ENDURANCE score is 25 or higher,
add I to the number 9ou have picked. lf it is 15 or
lower, deduct l

lf your total
252

score is now 3 or lower, turn to

lf it is rk, turn to 26
lf it is 7 or higher, turn to 129.

I
The avalanche of rocks has blocked the mounrarn
pass. Two of the enemy waniors hdve been
crushed by the deluge. and three others can be
seen staggering away wounded However, most of
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the squad appear to have survived the rockfall and
you cannot help but begrudgingly admire the swift-
ne<s ol their reacrions. You magnily your vision
and scan their scattered ranks, br.rt you are unable
to locate the squad leader.

lf gou possess Assimilance, turn to 119.

If you do not, turn to 251.

239
You inch op€n the door to witness a fight taking place
on the far side of the mess hall. The Bhanarians have
abandoned their feasting and are now attempting io
storm the archway. Four of their number lie dead or
wounded on the grourd, hit by mnger arrows Your
companions are putting up a brave fight, but theg
face the danger of b€ing surround€d on both srdes
and trapped in the corridor.

Then a new threat to their survival arrives. Three
Bhanarian guards enter the hallpushing a strange,
cannonlike contraption towards the distant
archway. Fixed above its barrel is a large iron
cylinder. It is studded with hea',y rivets and fitted
with a springed valve that bubbles and hisses like
an angry serpent. You surmise rhis device is a
steam-powered cannon, and you lear that if it is
fired along the corridor it could slay your compan-
ions with one blast. As the Bhanarian gunners
begin loading their weapon wiih handfuls of msty
nails and lead shot, you know you must find some
way to stop them from {iring this devilish device

If you possess a Bow, and wish to use it, turn to

, .

I

They load the steam-cannon with rust1r nails and
lead shot.
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If gou possess Magi magic, and wish to use it,
hrn to 12.

lf you possess Kai-alcharry, and wish to use it,
turn to 69.

If you possess Elementalism, and wlsh to use it,
turn to 267.

ll you possess none of lhe above, or it you
choose not to use any oI th€m, fum to
42.

2N
You mount lour horse and lead the rangers away
lrom the rulns, heading south. Soon 1mu come
upon a track and you steer l|our horse on to it so
that he can tiawl at a faster pace. Yout Kai sixth
sense ard your pathsmanship skilh wam you that
the Autarch's squad have reco!€red lh€ir stallions
and are now in hol pursdt.

You follow the track into a shallow valley where a
corridor of weather-worn pillars line the ftail.
These man sized pinnacles of rock are engraved
with the likeness€s of ancient Bhanarian rulers
dating back to a lime long before Autarch Sejanoz
seiz€d control of this land. As you pass between
them, you notice that each one has been defaced
by axe and hammer blows

If you possess Elementalism, and have attained
the rank of Kat Grand Sentinel, or higher,
turn to 1&1.

lf you do not possess this skill, or if you have yet
to attain this lev€l of Kai Mastery, turn to
78

24t-242

247
You hand the money to the corporal and he orders
his men to disperse. The barrier is raised, and as
you trot your horses on to the bridge, he waves
farewell and wishes gou a swilt and safe journey.

Turn to 272.

242
You observe th€ main enbance to the barrack
buildhg and note a great deal of activity despite
the lateness of the hour- Colunns of Bhanarian
spearmen, clad in black quilted uniforms with wide
silk leggings, go marching through its main gate
er€ry few minutes with an almost clockwork
regularity. You suspect that they are mustering m
preparation for the arrival of the Autarch,
although they app€ar too heavily armed to be
gathering for ceremonial duties. You also calch
sight of some Xanons, and you sense that these
cr€afures were among thoee whom you fought at
the ruins earlier today.

Dudng the time you sp€nd obs€rving the barracks,
several wagons arrive laden with we-apons and
supplies- When seven of these army transpons
converge upon the main gate at the same time, it
creates chaos for the Gate Guands. As Orey try
desperately to untangle the ensuing chaos, you see
an opportunlty to enter the barrack,

If you wish to attempt to hid€ in th€ rear of one
of the army wagons that is queuing to enler
the banacks, tum to 134.

lf you choose to hy to slip through the
entrance on foot, fum to 95.

matn
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243
You scurry to the edge of the ravine and search
for Rimoah's metallic tube After several frantic
minutes, you l inal ly discover rhat i t  is lying on a
jagged outcrop of slate which protrudes lrom
th€ wall of the ravine, some 6 metres below the
nm

Quickly you descend the steep gully wall, but in
your haste to retrieve the tube, you lose gour
footing and fall.

Pick a number from the Rondom Number Table

If you possess Grand Huntmastery, add 2 io the
number you have picked.

If your total score is now 4 or lower, furn to
106

If it is 5 or higher turn to 67

44
While you are examining the lock and dral, the
advancing enemy discharge a volley of projectiles
from their steamjuns These missiles pepper the
wall of the tower, tearing away fist-sized chunk of
masonry that fb in all directions

Pick a number from the Rondom Nttmber Toble
If you possess Assimilance, add 1 to the number
you have picked.

If your total score is now 0-1, turn to 50

If it is 2-5, turn to 265

If it is 6 or higher turn to 292.

245-246

245
Gildas leads his men off the trail and you follow as
he enters the walled ruins of an ancient hall-
Huftiedly you dismount and corral your horses in
a corner of this site belore drawing your weapons
in readiness to confront the approaching Xanon.
The mngers prepare iheir bows and take up
positions along the northjacing wall. You choose
a place close to Gildas and watch with mounting
Iear as the Xanon come charging out of the tall
grassland As you watch their approach, your sixth
sense detects that these fearsome creatures have
been spawned by evil sorcery

If you possess a Bow, and wish to use it, turn to
317.

lf you do not possess a Bow, or if you choose
not to us€ it, turn to 187.

26
The third tumbler clicks into the correct position
and the door of the wall safe swings open to reveal
the Claw of Naar. You ta}e the accursed artefact
and place it in your pack, then you close the safe
and re hang its cov€nng portrait.

You should restore the Claw oI Naar as a Sp€cial
Item on your Actron Chorf. You must discard one
ilem in its favour if gou hdve the maximum
number of Special ltems permissible

If you now wish to search the chambet turn to
311.

If you decide to leave the chamber and return to
the rang€rs, turn to 125

;
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247
You recite the words oI the Brotherhood spell
Silence and cast its elfect upon the door.
Outside, the soldier who is trying to gain entr!,
starts to bang repeat€dly on the door with his
fists, but inside the antechamber not a sound can
be heard.

You unsheathe your Kai Weapon in sil€nce and
enter th€ marn chamber to confront the squad
Ieader in his bath.

Turn to 260.

28
There is a blinding flash of scarlet lisht upon the
instant that gour blade strikes the shaft of the
Claw, and a s€aring wave of heat sends gou
spinning backwards to the ground: lose 4
ENDURANCE points.

Shrnned and gasping for brealh, you drag yor.rrself
to your feet and stagger to the altar stone which is
now wteathed with hails of grey smoke. To your
dismay, l,ou discover that the CIaw is still intact.
Despite the huge burst of energy that gour blow
released, you discover no mark or blemish upon its
gnaded shaft.

The blade of your Kai Weapon, holrcver, is
notched and discoloured at the point where it
struck the shaft of the Claw (The damage to your
Kai Weapon has caused a permanent reduction of
1 point to its coMBAT srqrr bonus. You should now
adjust the bonus on your Special ltems list.)

To continue, t'rrn to lO3.

249_250

9
You force the doors open Just wide enough to
allow a horse to pas.s, then you €nter the stabl€s
and search its upper and lower floors You
discover seven horses and a mule, and tack
€nough to equlp them alL. Gildas uses his exp€rtise
to choose the b€st mounts, and you help the
rangers to lit them with saddles and bridl€s. When
the horses are ready to ride, 9ou mount up and
lead your companions in single file along the alley,

Unfortunately, the noise that you made upon
entering the stabl6 has alerted the tavern-keeper.
When glou pass by hls bedchamber window, he
leans out and opens fire at you with his Bor
musKer,

Pick a number from the Random Numfur Toble

lf the number you have picked is 0-4, turn to
52.

lf i t ls 5 9, turn to 131.

\ 250-,
The tall plains' grass m-afi-es the going increasingly
difficult. lt binds around lrour horses' hooves and
fnEtrates gour attempts to hasten their pace. For
five miles !'ou force your mounts to wade throwh
this sea of vendant vegetation until you catch sight
of some stone ruins on the sloDe of a distant hill.
It is the remnants of an ancient village, and it is
bisected by a dried-up watercourse. You scan me
site and notice dark pools oI liquid scalt€red
throughout the area. The pungent aroma o[ crude
oil can b€ smelt wafting on the breeze.
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Your Kai sixlh s€nse t€lls you that the ruins are
deserted. Captain Gildas is anxious to press on,
but you command him to paus€ for a moment
Your instincts are warning you of a hidden danger

I[ you wrsh to enter the ruins of th€ ancient
plains village, turn to 138.

lf you decrde to make a detour around them,
turn to 109.

tq1

You call upon gour Magnakai Discipline of
Invisibility for protection, and then you command
Captain Grldas and his rangers to wait while you
go in s€arch of the squad leader You suspect that
he may be one of the two warriors who have been
killed by the rockfall Mindful that the Claw of
Naar was sheathed in his belt, you are determined
to s€ize this opportunity to capture it b€fore the
dazed Bhanarians can recover their senses and
regroup

You swiftlg traverse the mound of rocks that now
block the pass, and as you leap on to the trail

252_252

beyond. you nole that neither ol the slain warriors
is the leader Then 9ou notice a drainage channel
which runs alongside the mountain trail, and your
Kai sixth sense tells you that the leader has escaped
the rocklall by rolling into this trench. Without a
moment s hesitation, gou unsheathe your Kai
Wenpon and iump Into the trench after him.

