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Backpack Max: 8 Items 

 
  
 
 

Meals count as Backpack Items 

 
 
 

Note: Use your own books or Project Aon’s Statskeeper for the 
Combat Results Table/Random Number Table. 

Magi Disciplines 
1. 
2. 
3. 
4. 
5. 
6. 
7. 

 

Belt Pouch 
 
Gold Crowns: 
Lune: 
Nobles: 
Other: 
 
 
Total: 
(Gold Crown terms) 

Current Max: 
Default Max = 50 Gold Crowns 

Combat Skill 

Endurance 

Willpower 

Backpack 
1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 

Meals 
 

Weapons 
1. 
 
2. 

Quivers 
Quiver? Yes/No   1/ 2/ 3 
(Max = 3 Quivers) 

 
Arrows: 
(Max: 6 per Quiver) 

 
Quarrels: 
(Max: 8 per Quiver) 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 

 Special Items   Known Effects 
(Max = 12 Items; Special Weapons Max = 3) 

Character Path 
 
Virtue  Path 
 
Valor   Warrior 
 
Honor   Paladin 
 
Determination Steward 
 
Knowledge  Sage 
 
Humility  Principalin 
 
Compassion  Sentinel 
 
Prudence  Ranger 

Character Path 
 
Level Up  Level 
(Starts at 0)  (Starts at 1) 



The Story so Far 
 
 The year is MS 5050. You are Alasi Relivaur, a young Vakeros warrior-magician 
from the southern land of Dessi. Following the plague that decimated the Elder Magi race, 
they began to teach the native Vakeros warrior race in the arts of left hand magic. Ever 
since you were a boy you had the power to manipulate things around you and perform 
small forms of magic. The Elders of the Magi took you in and began to train you in the 
ways of Magi Magic, in hopes you will fulfill the ancient Magi prophecy and lead the Magi 
people against the Darklords once again. Now seventeen, you have spent the last ten years 
studying the Magi Disciplines. You have seven of the lesser Magi Magic skills perfected and 
are on your way to being one of the most powerful of the Magi magicians.  
 
 And now your Elder Magi mentor, Ryka, has sent you on an important mission to 
Sommerlund. A strange wizard from the Brotherhood of the Crystal Star came to her and 
the council of Elzian three months ago with a warning. You yourself were present when the 
girl-wizardess with short, cropped red hair gave the Magi council a warning. A member of 
the Brotherhood is suspected of betrayal. And the plot seams to revolve around the ancient 
warrior-cult of the Kai. These elite warriors are needed to defend the borders of 
Sommerlund against the infernal Darklords of the west.  
 
 The decision by the Magi council was far from unanimous and it took nearly a week 
of heated debating and warmongering before a decision was made. Someone must travel to 
the north and uproot this traitor. Ryka, your master and member of the council suggested 
that you, her most promising pupil take upon this burden. Astonished that you would be 
chosen to take on this task you humbly accept. Quite well you remember many of the 
council members gazing down on you with disapproval. But something in your heart bade 
you go to the northlands. And a few squabbling, old men weren’t going to deter you. And so 
you left by airship for Ragadorn. 
 
 You are now in the Wildlands (a desolate realm, east of Sommerlund) in secret, not 
even King Ulnar himself knew of your arrival. Your quest is to investigate the strange 
happenings in the Lastlands and if possible displace this traitor. Now you wait patiently in 
the port-city of Ragadorn for trouble to present itself… 
 

 
Character Stats 

 
 Your stats are divided into three classes; ENDURANCE, COMBAT SKILL, and 
WILLPOWER. ENDURANCE is your will to fight and your health. When injured in combat 
this number decreases. If it reaches zero before your opponent’s does you have died and 
must restart the adventure. COMBAT SKILL is your combat abilities. The higher your skill 
in fighting, the less you’ll be injured and the more you will injure your opponent. 
WILLPOWER is your magic abilities. When you exert yourself by using Elder Magi 
Disciplines you lose WILLPOWER.  
 
