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It is only as you pull open the cage door that you discover it was not locked, but you realise
this too late. Your hand is still on the cage door when the maiden is suddenly upon you.
Only she is a maiden no longer but something somewhere between a girl and a spider, her
features warping and shifting. Black bulbous eyes burst open like blisters on her face and

her mouth broadens to accommodate her emerging fangs.
Before you can stop her, she sinks her huge fangs into your neck.

If you are the Tin Woodman or the Scarecrow, turn to 239, otherwise, turn to 224.
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Pointing your digits — all ten of them — at the droids you unleash a burst of electrical energy
at them. The automata twitch and spasm, trapped within the writhing, coruscating tendrils

of arc lightning.

As the energy dissipates, acrid smoke rising from their armoured body shells, the two

droids continue their advance.
“Engag-zzz-e! In-zzz-truder ale-zzz-rt! En-zzz-gage!” they stutter.

(Because of the war droids” compromised condition, you have the initiative in this battle,

and fight them both at the same time.)

COMBAT ENDURANCE
First MARK 2 WAR DROID 5 6
Second MARK 2 WAR DROID 5 6

If you manage to defeat the two security droids, turn to 61.
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It does not take long for the Winged Monkeys to spot you. Pointing and gibbering, three

mutated apes soar out of the sky on their broad, grey feathered wings.

If you want to prepare to meet their attack, turn to 20. If you would rather use The Pen is

Mightier ability, turn to 259.
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ACE GAMEBOOKS

ACE Gamebooks are works of interactive fiction, solo-RPGs, inspired by classic works of literature.

ALICE’S NIGHTMARE IN WONDERLAND

Alice returns to Wonderland and must save herself, and
the magical otherworld, as all descends into madness.
The reader guides Alice on her adventure, encountering
the various inhabitants of Wonderland along the way.
(ISBN 978-1909679597)

THE WICKEL
WIZALD OF Cif

THE WICKED WIZARD OF O/7

Dorothy and her friends unite to save Oz from a new
threat that has arisen since the Wizard’s departure.
The reader can play through the adventure as either
Dorothy Gale, the Scarecrow, the Tin Woodman, the
Wicanas cum Lion, the Wicked Witch of the West, or the Wizard. ‘
U‘""’"“"“i"-jg (ISBN 978-1911390312) oy
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NEVERLAND - Here Be Monsters?

J. M. Barrie’s Peter Pan meets Sir Arthur Conan Doyle’s The Lost World in this
swash-buckling, pirates-versus-dinosaurs extravaganza. Imagine if Neverland
and King Kong’s Skull Island were the same place, and then throw in an
erupting volcano. The reader can play as shipwreck survivor Wendy Darling,
automaton avenger Peter Pan, heroic hunter Tiger Lily, or even plundering
pirate Captain James Hook. (ISBN 978-1911390411)

BEOWULF BEASTSLAYER

King Hrothgar’s golden mead-hall Heorot lies under a curse, subject to
attacks by the mirth-hating night-stalker Grendel. None are capable of
destroying the monster, although many have tried, until Beowulf and his
company of storm warriors cross the sail-road and land on Danish shores...

A tale of heroes... A tale of monsters... A legend reborn... YOU are Beowulf!
(ISBN 978-1911390664)

To find out more, visit www.acegamebooks.com