As your feet hit the bottom of this shallow gully,
you see gour adversary standing less than 2 metres
awag For a moment you stare at each other in
shocked silence, then the almond€9ed warrior
tugs the maceJike Claw of Naar from his belt and
l€vels its taloned tip at your chest. There is a crack-
ling hurn oI power and a ienifying bolt of black fire
leaps from the tip and comes streaking towards
gour body.

Pick a nLnnber from the Rondom Numbr Toble.
If you possess Grand Huntmastery, add 1 to the
number you ha!€ picked

lf your total score is now 3 or lower, rurn ro
308

If it is 4 8, turn to 278
lf it is 9 or high€r, turn to 147

2
You exhaust yourself attempting to pick this lock
by the use of your Grand Mastery of Nexus alone
(lose 2 ENDUBANCE points), and after thirty mrnures
o[ futile €ffort, you concede defeat. The mecha-
nism is formidable.you may have to resort to
lorce to gel it open.
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I[ gou possess Kai alchemg, and wish to use it,
turn to 65

If you possess Magi-magic, and wish to use it,
turn to 263

lf you possess neither of these skills, or if gou
choose not to use them, turn to 324

253
When the Xanon are only 6 metres from the wall,
you command the rangers to open frre All four of
your arrows find their mark and the leading beasts
stagger and fall- Shocked by the sudden death of
their brothers, the following creatures turn to
retreat from your deadly bows. But as theg pull
back to the outskirts of the ruins, you suddenly
become aware of a new threat.

Some Xanon have ridden in a wide arc around the
site and have come up behind your position. You
hear their lead€r snorting gruffly as he leaps into
the ruined hall, and quickly you spin around to
face him. Shouldering gour bow, you unsheathe
your Kai Weapon and leap lorward to block him
before he can launch a surprise attack upon the
backs o[ gour three companions

Turn to 270

2g
One of the steam-gun projectiLes grazes the back
of your right calf: lose I ENDUMNCE point.

If you survive this wounding, turn to 68

255-256

255
You do not r€cognize the shrub and 9ou are wary
of any properties it may possess Rather than risk
testing il in case ir should prove to be potsonolrs.
you advise Yalin not to touch the strangeiooking
plant,

To continue, turn to 2110

2.#
The noise ol the fighting has drawn a crowd of
curious onlookers Their cries of encourdoemenr
and outrage have in turn alerted the Ciry Gr.rard,
and as the last of your attackers falls to your orows,
9ou hear the sound of their iron shod boots
echoing along an adjoining avenue- Anxious to
avoid them, gou rallg Gildas and his men together
and then make a hurried escape from the square,
along a dimlylit alley.

When you are sure that the City Guard have lost
your trail, gou halt beneath the light of a tavern
lantern and consult your Siyenese compass. Your
mind is now locused upon the task of finding and
retrieving the Claw of Naar before Autarch Sejanoz
arrives in the city You set off in the direchon
indicated by the compass needle, and it ieads you
towards the military quarter located to the east of
the main squar€. Here you follow a broad avenue
lined with closed shop doonwags and soon arrive at
a busy barrack. The compass, and your Kai sixth
sene, both tell you that the Claw of Naar is located
somewhere Inside this troop-infesied building

lf you wish to try to find a way to enter the
barracks undetected. tr-rrn to 81-
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If gou decide to observe this building from the
cover of an unlit doorway, turn to 242

i7
Aided by your Kai mastery, you study the night slry
and try to predict the future from the relative
position of the planets, moons, and stars But your
observations unsettle you and fill you with a sense
of foreboding You learn from the night sky that
your flight to Chai will be fraught with many
dangeE and disappointments.

You resolve not to tell your companions what you
have foreseen for fear of lowering their morale.
Later, when 9ou are asleep, your predictions
refurn to haunt your dreams.

Turn to 341.

258
The old man invites gou all to come into his tent.
You dismount, and the children look after your
horses while you file into his spacious dwelling. He
gives each of you a glass of mulled wine and a piece
of unleavened bread, and while gou are enjoying the
plain fare, he invites you to examine the wares and
trinkets that lie strewn about the tent

Gildas nudges you and points to a rickety table that
is heaped with simple skaw coloured robes, much
favoured by Bhanarian plainsmen. 'These may be
a wise purchase, Sir Kai?' he mutters 'l fear our
funics mav arouse suspicion the further sourn we
venfure.'You nod in agreement and ask the old
man how much he wants for four of his robes.

259-260

'One hundred and twenty Ren, kind sit' he
replies, cheerfully.

If you can allord to pay the mdn s pric?, rut n ro
286.

If you do not have sufficient Gold Crowns to pag
for the robes, turn to 1[5.

259
The rock is deflected by the gust of air, bui as it
tumbles past, it strikes your left shoulder with a
painful blow: lose 2 ENDUFANCE points.

To continue, turn to 389

2@
The squad leader gasps with shoqk when he sees

try to make a grab for it.

quesuon.
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Suddenlg he reaches over the side of his bath tub
and attempts to grab something that is lging on
the floor, hidden from view

If you wish io rush forward and strike the squad
leader with your Kai Weapon, turn to
707

lf you wish to nsh forward and tip him out of
his bath tub, tr.rrn to 169

lf you wish to throw your Kai Weapon at the
squad leadet turn to 89.

26r
Shortlg after dark, you make gour way towards the
stone bridge, keeping close to the river to avoid
the enemg encampments on either side of the
road which crosses into Zuda You get to within 6
metres of the bridge itself before you are forced to
stop when you see enemg soldiers at the iiver's
edge. They are filling their canteens and washing
clothes lf you are to make a successful crossing
below the bridge, you will first have io distract
them, or lure them away

If you possess Assimilance, and have attained
the Kai tank of Grand Master Superior,
turn to 17.

If you possess Elementalism, and have aitained
the rank of Kai Grand Defender, Lurn to
333.

If you possess neither of these skilis, or if you
have get to attain the required levels of IGi
Mastery, iurn to 79.

l-
Bhanarian soldiers at the dver's edg€.
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262
The squad leader awakes with a start ano reacnes
for his sword but, before he can unsheathe it, you
snatch the blanket roll from beneath his head and
leap over his prone body

Your heart is pounding wildlg in your chest as you
race towards ihe rangers on the far side of the
copse. They have dispersed the Bhanarians'
horses and they are waiting anxrously for you L<r
appear As you rush through the trees, you hear
the squad leader screaming at his men to wake up
and give chase-

Pick a number from the Rondom Number Toble

If the number you have picked is 4 or lower,
turn to 195

If it is 5 7, turn to 39

Ii it is 8 or higher, turn to 275

263
You recrte the words of the Old Kingdom spell
Inuisrble Fisf and thrust your right arm stifflg
towards the lock A wave of energg surges from
gour clenched fist and strikes the lockplate, smash
ing its internal mechanism. The doors shudder and
then they swing slowly open.

Turn to 152.

2@
You draw upon your Magnakai Discipline of
Healing io numb the pain of the old man s wound
before drawing out the arrow. Then you lay your

26t267

his wound remains

To conhnue, turn to 76_

265
A chunk of jagged masonry hits you in the neck
and knocks you sideways to the qroLrnd: iose 4
ENDUMNCE points

Il you have suruivpd lhi5 wounding. yuu cdn
continue by turning io 104.

266
You quickly recite the words of the Old Kingdom
spell Shie/d and make a circle in the air with-your
right hand. A translucent disc shimmers tnto
existence, and the falling rock slams into it with a
loud Crock!

Pick a number from the Random Number Toble.
For every Ievel of Kai rank you have achieved,
above thar of Kai Grand Sentinpl, doo an
addit ional 1.

If gour iotal score is now 0 3, turn to 88
If it is 4 or higher, turn io 185

267
You focus the power of golrr Discrpline upon the
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iron cylinder and you cause a rapid rise in the
temperature of the steam Moments later, the
valve fails and the cylinder explodes with devastat-
ing effect

Turn to 157.

2@
A fisht is on the verge of breaking out when
suddenly the innkeeper interuenes to break it up.
You hear the distinctive metallic click of crossbows
being cocked, and when you look to the taproom
bar, yott see the innkeep€r holding hrvo of these
weapons, one in either hand.

'l'll drop the first man to draw a blade,' he growls.
'Yor.rl' he shouts, directing his ire towards your
accuser. 'Get out, and take your friends with yoll.'

The one eged man curses under his breath, then
he tuns on his heel and leaves with his motleg
cohorts following in his wake. You thank the
innkeeper for his timely action but he does not
reply YoLr can tell by his stony silence that he
would prefer it if you and your companions left as

lf you possess Telegnosis, or Grand Pathsman
ship, turn to 340

If you possess neither of these skills, turn instead
to 37

269
The mngers are mortified that they came so near
to slaying you. They help you to your feet and beg

I
The Innkeeper holds trao cocked ctosstrows, one

in either hand.
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you to forgive their reclders bovlire. 'There's no
time for reproach,'yor.r reply, stoically.'l have
retrieved the Claw o[ Naar, 1et I fear our troubles
may have only jr.tst begun. We must make a speedy
escape. I sense the enemy are closing upon us
from every side.'

Your instincts are conect. News of the fight In the
mess hall is spreading like wildfire, and groups ol
armed Bhanarians are rushing towards this corri
dor from every quarter of the barrack. Your situa
tion is beginning to look increaslngly desperate
until you suddenly spy a way to escap€ from the
corridor that promis€s more than just a glimmer of
hoE€

lurn lo 5/.

270
The Xanon leader roa6 wilh excitement as he
comes galloping across the floor of the ancient
hall His amb€r eyes gleam with murderous intent,
lor he has set his mind on skewering you upon lhe
tiD of his crude wooden lance.

Xanon Leader:
COI,,IBAT SKLL 46 ENDTJRANCE 42

lf 9ou win this combat, turn to 277

NL
From the dense blanket of cloud there desc€nds a
host of winged horrors. They have sinewy bodies
studdei with hundreds of horny sprkes, and a cold
yellowy light radiates from slits in their faces where
one could exp€ct ther€ to be eyes. Bubbling drool

272-273

streams fuom their fanged iaws as they circle once
around the pass and then come s1/ooping down 10
attack you and your companions.