 To find your ENDURANCE pick a number from the Random Number Table and add 
20 to it. Remember that you can gain back ENDURANCE lost throughout the adventure 
but you can never rise above your initial level. To find out what your COMBAT SKILL is 
pick another number from the Random Number Table and add this number to 10. Pick a 
third number from the Random Number Table and add 20 to this number. This is your 
WILLPOWER level. Every time you use a spell you will lose WILLPOWER points but you 
can gain these back. You can even rise above your initial WILLPOWER level. Mark these 
three numbers on your Action Chart. 



 
 There are also other stats that you can increase. These are divided into seven 
separate categories called VIRTUES and added together are your experience. After you 
receive 10 points in a category you up one level in that category. These categories are Valor, 
Knowledge, Compassion, Humility, Honor, Determination, and Prudence. You have 30 
points to distribute between these seven categories and unless you use all your points in 
one to three categories, each category starts at LEVEL 1. All categories must have at least 1 
point. At the completion of a Saga of Lone Wolf book you are given 10 additional points to 
distribute. These points are called Experience points and can be used on any virtue you 
wish. 
 
Valor (Path of the Warrior) – This is a combination of things. If you defeat an enemy 
without loosing any ENDURANCE points you automatically get one Valor point. 
Otherwise you will be instructed when you should receive a Valor point. Usually this will 
happen by attempting great feats of bravery or gallantry. 
 
Honor (Path of the Paladin) – This is one of the most important virtues, and its level highly 
describes your character. One of the best ways to increase this skill is to never use a ranged 
weapon against another sentient being unless they also have a ranged weapon or a 
good/innocent person’s life depends on it. Paladins also tend to be luckier than most, as 
they are looked upon with favor by the gods. 
 
Determination (Path of the Steward) – You gain Determination points by sticking to a task 
that is worthwhile. If you don’t always take the easy path you will also gain Determination 
points. 
 
Knowledge – (Path of the Sage) During your adventures if you learn something useful or 
add more to your knowledge about a certain place, person, or event, you will often be given 
a Knowledge point. Domination in this skill can make you more perceptive and clever as 
well as more experienced in battle-magic. 
 
Humility (Path of the Principalin) – To gain Humility points you must be truly humble. 
This constitutes not only to your elders and betters, but those who are less deserving. 
Humility is also said to bring great magical luck. 
 
Compassion (Path of the Sentinel) – If you show compassion to your enemies or others 
that are in need you will receive Compassion points. Defending the helpless really helps to 
accede in this area. 
 
Prudence (Path of the Ranger) – This is the ability to think things through. If you don’t 
always rush straight into battle, sword swinging, but consider alternate ways of settling 
things you will gain Prudence points. Using ranged weapons frequently and with great skill 
also readily increases this virtue. 
 
 You are always dominant in one of these areas and each virtue pathway has a 
different affect on your stats. If you are tied between two of these pathways than you are 
dominant in the area you have been in longer. The affects on your stats are as follows. If at 
any time you become dominant in a different skill deduct the previous bonuses and take on 
the correct bonuses. 
 
Warrior - +2 COMBAT SKILL to your COMBAT SKILL pool when using any sword/axe. 
Paladin – +2 to COMBAT SKILL when entering combat with only one weapon. 
Steward - +2 ENDURANCE to your ENDURANCE pool. 



Sage - +2 WILLPOWER to your WILLPOWER pool. 
Principalin – +2 to all armor/helm effects. 
Sentinel - +2 to COMBAT SKILL when using a shield in combat. 
Ranger - +2 when selecting a Random Number w/a Longbow or Crossbow. 

 
Magi Disciplines 

 
 There are twelve basic Magi Warrior-mage disciplines that you can learn. You are 
already skilled in seven of these disciplines, more than most other Magi your age. You can 
select any seven, but beware, choose carefully; for all of them will become useful 
throughout your adventure and certain ones could and will save your life.  
 
Rejuvenation – This is one of the chief skills of an Elder Magi Warrior-mage. It can be 
used for healing (1 ENDURANCE per section passed NOT involved in combat). If you wish 
to have this skill write Rejuvenation: +1 ENDURANCE per numbered section on your 
Action Chart. 
 
Trailmanship – This skill allows a Dessi Warrior to never lose his way in forests, foot 
lands, or plains. It gives him a certain sense of direction that can come in handy in more 
than one occasion. If you wish to possess this skill write Trailmanship on your Action 
Chart. 
 
Intuition – This is one of the Dessi Warrior’s most well-known and most practiced skills. 
This Discipline comes in useful as it helps the spell caster to sense danger or what the 
future may bring. It is most easily comparable to the Kai’s latent skill of Sixth Sense. If you 
wish to select this skill write Intuition on your Action Chart. 
 
Animal Kinship – Many Vakeros warriors are taught to befriend animals and use them 
to their advantage. Animal Kinship allows a Vakeros to influence animals’ thoughts and 
also can increase your attack prowess when fighting while mounted. If you wish to have 
this Magi skill then write Animal Kinship on your Action Chart. 
 
Armsmastery – This skill gives you increased knowledge, understanding, and skill with 
weapons. You are skilled in three weapons and receive a +2 COMBAT SKILL bonus when 
using one of these in combat (you receive a +2 to your number when selecting from the 
Random Number Table when possessing this skill w a Longbow/Crossbow). Per book you 
complete you may select three more weapons to become skilled in. To select this skill write 
Armsmastery: +2 COMBAT SKILL bonus when using weapon in combat on your Action 
Chart. You may select three from the list below. 
 

Broadsword* 
Sword 
Axe 
Spear* 
Longbow* 
Crossbow 
Warhammer 
Dagger 
Battle-axe* 

Stonehammer* 
Bastion* 
Bastard Sword 
Longsword* 
Scimitar 
Short Sword 
Battlesword* 
Quarterstaff* 
Mace 

 
*indicates a two-handed weapon and cannot be used with another weapon or shield. 

 



Survivalism – Survivalism is a very important skill. It ensures that a Dessi Warrior will 
not go hungry in any land except for deserts and wastelands. When ordered to eat food you 
can use this skill to hunt down your own food and find your own water. If you wish to 
select this skill write Survivalism on your Action Chart. 
 
Shield – This creates a magical sphere of energy around you or others and is a very 
popular Magi skill. However it is very draining, especially for low ranking Dessi Warriors. 
This spell is mostly used for deflecting arrows. However the use of this spell does drain 
WILLPOWER quite rapidly. Extended use of Shield is not recommended. If you wish to 
have this skill write Shield on your Action Chart. 
 
Unarmed Combatry – This is the ability to fight without a weapon and not suffer too 
badly from any COMBAT SKILL penalties. If you don’t have a weapon and enter combat 
you only suffer a -2 COMBAT SKILL penalty instead of a -6 COMBAT SKILL penalty. If 
you want this skill write Unarmed Combatry: -2 COMBAT SKILL only when entering 
combat w/out a weapon on your Action Chart. 
 
Shadowskill – This is one of the darker arts of the Dessi Warriors. It allows a Magi to 
conceal himself (blend in) if needed and also allows the user to change his appearance. 
There will be several times within the duration of your adventures in which you will need 
to avoid detection. This skill will greatly assist in that. If you want this skill write 
Shadowskill on your Action Chart. 
 
Power Word – This is a stun spell that the Magi can use to hold enemies at bay for a 
short amount of time. It can also be used to halt missile weapons. As you increase in rank 
the number of missiles or enemies that can be affected increases. This does drain 
WILLPOWER extremely rapidly however. All around it is an excellent skill that will most 
likely become useful. If you choose this skill write Power Word Spell on your Action Chart. 
 
Magi-magic – Magi-magic is the most highly recommended Magi skill that you can learn. 
This allows you to hurl magical spheres of lightning at your enemies. It does cost 
WILLPOWER to use this skill but it is highly feared among the as a powerful Elder magi 
magic skill. You use Magi-magic to kinetically charge your weapon with static electricity 
while you fight a normal combat. This charge is unleashed on your opponent, doubling the 
damage that you inflict during combat. However it costs 3 WILLPOWER points per round 
of combat it is used. If you wish to possess this skill write Magi-magic: X2 damage during 
combat, -3 WILLPOWER in your Action Chart.  
 