If you possess Kai alchemy, and wish to us€ it,
turn to 199.

If you possess Magi magic, and wish to use it,
turn to 330.

lf gou possess a Bovv, and wish to use it, hrrn to
23.

If gou possess neither of these skills, nor a Bow,
or iI you choos€ not to use any of them,
turn instead to 125.

n2
You are a few leagues to the south of the toll
bridge when 9ou pass a signpost that saysj
BEHNAZ - 70 mtles- Beyond this point, the hill
road begins to twist like a swimming serp€nt. you
are passing around one of its s€emingly endless
bends when you hear a loud rr_rmble of thunder
echoing through the hills,

If you possess Grand Pathsmanship, and have
attained the rank of Kai Grand Sentinel,

'  turn to 113.
If you do not possess this skill, or if you have yet

to reach this level of Kai Mastery, turn to
63.

273
You stable your horses and enter the taproom of
the Prairie Princess. As the door creaks open, a
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gust of ale soaked air and the jingle of bells inter
rupts the hubbub. The denizens of this tavern cast
your party a suspicious glance or two, then they
return to their conversations. The rnnkeeper
approaches, wending his way nimbly through the
closely-packed tables He is a lean man with dark
skin and a shaven head You ask the cosr or
stdbling and add thar you shall not be requjring
rooms for the night.

'Seven Ren each, he says, brusquely 'You can
pay tomorrow when you collect your nags.'

You turn to leave the crowded taproom, but gour
wag to the door is blocked by a stout, one-eyed
man with a roughly-trimmed beard. 'You plains-
nomads have got some n€rve t'come in here,' he
spits- 'You swindled me, near on stole all m9 herd
o'stallions. Well I vowed I'd make you pag and
now I'm going to collectl'

With a flick of his hand he signals to his cohorts to
bar the tavern door. You tell the man that he is
mistaken, that he is confusing you for somebody
else, but he pays no heed to your explanation.

lf you possess Kai-alchem9, and wish to use it,
tum to 215.

lf you possess Bardsmanship, and wish to use it,
turn to 153

lf you possess neither of these skills, or if you
choose not to use them, h.rrn to 268

274
You draw upon your Magnakai Discipline of

275-275

If your lotal score is now 7 or lower, lurn to
186

lf it is 8 or higher, turn to 121.

Pick a number from the Rondom Number loble.
I[ t]re^ n^umber you have picked is 0<. rurn io

293

If it is 5-9, turn to 54.
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276
The sinister iiver beast obeys your mental
command. It spits out your rope and then disap
p€ars below the surface. You watch, and when you
see its trail ol bubbles moving rapidly downstream
towards the stone bridge, you strike out with
renew€d vigour for the opposite bank.

Upon reaching the far side, you tie your rope
around a sturdy tree trunk and signal to the
rangers to begin crossing. AII three cross the river
safely, and together you approach Zuda und€r
cover of darkness.

The road into the town is heavily patrolled by
Bhanarian soldiers. When you nearly collide with
one of these patrols, you are forced to seek cover
in an emptg woodcutt€r's hut.

To continue, turn to 3

277
As the Xanon bellows its death_cry and crumples
to the groLrnd, you see six of its kin come gallop
ino alonq beside the west wall of the ruin. Fearfttl
th;t the; deterrnined creahrres could overwnelm

captain leads his men away at the galloP, you stay
and fight a brave rearguard action to delay the
battling Xanon

With ice-cool nerve and deadly grace, you wield
your Kai Weapon to deadly effect Your blows

27a-279

shatter Xanon skulls and smash their lances.
forcing them to abandon any hope of following
the rangers as they make good their escape across
the plain But when the time comes for you to
follow your fleeing companions, a thrusting lance
blow to the middle of your back nearlg r,rnhorses
you. YoLr hang on desperately to the mane of your
frightened mount as he leaps over the wall and
carnes you away,

You reioin the rangers at the top of d grassy rise
that overlooks the ancient ruins The triumphant
cries of the Xanon are carried to you on the
wind, and when gou magnify yoLrr vision, you see
they have gather€d in a group in the ruins of the
hall One of their number appears to be holding
aloft a short staff. You focus upon it and gour
heart sinks when you see that rt is the Claw of
Naarl

Turn to 72

274
As you hit the ground, a black funnel of flame
roars over yotr head and strikes you in the back of
your legs A searing pain runs the length of your
spine and explodes in yoLrr head, making you
scream with anguish: los€ 6 ENDURANCE points.

If you have survived this wounding, turn to 4i|.

279
There is a fiery flash and a loud bang, and
suddenly a white light obliterates your vision. A
terrifying numbness spreads rapidly from your
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neck to the soles of your feet, and lrou feel !/our-
self tumbling bach^rards into a fathoniess abyss

The lead ball lrom the squad leader's pistol has
oierced vour forehead and penetrated your brain'
ii4ercifufy, your death is $rift and painless.

Your Iife and lrour mission end here, in th€ bar-
rack of Yua Tzhan.

280
The corDoral smiles broadly when you place nlo
more g;ld coins into his hand lmmediately he
orders the barrier tre raised, and as you lrot your
hoE€s on to th€ bridge, he waws farewell and
wishes l|ou a s,wifl and safe journey.

Tum to 272.

237

mindblast penetrates h.. 0"r..."" 
""0,,'.::.:::while, the rangers are spared the effect of her

hlpnotic \,roice. But the use of this attack leaves
you wlnerable to a s'.rdden psychic assault
Sensing this, the woman quickb seizes her chance
to retaliate.

Pick a number lrom the Rondom Number Toble.
lf gou possess Kai-screen, add 3 to the number
you have picked. lI your curent ENDUMNCE score
is 15 or lower, deduct 2-

lf your total score is now 4 or less, turn to 337.

lf it ls 5 or higher, turn to 101.

82
You unsheathe your Kai Weapon and you offer up
a pra!€r to Ishir to protecl you as you get ready lo
launch youlself into the fray. With your battle cry
upon your lips, you pull open the door and rush
headlong across the mess hall, flailing yor.rr deadly
blade at ang Bhanarian who dares to stand in your
way- Your sudden attack lrom the rear diverts the
gunners' attention away from the rangers. fu you
cut a bloody swathe through their comrades, they
are forced to abandon the steam-cannon and face
you with cold steel-

Bhanarian Guards & Gtrnnersr
coMBAT SK|LL 40 ENDURANCE 40

If you win this combat, turn to 144

a
The forh.rne-teller becorn€ irate. He stands up and
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stabs at the air with his index linger as he threat-

tavern door, Gildas releases the trickter' He
motions his rangers to accompany him as he
follows gou to the door

To continue, turn to 295

24
You intone the words of the Old Kngdom spell
Penelrote fiomenlsbefore you release the strain-

brain, killing it instantly.

Turn to 18

245
You draw upon your psychic defences, but to no
avail. In thi; instance they fail to protect 9ou from
the concentration of ancient evil that is present
within this chamber, lose 4 ENDURANCE Po'nts

Turn to 9.

2&
You hand over the gold croums and ihe old man
slips the corns into his pocket with a contented
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grin. Then you and your companions each take
one of the loose-fitting robes and slip them on
over your hrnics The thin, hooded garments are
large enough to conceal your backpacks and
weapons, and you are pleased to discover that
they do not hamper your movement.

Having concluded your business, 9ou thank the old
man and bid him farewell. Then you leave his tent
and collect your horses.

Turn to 118.

7
With ihe tavern keeper's curses ringing in vour
ears, you urge your startled horse on to the end of
the alley and then turn him towards the South
Gate Fortunately the gate is open. and its dozing
guards pay you scant attention as you ride through
its tall arch and depart the ci\,. The road beyond
passes through several outlying settlements before
it begins a gentle climb into ihe Hornh Hills

Pick a number from the Rondom Number Table.

If the number you have picked is 0-4, turn to
202.

If it is 5-9, turn to 194.

28
The squad leader awakes with a start. But before
he can react, you snatch the blanket roll {rom
beneath his head and set off at a sprint. With gour
heart pounding wildly in your chest, 9ou race
towards the rangers on the far side of the copse.

i--
I



2A9-290

They have dispersed the Bhanarians' horses and
they ar€ waiting anxiously for you to appear' As
you rush through the trees, you hear the squad
leader screaming at his men to wake up and give
chase

Pick a numb€r lrom the Rondom Number Toble.

lf the number you have picked is 3 or lower,
turn to 195.

l{ it is 4-6, turn to 39.

lf it is 7 or higher, turn to 275

9
You call upon your Magnakai Discipline of
Invisibility to help keep you hidden as you enter
the mess hall. You take cover b€hind the nearest
stand of atmour, and by moving quickly lrom one
suit to the next, 9ou make your way steadily
towards the far door.

Plck a number from the Rondom Number Toble
lf gou possess Grand Huntmastery, add 1 to the
number 

'rou 
have picked.

II your total score is 4 or lower, turn to 8.

lf it is 5 or higher, turn to 211.

290
Before the qr.urd can reload hls musket and fite
aqain. vou ieach the end ol the roof and climb
diurn tire trunk of rhe rree. Gildas and his men
follo*, 5rour lead, and when all ol you are safely on
the ground, gou pause for a few moments to assess
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the sihlation- From beneath rhe lealy boughs oI the
young oak, you look out across the parade ground
and scan the buildings that border upon it
Bhanarian soldiers are mnning everywhere,
seemingly in confuslon. Then you realize that they
all have a purpose: theg are rushing to secure every
entrance and exlt from the barracks.

Gildas points to a building on the w€st side oI the
parade ground lts doors are open and unguarded.
You magnify your vision and see lhat it is part of
the barracks stables lts well-lit Interior is busy with
troopers who are preparing their mounts for
tomorrow's cer€monlal parade through the city
Beyond its rows of stalls is an archway that opens
on to one of the citg's streets. You inform the
rangers of what 9|or.r har€ seen and you decide that
the stables offer you your best hope lor an escape
Irom [he barrack. Using the perimeter trees for
cover, you skirt around the parade ground and
make your approach to the stables You are less
than 6 metres from its ofren doors when you are
suddenly called upon to halt. Three Bhanarran
guards come weaving through the line of trees
towards you, their spears held at the ready. 'Stay
where Vou are,' bark the tallest of thes€ soldi€rs,
'and all o[ you - raise your hands!'

lf gou possess Herbmastery, and have attained
the rank of Sun Lord. turn to 229

lf you possess Kai-surge, and have attained the
rank ol lGi Grand Guandian, turn to ll1.