Penetrate – This causes an arrow to gain speed and momentum and allows an arrow to 
penetrate many types of armor that previously would have been undaunted. At the cost of 1 
WILLPOWER point you can activate Penetrate adding 1 when asked to pick a random 
number while firing a Longbow or Crossbow. If you wish to have this Elder Magi skill write 
Penetrate in your Action Chart.  
 

Combat Rules 
 

The combat rules are actually fairly simple. First thing you do is take your enemy’s 
COMBAT SKILL and subtract it from yours. This number is the Combat Ratio. Consult 
your Combat Results Table. There will be a column with your number. This is the column 
you will use for this combat. Select a number from the Random Number Table. Consult the 
column and it will show you how much ENDURANCE you have lost and how much your 
enemy has lost.  
 



For example, Alasi Relivaur enters combat with a Crypt Spawn and is not given the 
opportunity to evade combat. His COMBAT SKILL is 15 and his ENDURANCE 27. The 
Crypt Spawn has a COMBAT SKILL of 15 and ENDURANCE of 12. He must fight to the 
death. He has Armsmastery with Swords, Maces, and Warhammers. He is fighting with a 
Warhammer so he may add a further 2 to his COMBAT SKILL. Now he is ready to proceed 
with combat. His final COMBAT SKILL is 17 and his ENDURANCE 27. The Combat Ratio 
is +2. Alasi Relivaur selects a Random Number. It is an 8. The Crypt Spawn loses 11 
ENDURANCE and Alasi loses none. The second round of combat now begins. He selects a 
Random Number and it is a 5. He loses 2 ENDURANCE and the Crypt Spawn 8. The Crypt 
Spawn is now slain because its ENDURANCE is reduced to -7 which is less than 0. Alasi’s 
COMBAT SKILL returns to 15 and his ENDURANCE has been lowered to 25. The combat 
is now over and Alasi can continue his adventure. 
 

Equipment 
 

During the last two weeks in Ragadorn you have not had much time to buy any equipment. 
You have your Map of Southern Sommerlund (located in front of your Action Chart) and 
are wearing a silver-colored Magi Hooded Cloak (does not count against your initial 12 
Special Item limit). Make sure to mark these as Special Items on your Action Chart. You 
also have within your possession four of the below items. 
 

Blue-steel Sword (Adds 1 to your COMBAT SKILL when used in combat) 

 

Spear 

Potion of Laumspur (+4 ENDURANCE when used outside of combat, one dose) 

Willpower Potion (+2 WILLPOWER, 2 doses) 

 

Chainmail Undercoat (+4 ENDURANCE) (Undercoat indicates it can be worn under 

another type of armor) 

4 Meals 

Longbow 

Quiver w/6 arrows 

 



Dagger 

 

Tinderbox 

3 Torches 

 
How to use your Equipment 

 
Blue-steel Sword – Special Item 
Spear – Weapon 
Potion of Laumspur – Backpack 
Willpower Potion – Backpack 
Chainmail Undercoat – Special Item, worn on the chest, possibly under another type 

of overcoat 
Meals – Backpack 
Longbow – Weapon 
Quiver – Special Item, slung over back. 
Dagger – Weapon 
Tinderbox – Backpack 
Torches – Backpack 

 
 Among your belongings is also a pouch of Gold Crowns. To find out how much gold 
is in this pouch pick a number from the Random Number Table. Add 10 to this number 
and your total number is equal to the amount of gold that is in your pouch. The Gold 
Crown is the main currency of the Lastlands. Keep in mind that you may only have 50 Gold 
Crowns in your pouch at any given time throughout your adventure. However, some 
pouches can be found or purchased which allow a greater capacity for money. 
 

 
 
 Here is how to convert currency into Gold Crowns… 
 

1 Gold Crown = 4 Lune 
1 Gold Crown = 2 Orla 
1 Gold Crown = 10 Ren 
1 Gold Crown = 4 Torq 
1 Gold Crown = 10 Kika 
1 Gold Crown = 1 Noble 
1 Gold Crown = 1 Ain 
1 Gold Crown = 10 Kotes 
1 Gold Crown = 1 Telc 

 
Countries and their currencies… 
 
Gold Crown – Sommerlund, Durenor, the Wildlands, Bautar, Casiorn, Cloeasia, Delden, 

Eldenora, Kakush, Kalte, Lakuri Isles, Lyris, Magador, Salony, and Vassagonia.  
Kika – The Darklands, Ghatan, Nyras, Nyvoz, Ogia, Skaror, and Zaldir. 



Noble – Andui, Furlu, Karnali, Korli, Lara, Sadi Desert, Shadaki Empire, and Suhn. 
Orla – Kasland, Klarnos, Rezovia, and Siyen. 
Lune – Anari, Caron, Chaman, Cincoria, Dessi, Eru, Firalond, Halia, the Hammerlands, 

Ilion, Lencia, Lourden, Lunarlia, Nyras, Palmyrion, Ruel, Slovia, Talestria, and 
Valerian.  

Ren – Bahnar, Chai, Kelderland, Lissan, and Mythan. 
Ain – Boden, Bor, Starn, and Vaduzhan. 
Torq – Kelderland. 
Kote – Taklakot. 
Telc – Telchos. 
 

Note on Weapons 
 

 Weapons are divided into four categories. Light one-handed; medium one-handed, 
light two-handed and heavy two-handed. If you are using a two-handed weapon you 
cannot use another weapon in combat at the same time or make use of a shield. Sometimes 
certain weapons are beater for certain situations. If you are fighting someone in heavy 
armor a heavy weapon would have more effect and you will receive combat bonuses. If you 
are trying to conceal a weapon a light one-handed would be much easier to hide. If you are 
in combat against more than one enemy a lighter weapon would be better. If you were 
fighting while on a ladder or hanging from a rope a heavy weapon would be cumbersome. 
Whatever your preference weapon type is try to keep one of each. Though you cannot use 
them at the same time it will work to your advantage to have the appropriate weapon for 
the appropriate scenario. 
 

Light one-handed: Short Sword, Dagger, Warhammer, Axe. 
Heavy one-handed: Mace, Scimitar, Sword, Bastard Sword, Crossbow. 
Light two-handed: Quarterstaff, Bastion, Spear, Longbow. 
Heavy two-handed: Broadsword, Battlesword, Longsword, Battleaxe, 

Stonehammer. 
 
 

Magi Ranks 
 

1 – Trainee 
2 – Pupil 
3 – Apprentice 
4 – Tyro 
5 – Guardian 
6 – Trekker 
7 – Huntsman – You start the Magi adventures at this level. 
8 – Vagabond  
9 – Conjurer 
10 – Lesser-mage 
11 – Battle-mage 
12 - Sovereign 

 
 
 Now you are ready to start your adventure. Keep in mind that not everything is what 
it seams and that the forces of Naar are not predictable. Keep your wits about you and 
always prepare for the unexpected. Good luck. 



1 
On the fifteenth sunset of your stay in Ragadorn you decide your presence in this port-city 
must come to an end. You have become restless and the forewarned plot has yet to unfold 
itself within this city. The galley of the Silver File Inn is filled to absolute capacity of its 
normal contingent of cutthroats, thieves, and pirates. Walking across the room towards the 
barkeep you can’t help but feel as if every pair of eyes in the gallery is upon the back of your 
neck. You hand the bartender the key to your room and turn to leave. A rough-shaven man 
stumbles into you drunkenly and then despite your apology, works himself into a rage. 
 
“Watch where you are goin’ you dog!” screams the brigand. 
 
Lowering your head with a sigh you try and shove past the insolent man but he pushes you 
away from the door. Trouble this soon in your adventure was not what you had in mind to 
be sure. 
 