If you possess neither of these skills, or if 9ou
have !rct to attain the required level of Kai
Mastery, turn to t4.
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-EtYou leave Sunderet Pass and follow the nail
through the foothills to the edge of the Bhanarian
Plain. Shortly belore midnight, you sloP and make
camp for the night, Sergeant Paviz volunteers to
sit watch, and before yorj s€ttle down to sleep
alongside the others, you r€solve to s€t off alter
the Imperial Guards at first light

Unless you poss€ss lhe Discipline o[ Grand
Huntrnastery, you musl now eal a Meal or lose 3
ENDURANCE points.

To continue, tr.rrn to 179.

D2
A sliver of masonry hits you in the shoulder and
knocks you sideways to the ground: lose 2
ENDURANCE points.

To contlnue, turn to 104

2:X
For three hours you ride across the rolling grass
hnds, guided on your way by your infallible Kai
trackirg skills and the light of a waxing moon. lt is
not until tou see the oudine of a broken stone
watchtower silhouetted on the southern horizon
that \rou slow gour pace and point your tired
mount towards it. Upon reaching the derelict
tower you discover that it stands beside a pond of
lresh water. You let the horses drink their fill and,
as they recowr their strength, you and your
companions explore the lorler levels of the ruin.

The to\ /er is ernptg and overgrown with weeds

294=294

All that it contains are s€veral blocks of stone,
engraved with ancient designs, which are illumi-
nated b' strelrns ol moonlight filtering down
through the holes in the shattered rool You take
the opportunity to examine the Claw, and as 9ou
unfold its covering blanket on on€ of the blocks,
you find yor,rrsell both fascinated and repulsed by
th€ intricacies ol its evil design. The head of the
Claw resembles a petrified vulture's foot, casr In a
black metal that is flecked with shimmerina scarlet
speck. hs shatt is twisted. like a length of gnarled
root, and it is perforaied along its length with pea
sized hollows

A palpable evil rddiates from this dread artefact
and you feel an overwhelming compulsion to
destroy it You tell the rangers to stand clear, and
then you unsheathe your Kai Weapon and deal the
shaft oI the Chw a mighly blow.
Pick a number from the Rondom Number Toble

ll the number you have picked rs even (ie, O, 2,
4, 6, or 8), turn to 46.

lf it is odd (ie, 1, 3, 5, 7, or 9), turn ro 122.

N
By twisling the dial of the wall safe to an incorrect
s€tting l|ou unuttingly set ofl an alarm in a distant
barracks guardroom. Suddenlg the door to the
antechamb€r is forced open and ln bursr a oozen
soldieas, armed with sr,ears and axes
You draw your Kai Weapon and fight bravely,
slaying most who dare come within a sword's
length. but the chamber is soon awash with
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reinforcements and ultimately you are forced to
drop your weapons and surrender. During the
mCI6e, the rangers are also captured, and together
you are tak€n before the Sergeant of the Guard.
Upon learning of the death of the squad leader, he
denounces you as assassins and he orders your
immediate execution

Under hean4r guaid, you are led out into the centre
ol the barracks parade ground and tied to wooden
stakes. A troop of crossbowmen arrive and ,orm
up in a line before you. Then the Sergeant
marches to the head of their line, and promptly he
giues the onder to lire. The crossbowmen release
their volley of deadly missiles and your deaths are
mercifully swift

Tragically, your life and your mission ends here,
upon the parade ground of the Yua Tzhan
oarracxs.

M
With your mind set upon the task of finding and
retrieving the Claw of Naar belore Autarch
SeBnoz arriws, you hurry out of the inn and stride
across the main square. In the light of a street
lantern you consult your Siyenese compass once
more before sefting off in the direction that it
indicates. lt leads you towards the mllitary quarter
located on the east side oI the square. You follow
a broad avenue lined with closed shop doorways
and soon arrive at a br.tsg barracks. The compass,
and your Kal sixth sens€, both tell you that the
Claw of Naar is located somewhere inside this
hooD-inf ested buildino

296_297

If you wish to ky to find a way to enrer the
banacks undetect€d, turn to E1.

lf you decide ro obs€rve this buildtng from the
cover ol an unlil doorwav, turn to 242.

296

lf pu wish to humT back to Cloudlancer ano
help Lord limoah repel the aerial assault,
turn to 345.

lf you choose to stay with Captain Gildas and
the rangers, tum to 302.

297

t
i



294-294

efforts to stop it, it quickly deteriorates into an all
out fight

Bhanarian Bridge Guards:
COT4BAI SKILL 32 ENDUIIANCE 30

You mag add +2 to your coMBAr SKILL for the
duration of this combat, for the rangers are
supporting you durrng this fight

If you win the combat. turn to 84

294

passageway. You detect the aroma of roasting
meat and hear the sounds of feastiog, ano wnen
you peep through the door's keyhole, you see a
soldier's mess hall bevond-

Carefully gou hr,,ist its spherical handle ano pusn
open the heavy oak doorjust a few rnches. peering
around the door, you see a dozen Bhanarian

armour are positioned around the walls of the hall,
and its panelled ceiling is decoraied with the
portraits o[ famous Bhanarian generals of old.The guards at the bridge are quick to anger-
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Some of the soldiers dining here are lmperial
Guards from the sqr-rad that you encount€rd in
Sr.mderer Pass. You scnitinise their faces, yet you
cannot see their leader among them. Your
compass indicates thai the Claw of Naar is nearby;
its ne€dle is pointing to a door on the lar side of
the mess hall. You sense lhat the CIaw is in the
room belond this door, and you resolve to find a
way of reaching it without being seen.

If you possess Grand Nexus, and wish to use it,
hrn to 222.

lf you possess Assimilance, and wish to use it,
turn lo 98.

lf yor.t possess Elementalism, and wish to us€ it,
turn to 178.

lf you pcssess none of these skills, or if you
choose not to use any of them, furn to
2E9.

299
You gallop along the kail after the fleeing rangers,
shouting desperately for them to stop, but they are
d€af to your pl€as as they speed for the cover ol
the ruins. As you enter the ancient site, you glance
over l'our shoulder lo see thal the fearsome Xanon
are gaining on you at a terrific pace.

To continue, turn to 245.

300
One of the steamgun projectiles gouges your
shoulder: los€ 3 ENDURANCE points.

30l-3o2

lf you suwive this wounding, turn to 68.

301
Using the shadows to conceal your approach, you
climb over the tailgate of a canvasrovered wagon
that is standing in the line, and hide yourselves
among its load. Patiently 9ou settle down and wait
for it to enter the barrack. Several minutes pass
before the wagon begins to move. You tear a hole
in its canvas cover through which gou are able to
see the inner buildings oI the barrack complex.
fie wagon trundles along a narrow passage
towards a parade square, beyond which lies its
final destination - the kitchen storerooms. You
clamber to the rear of the waqon and crouch
b€side the tailgate. Then, at t[e moment ure
wagon emerges from the passage, you signal to
yotrl companions to leave. On€ after the oth€r,
gou leap from the back of the wagon.

Pick a number from the Rondom Number Toble.
lf you possess Grand Hunhnastery, add I to the
number you have picked.

If your total score is now 4 or low€r, turn to
165.

If it is 5 or higher, turn to 66.

fiz
You watch with mounting fear as the horde of
winged creatures circle and dive reF,€atedly into
the ravine. They are met by intermittent flash€s
of maglcal energy which illuminate the gloom;
Lord Rimoah and his young crewmen are putting
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up a spirited defenc€ of their grounded skyship

Then gou see an unexpected sightr Cloud-doncer
rises out of the gully and ascends rapidly into the
darkening sky. You magnify your vision and
witners a bloody batde raging along her deck as
the winged b€-asts attempt to wrest conhol oI the
helm. You watch helplessly as the beleaguered
skyship powers away towards the east, pursued b9
the flying swarm of ravening beasts-

When the squad of Imperial Guards catch sight of
Cloud-doncer fleeing €astwards, their leader
raises his hand and signals his men to advance.
Using your enhanced vision, gou focus on the
leader and your Kai sens€s reel at the aura of evil
sunounding him. You sens€ that this power does
not emanate lrom him directly; it flou/s arourd a
mace like weapon which he carries sheathed in his
belt lt is the Claw of Naa( and even at a dislance
its malignant power fills you wlth unease and fore-
boding

With bated breath, 9ou watch the Autarch's men
come marching along the narrow trail. Captain
Gildas gives the signal to Durasso to spring the
ambush. and the rang€r fugs hard on the rope in
his hands. There is a moment of silence, then a
thunderous rumble reverberates througb the
mountains. A billowing cloud ol thick dust engulfs
the hail and you lose sight of the squad as a
thousand tons of rock and rubble cascade towards
them.

Pick a number from the Rondom Number Table.
If you possess Grand Huntmastery, add I to the
number vou have Dicked.

I
I

i-
I

I

I
i
i
I
I
I
I
l
I

The skyship is swathed ln a blanket of attacking
beasts.
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',*u*t*t, ou-,*, a.n ,o *r.to*tou.. yuu oo not, turn lo 155.
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shrub for 1 dose. If you wish to pick and keep
them, record the Omaldro on your Action Chotl
as a Backpack ltem- When swallowed, Omaldro
will boost your coI'{BAT sxlLl by 2 points for th€
duration ol one combat.