As you contemplate whether it’s worth the trouble to bash this audacious pirate’s head in 
he draws a dagger from inside his cloak and takes a swing at you. In an instant you draw 
your weapon, pin the brigand to the nearest table, and press it against his throat. His 
shipmates leap up and kick over the table they were sitting at, weapons drawn. The seven 
brigands surround you in a quick, organized fashion. People in the tavern immediately 
begin to place bets on the outcome of the situation. 
 

 
 
“Let Wallice go ’afore we gut ye!” threatens the nearest cutthroat. With a sharp metallic 
sound he draws a sharp, one-edged sword and gives it an experimental twirl. 
 

If you wish to kill Wallice and attack his friends, turn to 124. 
If you wish to let him go and raise your hands in surrender, turn to 78. 
If you choose to back up towards the door of the tavern using Wallice as a hostage, 
turn to 65. 

 
2 
Hesitantly you turn and ask Troke to pay the fare. You even offer him any of the items in 
your backpack but he raises his hand and stops you. Either Troke is in a generous mood at 
the moment or he his too intent on destroying his liver to care. 
 
“Don’t worry about it, kid. I’m sure you can pay me back afore this little adventure is over, 
eh?” says Troke as he takes a huge swig of his Chai-cheer. He places a handful of gold on 
the counter, demands another drink, and promptly begins to vomit all over the floor. 
 
You shake your head once more and accept the key from the bartender. Mark the Silver 
Key as a Special Item on your Action Chart for it is carried in the pocket of your robe. 
 

Turn to 154. 
 



3 
The firing mechanism in your crossbow releases and the quarrel flies straight towards the 
bandit leader. The quarrel however just deflects off of his sun-tinted armor. With a grunt 
he impales Viveka to the ground. He then grabs her short swords and slits her own throat 
with them. The astonishment of the cold murder hits you like a barbed shaft in the heart 
and the shock of it renders you immobile. With a sneer the closest bandit takes two steps 
towards you and runs you through with his spear. They last sight you see are your own two 
hands covered in your own blood. 
 

Your quest and life are now over. 
 
4 
To your delight the crossbow quarrel deflects off of your Runemail and imbeds itself into 
the hardwood floor of the room. Rune is an extremely magical metal and is almost 
impenetrable by arrows or shafts. 
 

Turn to 104. 
 
5 
Unfortunately your sleep is unnaturally restless and you wake with a horrible cramp in 
your neck. You try and rub it away for a few minutes when suddenly you sense something 
is amiss. Just as you see the shadow behind you a noose is dropped over your neck and you 
are thrown to the floor. 
 
Gasping for air you feel your assailant press his foot in your back, preventing any chance of 
escape. Pick a number from the Random Number Table. If you are a Ranger or a 
Principalin add 2 to this number. If you are skilled in Unarmed Combatry add 3 to this 
number. 
 

If your number is between 0 and 3, turn to 150. 
If your number is greater than 3, turn to 222. 

 
6 
The Captain of the Guard thanks your humbleness, yet refuses to take your gold despite 
your insistence (you gain 3 Humility points and 1 Honor point). 
 
“Your heart-felt thanks are enough payment for me, my lord,” says the Captain. 
 

Turn to 140. 
 
7 
The three of you stride into the main square of Holmgard. Hundreds of peasants, nobles, 
and merchants litter the streets. You take care to keep a guarding hand on your equipment 
so it will not be loitered from thieves or scoundrels who spark interest in your belongings. 
 
Troke suggests that you split up and then meet in two hours at the Golden Cup Inn. 
 
“The Golden Cup is on Helm Street,” says Viveka and then she promptly disappears in the 
crowd. 
 
“I’ll find out what’s been happening in Holmgard lately,” volunteers Troke,” I have some 
old messmates who owe me a boon or three. Be careful my young friend.” 
 



“I’ll look around and replenish my supplies,” you say, “till later.” 
 