To continue, turn to 240

JUO

You turn on your heel and walk speedily towards
the end ol the street, ignoring the officer's
repeated commands to halt. You tell Gildas and his
men to get ready to run the moment you teach the
corner, but belore gou arrive there, you hear a
shrill whistle and the sound of iron-shod hooves
clattering on stone. A glance over your Shoulder
confirms gour fears: the patrol are chasing after
you Gildas points to a narrow alleyway on the
opposite side of the street, and upon your
command, you spnnt towards it

Turn to 146.

w7
You dodge to the left, and immediately there is a
flash and a deafening bang You feel the lead ball
from the squad leader's pistol strike your right
forearm with numbing force, but you sustain only
a flesh wound and you are able to keep a grip
upon your Kai Weapon: lose 2 ENDLTRANCE points

To continue, turn to 204.

308
As you hit the gtound, you gltmpse the black

309-309

funnel of flame come rushing towards you. Then,
in the blink of an eye, your vision is obliterated by
a vivid scarlet flash Instantly you are plunged into
a dark and fathomless void as the power of the
Claw leeches your life-force.

Tragically, your lile and your mission end here in
Sttnderer Pass.

309
As you gallop owr the crest of the ridge, you see
the first rays of dawn sunlight brightening the
eastern horizon You continue to ride at a swift
pace lor you are anxious lo put as much distance
as possible beh^€en yourselves and your pursuers,
but as the sun illuminates the way ahead, you
catch sight of a dense forest stretching across the
soulhern horizon like a long dark wall.
'That's the llanchou,' calls out Grldm. I've heard
tell it's hauntei.'

The trail continues du€ south towards the centre
of this forbidding timberland and, as you draw
steadily closer, you feel an unnatural chill radiat-
ing from its tangle of sickly coloured pioes, You
are inclined to disb€lieve that it is haunted, yet
you do not relish the thought of riding through it
Then a sudden sense of unease makes you glance
over your shoulder, and your heart skips a beat
when you see that the Imperial Guards are
gaining fasti theg are now less than thre€ miles
distant-

lf you wish to leave the trail and ride east across
grasslands, turn to 250.
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If gou choose to stag on the trail and enter the
Vanchou Forest, turn to lzl3.

310
You tear the scrap of pap5nus into small pieces
and swallow them to ensure that Rimoah's
message will not be discovered by the enem9.
Then you return to the mountain pass to iejoin
Captain Cildas and hic men. but upon arriving
there you discover that his ambush has failed
Gildas triggered a rockfall to block the pass, but
the Autarch's men ua;ed the Clgw of Naar to blow
their wag through the resulting obstruction In the
ensuing fight, Ranger Durasso was killed and
Sergeant Paviz was wounded in the shoulder. You
use youi Magnal."ai healing skills to numb the
s€rgeani's pain, and then gou scan the trailleading
south from the pass for signs of the enemy squad
In the failing light you glimpse their black-clad
forms hurrying away along the trail which leads
towards the Bhanarian Plain.

Gildas and his rangers are too shocked after their
deadly encounter with Autarch Sejanoz's guatds
to attempt an immediate pursuit. You inform the
dazed captain that Lord Rimoah was forced to
flee in order to save Cloud doncer and his crew
from the attacking horde, and he nods his head
in silence You also tell him of the message that
Rimoah left behind. Then gou hear Ranger Yalin
shouting a warning: the flying creatures are
returning. Hurriedly you take cover among the
rocks and watch as they circle above the pass
Your Kai instincts tell you that these beasts
cannot survive for long beyond the mountain

borders of the Doonrlands, 
"ra 

r"""t;"t"l:
them returning north to Naaros. When the last of
the creatures has disappeared, gou beckon Gildas
and his men to follow you down on to the
mountain traii. Here you discover the bodies of
hvo Imperial Guards who were caught by the
rockslide ambush and crushed to death

If you wish to search their pockets and
backpack, turn to 80.

lf you choose to ignore them, you may leave the
pass by turning to 291.

311
A swift search of this chamber uncovers rne
following items,

Dagger

Laumspur (sufficient for 3 doses Each
dose is an individual Back
pack ltem. One dose will
restore 4 ENDURANCE points
when swallowed after combat )

Food (enough for 3 Meals)
Bow
Bar of Soap
5 Arrows
Sword
100 Ren (equivalent 1o 10 Gold Crowns)

lf you wish to keep any of the above ietms, make
the necessary adjustments to your Action Chdrt.

To leave the chamber and return to the rangers,
go to 125
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372
Hurriedly you draw an arrow to gour bow and take
aim at the woman. She sees yorl but she seems
undaunted by your threat. You release your affow
and send it arcing through the air, but as it falls
towards her it passes through a shimmering wallof
heat and erupts into flame

Fearing that you could be lacing a powerful sorcer
ess, you shoulder your bow and try to think of a
more elfective weapon to use against her.

If you possess Kai-alchemy, and wish to use it,
turn to IcI.

If you possess Magi magic, and wish to use it,
turn to 53.

If yor.t possess Elementalism, and wish to use it,
turn to 124.

lf you possess Kai-surge, and wish to use it, turn
to 281.

If you possess none of these skills, or if you
choose not to use them, turn instead to
7e.

313
You tell Gildas and his men to keep a lookout,
then you kneel in front of the doors and examine
the keyhole. You discover that the doors are fitted
with a formidable lock, and you suspect that you
mag have to resort to force to open it

If you possess Kai-alchemy, and wish to use it,
turn to 65.

314-3 r 5

If gou possess Magi magic, and wish to use it.
turn to 263.

If gou possess neither of these skilis, or if gou
choose not to use them, turn to 324.

314
Gildas and his men emerge from beneath the
bridge and they each choose a stallion. They
are all expert horsemen, and they are able to
make bridles and saddlecloths from ropes and
blankets that they have stored in their packs
Within the hour, all four of you are ready to
leave the bridge and rid€ south in pursuit of the
enemy

Before you s€t off, unless you possess the
Discipline of Gland Huntmastery, you must eat a
Meal or lose 3 ENDUMNCE points

To continue, turn to 130

315
The creature spits out your rope, but it is angered
by gour mental commands and it comes speeding
towards you, its Jaw agape in readiness to swallow
you whole You must fight it

Sligza,
CO]\,IBAT SKIL! 49 ENDURANCE 22

This enemy is immune to Mindblast (but not Kai-
surge).

If gou win the combat, turn to 328.
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316
You take a single gold crown from your belt pouch
and toss it on to the lloor (rememb€r to eras€ this
crown from your Acfion Chorr). The fortune teller
scurries after the coin like a cal after a mous€.
While he is searching for rt, you leav€ the table and
stride towards the tavern door with Gildas and his
men following close behind.

To continue, turn to 295.

377
You draw an arrow to your bow and take aim at
one of the leading Xanon as it comes charging
through a puddle of crude oil,

lf you possess Magi-magic, and have attained
the rank of Kai Grand Guardian, or higher,
turn to 6

If you do not possess this skill, or if gou have 9et
to attain this level of Kai Masterg, turn to
g.

318
You magnify your viston and see that lhe
approaching figures are Bhananans. Armed with
swords and spears, they ar€ all clad in black quilted
tunics €dg€d wiih gold braid and emblazoned with
the hger's head emblem of Autarch Sejanoz They
are clearly a unit of lmperial Guards from the
Autarch's court in Otavai. fu the squad oI twelve
guardsmen draws neare( your Kai stxth sense lells
you that something is wrong. These are elite
soldiers of the Autarch's personal bodyguard, yet

319-319

they seem to have forgotten basic military
practice: they have placed no scouts at the h€ad of
their squad to check that the way ahead is clear.

It you have attained the Kai rank of Sun r-oro,
lurn to 49

If yor-r have yet to attain this level of Kai rank,
hirn instead to 74

319
fu you gallop thror-rgh the stables, you quickly
recite the words of the Brotherhood spell
Lightning Hond and raise your right arm. Vou
point your outstretched fingers towards the closing
doors and a crackling bolt of blue fire leaps from
your fingertips- It strikes one of the troop€rs who
is attempting to bar your escape, and it s€nds him
cartwheeling across the straw-covered ground His
companion slams shut one door, blocking half of
the doorway, but there is still space enough for
you and your corhpanions to make good your
escape into the srre€t beyond. As you gallop
through the narrow€d exit. you steer Vour horse ro



320-327

the right and race away along a cobblestoned
street.

Turn to L4

320
You show the ring to the sergeant and he nods his
approvdl Belieung thal you and your companionc
are th€ Autarch's secret agents, he steps aside and
allows you to enter the barrack.

Turn to 110.

327
You steel yourself for the act you are about to
commit, then you draw back your Kai weapon and
dealthe creature a stabbing blow to its chest With
a chilling cry, ihe beast crumples to the ground
and begins to shrink and change, Within the space
of a few fleetrng seconds the translormation is
complete, and you find yourself staring with disbe-
lief at the wounded body of a frail old man

Instinctiv€ly, you rush to his side and cradle his
greying head in the crook of your arm. Then you
attempt io relieve the pain of his chest wound bg
the use of your Kai healing skills You lay your
right hand upon his chest and transmit the power
of your healing into the wound. You feel some of
your energg draining from your body (lose 2
ENDURANCE points) as lhe mending process takes
place, but when finally 9ou remove your hand, you
discover thdt no trace ol the wound remains.

To continue, turn to 76

322-323

322
Only the swiftness of gour reactions saves you and
your companions from a watery death. Yor.r race
back along the hill road, through the blinding rain,
with a surging torrent of mLd and debris chasing
you all the way. Trees are uprooted and loose
boulders are sent huitling into ihe air by the
destructive force of this merciless ftow

You succeed in out-running the mudslide but at
some cost Your horses are so drained by the
ordeal that two of them die of €xhaustion, and a
third becomes too lame to continue. You are
forced to abandon them and coniinue your
journey on foot. You head east, and take shelter in
a wooded hillside whil€ you wait for the rains to
abate

While you are resting, unless yoLr possess the
Discipline of Grand Huntmasterg, you must now
eat a Meal or lose 3 ENDURANCE points.