Troke places a leather pouch in your hand and before you can protest he disappears among 
the crowd with the same finesse that Viveka used. Inside the embroidered pouch are your 
10 Gold Crowns. You realize that you begin to see Troke as more of a friend than as a hired 
mercenary.  
 
Add the money and the Embroidered Pouch to your Action Chart before deciding what to 
do next. On the west end of the square a street called Fern Lane travels in that direction. 
You also notice a small alley leading away from the square at the north end. It may lead 
you to another street and help avoid the great masses of people. 
 

If you wish to walk down Fern Lane, turn to 211. 
If you wish to walk around the Main Square, turn to 129. 
If you wish to enter the small alley on the north end of the square, turn to 103. 

 
8 
Determined that you still need a few more supplies you decide to return to the Main 
Square and look at the valuables there. 
 

Turn to 129. 
 
9 
Rudely you push past the archbishop and make a search of the cathedral (lose 1 Humility 
point and 3 Honor points). After you are satisfied that the assassin is not within the holy 
house you leave the cathedral ignoring the curses of damnation from the archbishop and 
his order. 
 

Turn to 76. 
 
10 
As the lion-hound leaps forwards, you drop to one knee and draw your ranged weapon. 
Pick a number from the Random Number Table as usual. Remember to add in any ranged 
weapon bonuses (Armsmastery, Penetrate) as they are needed. 
 
“Ishir guide by eye.” 
 

If your number is between 0 and 1, turn to 134. 
If your number is between 2 and 8, turn to 236. 
If your number is greater than or equal to 9, turn to 156. 

 
11 
So far your glances at the wares presented in the town square have been disappointing but 
this attractive gypsy’s goods look promising. 
 

Meals – 1 Gold Crowns ea. 
Blankets – 2 Gold Crowns ea. 
Torches – 1 Gold Crown ea. 
Wool Blankets – 3 Gold Crowns ea. 
Tinderbox – 3 Gold Crowns 
Kagonite Gloves – 20 Gold Crowns 
Quivers – 2 Gold Crowns 
Arrows – 1 Gold Crown ea. 



Rendalim’s Elixir (+6 ENDURANCE) – 10 Gold Crowns 
Hunting Horn – 8 Gold Crowns 
Silver Rings – 4 Gold Crowns ea. 
Bead Necklaces – 2 Gold Crowns ea. 

 
Two items especially catch your eye. The first is the gloves she has thrown in a woven 
basket, for they are made of Kagonite mail, a very rare and magical metal. If you buy these 
gloves they will add 2 to your COMBAT SKILL in combat and 1 to your Random Number 
when firing a longbow.  
 
The second item is a Hunting Horn. It is beautifully crafted and worth far more than the 
mere 8 Gold Crowns it is priced at. For it is a Hunting Horn of the Knights of the White 
Mountain, guardians of Durenor. Both of these items count as Special Items on your 
Action Chart if purchased. The Kagonite Gloves go on your hands and the Hunting Horn 
has a leather strap that is placed around your chest diagonally.  
 
The gypsy girl smiles,” Thank you for viewing my wares, sales are not what they used to be. 
Is that lovely pouch for sale?” 
 
She is referring to the Embroidered Pouch that Troke gave you. If you wish to sell it you 
may for 3 Gold Crowns. If you don’t wish to sell the pouch, keep it as a Special Item. As 
long as it is in your possession you can carry an equivalent of 60 (instead of the initial 50) 
Gold Crowns at any time. 
 

Turn to 192. 
 
12 
The weapon rushes downward in a perfect arc. Suddenly a blue shield of magical energy 
surrounds you and your stolen weapon is stopped in midair. Electric sparks shower you 
and Wallice as he begins to lose his nerve. He drops the weapon just as you release your 
hold on the Shield spell. With a few deft moves you retrieve your weapon and send Wallice 
sailing across the room, his throat torn to shreds by your weapon. Using your Shield skill 
has drained you of 4 WILLPOWER points however. Make sure to deduct this from your 
Action Chart before continuing. The other brigands rush forward but you are ready for 
them. 
 