To continue, hJrn to 59-

323
There is a blinding flash of scarlet lighi upon the
instant that your blade strikes the shaft of the
Claw, and a searing wave ol energy sends you
crashing backwards to the groundr lose 2
ENDUMNCE points

Dazed and gasping for breath, you drag yourself to
your feet and approach lhe altar stone which is
now \rteathed with trails of greg smoke- To your
dismay, yor.r discover that the CIaw is still intact.
Despite the huge burst of energy that your blow
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released, 9ou discover no mark or blemish upon its
gnarled shaft.

The blade of your Kai Weapon. however. is
notched and discoloured at the point where it
struck the shaft of the Claw. (The damage to your
Kai Weapon has caused a permanent reduction of
2 points to its coMBAT SKILL bonus. You should
now adjust the bonus on your Special ltems list.)

To continue, turn to 103.

'324
You instruct the rangers to unsheathe their swords
and insert the tips of their blades in the gap in the
doot close to the hinges. You detect that the
hinges are rusty, and theg are far weaker than the
lock On gour signal, the rangers push against the
flats o{ their blades and lever the doors open

Pick a number from the Random Number Toble

If the number you have picked is 3 or lower,
turn to 177

If it is 4 or higher, turn to 249

325
You unsheathe your axe and strike the boulder a
mighty blow that shatters the rock and frees your
lrapped foot. You lall to lhe base ol Lhe ravine,
but gour natural agility enables you to hvist in
mid-air and land safely on your feet without
further injury

Quickly you ascend the steep gully wall and
rctieve the steel 1ube. You tuck it into your belt

326-327

and then climb back io the top of the ravine before
yoLr stop to examine what the tube contarns.

Turn to 1zl0

326
Your arrow strikes the cannon's pressure cylinder,
but it fails to penetrate the thick iron skin and it
ricochets away. Your failed altempt to deshoy the
cannon betrays your presence, and a handful of
the Bhanarians leave the fight at the archway and
come running towards the antechamber with therr
swords and axes raised to strike

You shoulder your bow and offer up a short prayer
to lshir to protect you as you get ready to meet
their determined attack With your battle cry upon
your lips, you pLrll open the door and flail your Xai
Weapon at the first Bhanarian who comes within
striking distance.

Bhanarian Guards,
COMBAT SKILL 37 ENDUEANCE 40

lf you win this combat, turn to 144-

327
'Come, brave rangers- We must pursue the enemy
without delay,' gou plead, in an effort to rally your
exhausted companions. 'They mr:st not be allowed
to steal away the Claw '

'Hold, Sir Kai,' retorts Captain Gildas. 'The
enemy is too strong, They outnumber us, and
they possess a weapon that can slay us all but
with one bolt. Do you not recall what happened
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at Sunderer Pass? I have lost one good man
already. I hove no desire Lo risk any more in a
reckl€ss pursuit '

'Are you breaking your vow to help me, Captain?
you ask, reproachfully

'No, Sir Kai,'he retorts. 'M9 vow remains true. I
simply propose we pursue the enemy at a safe
distance. They may run with the Claw of Naar, but
they cannot keep it from us forever Th€ tEcker-
gem that I've placed in the haft will always lead us
to it, no matter where it may be hidden.'

'You are right, Captain,' you reply, apologetically
'Firstly we shall rest and recover our strength
Then we shall hunt down our enemy and claim
back that accursed artelact before they can deliver
it io Autarch S€janoz.'

Unless you possess the Discipline of Grand
Huntmasiery, !,ou must now eat a Meal or lose 3
ENDUFLANCE polnts.

lo conlrnue, turn to zul

324
You quickly recover lrom the shock o{ your watery
encounter, and you strike out with renewed vigour
for the opposite bank Upon reaching the far side,
you tie the rope around a sturdy kee trunk and
signal to the rangers to begin crossrng- All three
cross the river safely, and together you aPProach
Zuda under cover of darkness.

The road into the town is heavily patrolled by
Bhanarian soldiers. When yor.t nearly collide with

one of these patrols. y.r 
"r" 

,".."0 ,. .:;.:::
in an empty woodcutter's hut

To continu€, turn to 3

329
You halt beside the wrecked wagon and use your
Animal Mast€ry to converse with the belligerent
bird. To your surprise. you discover that the crow is
not angry at all - he is trying to warn you. You
leam that the lorest is dominated by an e\al shape-
changer that teeds on human blood The brrd tells
you that it has claimed many victims, including the
poor souls who once venhxed here long ago in this
wagon. You are about to ask the crow where this
shape-changer can be found, but something
disturbs him. He takes fright and quicldy flies away

I1 you wish to hrrn back towards the norlh and
le-ave the forest, go to 91.

If gou decide to continue southwards along the
trai l ,  lurn io 170.

330
You utter the words of the Old Kingdom spell
,nuisible Fisf and project your clenched right hand
towards the on rushing cr€ature.

The power of your spell hits the beast squarely in
the chest and sends it somersaulting sideways, out
of control. With a sickening thud, it impacts
against the rocky wall of th€ mountain pass and
disappears from view.

To continue, to 18.
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ae1
You thread your way ihrough the crush of soldiers
aDd enter the barracks unchallenged. The raised
hoods of your robes keep your faces in shadow,
and the guards farl to recognize that you are not
native Bhanarians.

Beyond the entnnce is a courtyard where several
wagons, filled wrth provisions, are being unloaded.
You and your companions each take a box from
the rear o[ the nearest wagon and join a line of
men who are delivering their goods to a kitchen
storeroom located near the middle of the oarracxs
complex- You leave your boxes here and then
return to the courtyard to collect some more. As
you are making your way back, 9ou pass a door
that your lGi senses iell you is unlocked Quickly
you slip inside and then signal to the rangers to
follow When all of you are safely inside, 9ou shut
the door and draw 

'ts 
bolt

Turn to 298

332
By the combined use o[ gour map and your Grand
Master Discipline of Astrology, you are able to
determine that the ruins lie 75 miles due north of
Yua Tzhan lf you can maintain a steady pace
throughout the day, you feel conlident that 9ou
can reach the city by nightfall

To continue, turn to 232

383
You call upon your improved Kai mastery to
conjure up a mist beneath the first arch of the

334334

bridge Made eeri€ by the light of the torches that
the soldiers are carrying, the sudden appearance
o[ this mist startles the soldiers on the river bank.
Fearing that a monster is set to rise up and
consume the bridge with its fiery breath, theg turn
tail and flee in panic from the water's edge.

Turn to 127.

334
Above the narrowest section of the mountain
pass, the rangers have rigged a great wooden
platform heaped with boulders and rocks A
length of rope has been tied to a prop which
supports this platform, and it trails back to a
hiding place overlooking the pass 'One pull on
this rope,' says Sergeant Paviz, flashing a wicked
grin, 'and the whole lot ll come tumblin down on
their heads|

Captain Gildas tells you that the enemy squad are
expected to traverse the pass before nightfall He
posts Ranger Durasso as lookoLlt atop a high
peak, and while you wait for th€ enemy to show,
you pass the time in conv€rsation with the
Captain.

Slowlg the sun sets beyond the western horizon
and a blanket of cloud rolls across the sky from the
north, bringing with it a chill night wind. Then you
hear Durasso whistlingr it is the signal that the
enemy have been sighted. Quickly you look down
into the pass below and notice a group of dark
ligures moving along the mountarn track

If you possess Grand Huntmastery, or Grand
Pathsmanship, turn to 318.
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If gou have neither of these Grand Master
Disciplines, turn instead to 112

335
Cautiouslg you continue gour approach towards
the enemg encampment- Upon reaching the edge
of the copse, you catch sight of the Impenal
Cuards gathered around a campfire Theg are
€ating the remnants of a roasted fanji, and their
horses are teth€red by silken ropes to the bough of
a chestnut tree some distance away from the
crackling fire. A few of the warriors are already
asleep, inclr.rding their leader You observe him
carefully and your Kai sixth sense tells you that the
Claw of Naar is wrapped in the blanket roll he is
using as a pillow. Having commitied the detarls of
the encampment to memory, you srgnal to
Captarn Gildas to follow as silently 9ou slip away
and retLrrn to your waiting companions

Turn to 4

336
You hear the musket s loud report, then a blinding
white light obliterates gour vision. A ierrifying
numbness spreads raprdly from gour neck to the
soles of yor-rr feet, and you feei yourself tumbling
forwards into a fathomless abyss

The lead ball from the guard's musket has pierced
the back of your skull and penetrated gour brarn
Mercifully, your death is swift and painless-

Sadlg, your life and your mission end here in the
barrack of Yua Tzhan Imperial Guards gathered around their campfire
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337
The woman launches a bolt of psychic energy that
lances your mind and fills your head with a fiery,
agonising pain: lose 3 ENDURANCE points

Fortunately, your mental defences knit tog€ther to
repalr the damage you have sustained from this
opportunistic altack, and the pain in your head
quickly recedes.

To continue, turn to 236.

338
Yor.rr refusal angers the Autarch

You sense a sudden surge of psyrchic power, and
you brace your mental defences in preparation to
meet an exp€cted attack The Autarch launches a
stream of psychic pulses but they are not directed
at you; Captain Gildas is the target.

GiHas shudders as the pulses impact de€p in his
mind His eyes open widely, but his pupils rise to
the cerling. He is in a trance. He drau,s his $!ord
and, like a mindless automaton, he swings around
and comes marching stiffly towards you You shout
his name repeatedly, but all he can hear are the
ArJtarch's psychic commands to attack and slay
you wlth his sword.

At first his blows are clumsy and easy to dodg€,
but the speed of his movements increase until you
are backed against the chamber wall with nowhere
to go. You have no desire lo fight Gildas, but he
will slay you unwiftingly if you do not defend
yourself from his relentless blows

339-340

Captain Gildas (Psgchicollg possesseo ).
COMBAT SKILL 48 ENDURANCE 40

Conduct this combat as normal. All blows that you
land upon Gildas are with the flat of your blade.
You are attempting to subdue him, not kill him. He
is immune to all psgchic attack

ll you win this combat, turn to 117

339
As the flying creature disappears over the llp of
the rauine, you wrench your foot {ree lrom lhe
cl€lt in the boulder. Instantly, you fall towards the
bas€ ol the steep gully, but your natural agility
enables you to tuist in mid-air and land safely on
your feet without sustaining any further injuries

You quickly ascend the steeply sloping wall and
retrieve the steel tub€ from the slate outcrop You
tuck it into your b€lt, ihen you climb back to the
top of th€ ravine where you pause to €xamine
what th€ tube contains.

Turn to 1tl0

m
Your Kai sense warns you that the one-eyed man
and his cohorts are waiting outside in the main
square. They are determined to ambush you and
your companions the moment you step lrom the
inn. Wary of their intentions, you ask th€
innkeeper if there is another exit from the
taproom and he points to a curtained archway It
conceals a door which op€ns on to an alleway
running alongside the inn You leave by this door



s41-341

and walk ro the end ol the alley. taking care ro
avoid the main square. Your mind is now locused
upon the task of finding and retrievinq the Claw of
Naar belore Autarch Se;anoz arrivd, and when

with closed shop doorwa!,s, and soon vou arrive at
a busy barracks. The compass. and your Kai sixrh
s€ns€, both lell you lhat the Claw of Naar is
located somewhere inside this troop infested build-
mg.

If you wish to try to find a way to €nter ti€
barracks undetected, turn to 81.

ll you decide to obs€rve thi5 building lrom the
cov€r ot an unlit doonvag. turn to 242.

gL
You sleep poorly and wake feeling drained and
dishedrlened: lose 2 tNDUFtANcE points. Shor y
afier dawn. you break camp and set oll across the
marshlands, heading east At first th€ spongy
ground comes as a welcome relief after the jagged
rocks and twisted roots that litter the floor oilhe
Angfeng Forest. Then the marshy soildegenerates
lnto a lreacherous swamp. and soon you are
forced to head south in search of firmer terrarn
For two days and nights you trek across wetlands,
living as best you can off the flora and fauna of this
inhospitable r€gion. By noon of the rhird day you
catch sight of a stone bridge across tlre River
Heng. on the outskirts of a town called Zuda. The

342-s43

town,

Turn to 206.

342

Seizing lhe adrrantage. you Lrrge your stallion (o
lhe gallop and speed away Lom rhe ridge wirh
your ranger companions follotving closely on your
heels,

Turn to 309,

343
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You nod in agreemenl and ask the old man how
much he wants for four of his robes
'9ne 

ltylrdred and sixty Ren. kind sir' he replies.
cneertully.

lf you can aflord to pay lhe man s price, turn to
2&.

If you do not have sr.rfficient Gold Cro$yls to pay
for the robes, turn to 45.

344-345

w
Sepnoz approaches the lire and sloops to retrieve
the CIaw, but then he hesitates. His skeletal hand
trembles and he s€ems powerless to control it. you
sense that he is afraid of the flames: it is his one
vital weakness.

You rush towards him and land a kck to his side,

and rolls away, towards the shattered window. you
follow up and jab it at his hands, and he shrieks
with fear. Then h€ tries to stand, and as he rs rever-
mg himself up from the floor, you leap into the air
and land a two-looted kick to his chest that s€nds
him somersaulting backwards. With a wailing cry,
he tumbles out of the window and plurnrneh into
the courtvard below.

Tum to 219.

345
'Stay here, Captain,' you whisper, 'l will return
soon-'

magical energg piercing the gloom. The winged
horde are making a delermined attack upon the
ground€d skyship, but Lord Rimoah and his
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young crewmen are putting up a spirited defence

When 9ou reach the edge of the ravrne, you are
confronted by the Lrnexpected sight of Cloud
doncer rising rapidlg into ihe darkening sky A
bloody battle is ragrng along her decks as the
winged beasts attempt to wrest control of the
skyship from the crew You magnify your vision
and catch sight of Lord Rimoah standing at the
cralt's stern, near to the boarding cage For a few
moments your eyes meet and you make a
lelepaLhic link He hurls a melallic lube in your
direction and you hear his voice in gour mind,
urging you to retrieve it. Then the link is broken
when he is forced to defend himself from a deter
mined attacker. You watch the tube strike a rock at
the edge of the raqn€, and then it disappears from
sight. With fear running cold in your veins, you
watch helplessly as the beleaguered skgship
powers away towards the east, pursued by the
flying swarm of ravening beasts.

If you wish to stay hidden among the rock at
the edge of the ravine, turn to 203.

If you wish to attempt to retrieve the metallic
tube, turn to 243-

g6
You steer your horse ihrough the trees that border
the clearing, and follow an easterly bearing that
soon brings you to th€ edge of the for€st. Without
daring lo look back, you leave the Vanchou and
set off across the vasl, open plains

Turn to 250.

J47 -349

A7
Once gou are safely outside the barrack. you
hurry away along a cobblestoned street that is
crowded with parked wagons, anxious troops, and
irate drivers- The barracks' alarm bell continues to
toll, and you sense that the th€ft of the Claw has
now be€n discovered.

As you turn a corn€r, gou see a mounted patrol of
four guardsmen come cantering along the street
towards you. The officer regdrds lrou wrth suspicion
and he orders 9ou and your companrons to halt

If you wish to obeg his command, turn to 139

If you wish to trg to evade this patror, turn ro
306.

3,1{t
As you rush into the ill lit alleyrray, one of the City
Guard's arrows ricochets off the wall and gouges a
furrow of skin from your calf, Iose 1 erounarce
pont

To continue, turn to 174

49
You tell the rangers what you have discovered, and
suggest that they rest awhile under the wooden
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bridge while you attempt to lure a distant group of
stallions towards the stream By the use of gour
Magnakai Discipline of Animal Control, you are
able to entice four horses to approach the bridge.
At lirst theg are nervous, for they can detect the
vjle stench of the Doomlands dust which impreg
nates the rangers' tunics, but they are also thirsty
and they cannot_resrst for too long the temptation
of the sparkling stream

You allow them to drink at the stream for several
minutes and, as they settle, you slowlg approach
the leading stallion You are reaching out io take
hold of his mane when he suddenly rises up on hrs
hind legs and flails at you with his hooves.

Pick a nr.rmber from the Rondom Number Table
lf you possess Grand Huntmastery, add 2 to the
number you have picked If you possess
Assimilance, add 1.

If your total score is now 3 or lower, turn to
2U

I {  i f  i< 4 
^,  

h i^h. .  h, , -  r^ qq

350
You see the unmistakable shape of Cloud-doncer
silhor.tetted against the rising sun lt hovers above
the central keep of Fort Jhung, and wrth the wind
in your hair and a cry of victorg on gour lips, you
bank goLrr skg-chariot towards it

Lord.Rimoah and Lord Ghadra are among the
many on deck who are anxiouslg watching and
prayrng lor you to appear. rhough no one is
expecting your arrival wrll be by air. The crew can

350-350

hardly believe their eyes when you bring the sky
chariot down to land upon the deck. Within
seconds of touching down, you are surrounded by
a mass of cheering countlymen.

Lord Rimoah appears among the excited throng
Wlth tears of Jo9 rn h$ eyes, he embraces you
and then offers up a prayer of thanksgrving to
Goddess Ishir for your safe return You deliver to
him the Claw of Naar and he vows ihat this
accursed artefact will be destroged by the Elder
Magi to prevent it from ever falling into the
hands of Autarch Sejanoz

Congrafulations, Grand Master. You have met this
difficult challenge and you have triumphed Your
brave and daring exploits will long be remembered
in the legends of the New Order Kai Yet the fight
against Evil goes on- Soon your courage and Kai
skrlls will be tested anew The naiure of the quest
and the dangers that await you will be revealed in
the next excitmg Lone Wolf adveniure entitLed:

The Hunger of Sejanoz
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COMBAT RULES SUN{MARY

Add your coMBAT srTJLL to any bonus points
given to you by your Kai Weapon, Special
Items or Grand Master Disciplines
Subtract the coMBAT sruL.L of yor.r enemy from
this total This number = Combat Ratio
Pick number from the Ro ndom Numbr Toble
Turn to the Combat Results Table
Find your Combat Ratio along the top ol the
chart and cross-reference to random number
you have picked. (E indicates loss of ENDUR-
ANCE points to Enemy GM indicates loss ot
ENDUMNCE points to yourself )
Continue the combat from Stage 3 until one
character is dead. This is when ENDUMNCE
points of either combatant lalls to 0.

TO EVADE COMBAT

You may only do this when th€ t€xt of the
advenfure offers you the opportunity.
You undertake one round of combat in the
usual way. All points lost by the enemy are
ignored. only you lose ENDURANCE pornts
If the text offers you the chance to take evasive
action in place of combat, it can be taken in
the first or any subsequent round (unless
specif ically stated otherwise).



COMBAT RESUL|S TABLE

z

Combat Ratlo

+9/+10

E -10
GM -2

E -10
Gal| -2

E -14
GM.(}

E -18
Git -o

K = AUTOMATICALLY KILLEOE = ENEMY GIiI = GRAND iIASTER
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WARNING!!!This is a grippingly gory,
adre n aline-punp in g, n on- s t op- ac tlon
block-busler of a read,...

A deadE predatur i stalking SalBbuD Plnirl, l2rluntg (r

blaod-andting bgaq of tenor, muftbr and deshrctnn m
ik uahe. ThLt hillmg machine must be stol+c.d belore it
hills again - and. again.

In rhe nexr split second Richards glimpsed an cnor-
moN skull like facc with hornqrng, deep, huge eye
sockets. The impact ripped his legs from the ladderand
hurled his bodyagainst the ceilin8 beams. He was aware
ofbeing tumed by great clawed hands locking him like
pincers, and he was ashamed to 6nd himselfscreaming
He stared helplessl], down into thc skull-face, saw it
open its mouth. A huge, gnahing sp.ay of lwisted,
razor-sharp fangs spiralled upMrds and beSan to
penetrate hh throat. He felt a deep unspeakablc pain,
saw the bulItofhis om bl(Ed in frontofhim ln his last
conscious moments on ear(h, be knew he wai beirg
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THE AoolEyHE^D ru'lr&tr 1899ISBN 0 37 0322819

paul Zindel s hlaod-&illin1 lhrilk-r is oul
f nap - grab a tob lor th? nost taribing
rolbr coastu read, of yur lile.
Here's a taster to get 1ou trembling...

Thc explosion from the $atcr camc quickly. The .amen
fell fiom ErdoD s hands ar he glinDsed a pair of huge,
hor.ilyinli ycllow eyes and a gorge rimmed by jagged,
dagger-sized tc€th. The horror happened so f6t - as rI
Erdon had bcen struck by thc hood of a Ecing ca., his
f€et tom from lhe rope webbing - he had an insbnt to
feel the impact on his face and chest. He wa-s ar6re of
a brief tensation of being turDed, positioned, when a
godless, fiery pain c.ashed sitnultaneously into his back
and groin.

Ar first, Sar^h didn t have timc to scream. Inslincdvely,
she reached forthe ignition kcy, butd hcr arm and hmd
wen! out shc fclt srrm. thick drops spotttng her skin.
When she looked at her arm shc knew it was raining
blood. Now she screamed.

tuD Fox r,rzr&d, Il 99 lsBN 009954261 7
Tr u BoDr rl HuD lzrdr,.A ii 99 ISBN 0370 32450?



WARNINC!!! This is a grippingQ gory,
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open its mouft. A hwe, 8nashing spray of twistcd,
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The explosion from the Mt€r came quicuy. The camera
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dagSer-liz€d t€crh. The horror happcncd ro fas. - a.! if
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fcer rorn from the ropc *cbbint - hc had an insrant to
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a brief sensation of beinS turn€d, position€d, when a
8odl6!, 6ery pain crash€d simulbneously inro his bact
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3h€ rcached for the ignition key, butas her a]m rnd hand
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When sh€ looked ar her arm she-kniw ir \{Bs raininE
blood. Now she screamed.
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Go SxppL€ q€ S€A Bn{puc wWwp
A(t ioniached aduenturc. h ish-tnLsion

t4
I L drama and hercic stuushburkling!

f )ou're an aduetuture add,ict then jou'll loae
BNDli, I'HE WND - it\ un-but4ownablc!

Join d.ashing hero Fbhx Brooke as tu bold.ly Here's a lasre of uhat's in ston,.,
anbarhs upon tha journE of a Wfine. . .
Hne\ a La.ttet to tztnpt tou!
'Ye'!t run t&qrs€lf Into a real n6t of addeB, here, lad,'
Sammy whisp€r€d,

'I know they are smuS8leE, I trege protesting. 'Thar
v'as why the f€e was low But I could take care ofmy-'

'They are worse than smugglers, lad - rhey are
Comprachicos,' hc brcath€d into my ear.

'ComDra - c<omDrdchicos?'
At fir;t I thoutht-l coLrld nor hav€ heard him ari8ht.

Then I could not b€li€ve him. The I did beliele him -
Sam would not makc up such a tale-and, desprte myself,
my teerh b€gan to chalter.

THE FEI,IX TRILOCY bv l()an Aiken frcm Red Fox

Shipwe.kzL inprisonzd and thm haunted b a gholrli'h
lraunitit L - bftnte t'dit tw.4 bc daum on his lwh bul'he 

'U M'er, dcr gitn Lp...
'OI, bur l dont wanr b di€!'

And then, asecond tim€, put.ing rhc fcar ofdeath, such
rs I had nor fclt" even (hrough the ship$reck. inlo myown
hett,'Oh - ha - I don't - znnt - to - di.!'

P€trified, I stared all around me. From where could rhe
voice Dossiblv come?

Trembling uncontrollably, I lookecl upward, and now,
just for a nomenr, ir seemed to my darcd senses rhat I
could see someth"rg,some ,od)- surpended fron one of
the archin8boughs overhead, that I could s€e a ihin form
swinging, dangling at rhe end of a ropc not three feet
above me. . Ir faded, melbd, and was gone.

THE FEl,tX TRII,OGY bv loan Aiken from Red Fox
Go Sondte dE Se
Bri.IIe d'. Wi'd

13.99 ISBN 0 fl) 953771 0
!3.99 ISBN 0 09 9537A1 8

co S&b Ate 9a
Dr IL ,hi Wid
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The Candle fu[an
Catherine Fisher

rr+€[€€lFFf olj!0.a Gxtrc
1l'- rab a ropl ol the thrilling ltntlt nl

\J THr: FELIY TRIl,ocy. It's an attion-

An eerie tate of the supem&turaL .

eurig the liddlrr is o haunted non. 7 he
pa)il uula sPiir, Hafrcn, hos.apluPd hi:

soul - and, nou possesses the kE... to hzs life.

The Severn was grev and puryle; huge, a shifting,
brearhrng mtrs of lfater, swollen right up to the base of
che wall, Iapping quie l.

About haua mile down the $?ll was the ltatchtowei lall
and built of black stone, its windo\as blank eyes that
watched them come.

Conor hesrtated. Then he said, 'Do you thrnk it will

Meurig turned 'Safe)'

The fiddler glan.ed out at the estuary 'You mean from

TheI looked at each oiher for a moment Then the
liddler smrled a bitter smile 'I doubt it. For me, nowhere

THE CANDI-E MAN by Cathcrine Fisher
RED FOX paperback, 2 99 ISBN 0 09 930139 3

pacfud read - so hold. on tight!

Puket ran uhm trau lillx leads res e mission uith
hit !1uftttuarLInna. It's a d&db dangemu.t lash - uiu
Itelix tueP hL heud and retun a hno?
Hff?'s a tiqt)ng t^ter..

Juanar Keep tery stU'' I called hoarsel,q
M,v hea[ seemed to fall clean out of my body into thc

gorye below There she Ms, defencelcss, h deadly dan-
ger, and here I was, strnng on two ropes oter the gulf,
wirh my guD strappcd out of rea.h, useless on my back;
howevcr fist I moved, I would neve. be able to get back

'n 
time ro save her f the bear flew at her

The nrassive bear tu.ned, at the sound ofny loicc, and
cycd mc intcntly- I joggled finotically on fte .ope, to

'Bear l  Bear|  I  yel led ' l -ook at  mel Lookatmc on the
brdqe .  ' ine rn. l  ger me. bed. l l lcrc I . rm'

THE FEI,IX TRILOGY byJoan Aiken iiom Red Fox
f3.99 ISBN 0 09 953?7t 0
f3 99 ISBN 0 09 953781 8
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Qorzr 
ra1 hP's a monstT othn\ hof,c h? i\

\) fuad, and no onc hat sem him lor man7, R
nil...

TIII SNOW-WAI,KER'S SON
Slnrl lisktl [or the WH Snith Mind Boggling BoLll: hM

man) )ears. Unl,il nou..-

'l'm s€ndi.g vor to live with mysn,'theJarl said.
For a moment thcy couldn t realiTc what hc mcant.

ThenJessa feh sick; cold sweat prickled oD her t'ack.
Thorkil Ms whirc. You can't knd us thcre, h€

'Hold your tongu€ and Iet me finish' Ragnar h?s
looking at rhem now' wirh a ha'd, amrNed stare.

'Call it exile. and think younelves hrcky At least you ll
have a sort oflife. You lcave tomorrowfbr Thrdi^hall, at
first light.'

Jessa saw Thorki l  was t '€mbl iDg. She k ewhe.ouldn' t
believe this; he \^.as t€rrifi€d, It burst out ofhim in a w;ld
despairing cry

'I wonl gol You can'! send us out there, nor to that

otr( trow in pap(rba<k huN Red Fox ar f350
I THE SNO\ALWAI-KER S SON,ISBN 009925192 2
2 THf DMPry H ND.ISBN O M 925182 5
5 THE S{)UI- THtEVES, ISBN O 09 955971 3

TIE EMPr.I HAND
Catherine Fishsr\ ri eling lanl,oE adva ure con[inws...

enenbet the wiched ice-uitch Cudrun !
Ifyou thought shz couldn't get an) more
Think again. She just has...

Hakon tumed, clutching rhe sword rha( feh hor and
heavy in his hand. And then, amonS $e undergrowth,
among stomitirEd leaves and snow, something shifted,
md he knew he vr.s looking a( a face, a naroq inhMan
face amons splintered bianches and shadow. It witched
him, its small e.ves pale as ice, a bi8, indisrincr shape, and
he swore for a moment rhat Lhe snow drifred rhroush irs
bodt

Like a man, but bigger. Likc a bcar bur. not Hakon
felt a sudden pulse of rcrror that he squashed at once,

Barely openirg his lips he said, 'lt's here. DonI move.
Don't speak. Whatever happens don'! make a sound.'

O{t o* in paperbacl from Rcd Fox ar f3.50
I THE 5NO\,!'-WALKER S SON, ISBN 0 0€ ()2sl92 2
2 THE EMPTY I{AND, ISBN O 09 925IE2 5
3 THE SOUL TIIIEVFS, ISBN O 09 953971 3



TIIE SOUI THIEYES
'A thnlkng chi ing tutA of magt and Mae'MArL oN suND^\:

T T T hm a ttouerful sbell-storm settl.es olter
t t t l
Y Y theJctrl":hold. Kai hnows it s o Sign.

A Sign to tahe up hts mother's fnal" nost
d.reatlful chalknge. . .

Kari raised tbe cup ro drin k xnd stopped, so stitl thatJesa
looked at him. He war staring into the wine is if
something had poisoned it, and when he looked up his
face wns white with terror

'She s here,' he breathed.
Alarmed, Wulfgar lea ed foftErd 'Who is?'
But Kari had spun roLr nd, quick d a sword{lash. 'Close

thc doors!' he yelled, his voice lzw and desperate over
the hubbub. 'Close tlem! NOWI'

Jessa caught Kan\ arm and the red wine splashed her

'What is it?' she gdped. \ rhafs happening?
'She s here.' He stared over her shor der. 'Cods,Jessa

Lookl '

Out now,n paperback from Red Fox at !3-50
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