Drunken Brigands: COMBAT SKILL 12          ENDURANCE 31 
 

If you win the combat, turn to 21. 
 
13 
With a hefty kick the door falls inward in a swirl of dust and the sound of splintering oak 
wood. Suddenly you are slammed back into the street as the assassin charges from within 
the orange-roofed house. Quickly you rise to your feet but the assassin’s fist connects with 
your jaw sending you back to the cobblestones. Slowly you climb to your feet, slightly 
winded by the powerful blow. You wipe the blood from your chin (lose 2 ENDURANCE 
points) and draw your weapon. The assassin had a determined look about his face and you 
realize there will be no evading this combat: it is to the death. 
 

Turn to 143. 
 
14 
To your dismay Mace Street comes to a dead end. There is one shop on this street however 
that catches your eye. 



 
SILVA’S HERB AND POTION SHOP 

 

 
 
Troke shrugs his shoulders when you glance at him, signaling that he is in no great hurry to 
reach the docks. But King Ulnar’s words cause you to hesitate. You do not have much time 
before Darklord Zagarna closes the noose on Sommerlund. Still, a few minutes shouldn’t 
make any difference. 
 

If you wish to enter the shop, turn to 128. 
Or you can return to the intersection at 133. 

 
15 
Seething with hatred for the cold-blooded murderers these secret police are well known to 
be you dig your knees into the side of your horse and charge. As your horse nears the Silent 
Brotherhood contingent each one calmly draws a crossbow. 
 

If you wish to leap forward off your horse into the Silent Brotherhood ranks, turn to 
204. 
If you wish to leap off the bridge into the river, turn to 148. 
If you wish to hold your hands up in surrender, turn to 89. 

 
16 
As the stagecoach rambles across the desolate wasteland the dark riders begin to pursue 
you. Fy-quor lets an arrow fly but the riders remain unaffected. 
 
“It’s as I feared. These creatures are not like we mortals. They are Helghasts, dark minions 
of the Darklords. Strength and steel will not avail us here. The war to plunge Magnamund 
into eternal darkness has begun!” 
 
The closest rider lets his cloak lose and it flutters to the dusty ground behind him. The 
creature before you fills you with such unfathomable repugnance that it seems as if Naar 
himself was before you. The undead Helghasts each in turn let loose their cloaks as they 
pursue the stagecoach across the Wildlands. The piercing cries of the Helghasts assault 
your mind causing you to almost fall of the wagon. Save Julinor who is driving the wagon; 
you, Fy-quor, Ilidan, Viveka, and Troke all feel the daunting stench of death as the riders 
near the coach. 
 
Suddenly Ilidan gives a moan. His froths sickly looking red, white foam and the gash on his 
arm begins to pulse and mutate. 
 

If you have Rejuvenation or a Vial of Laumspur, turn to 106. 
If you don’t have either or don’t wish to use them, turn to 189. 

 
17 
She is a strong-minded being; her fervent will keeps most of your probing mind at bay (you 
gain 2 Prudence points however for the attempt). All you learn is that she has no evil intent 
towards you. This unfortunately has exerted you of 3 WILLPOWER points however and 
you must deduct these from your Action Chart before turning to 176. 



 
18 
It is dusk the next day when the city of Ragadorn enters your view. As you approach the 
stone bridge leading into the main square of the city an armored contingent meets you.  
 
Viveka’s hand reaches to her weapons as she sneers,” these are the Silent Brotherhood, 
Lachlan’s special police.” 
 
There are a dozen and a half of the police forces and your hand reaches towards your own 
weapon as their leader steps forward. 
 
“Lachlan the Overlord would like to speak to you and your friends, Outlander,” says the 
captain of the contingent.  
 
He is a tall, brooding youth with blonde hair that reaches his shoulders in length. You are 
surprised to see he can be only a few years older than yourself. There is something odd 
about the man but before you can place what it is your attention is diverted. Troke steals 
you a look and you must decide what to do. 
 

If you have Intuition or are a Paladin or Principalin, turn to 182. 
If you wish to charge the Silent Brotherhood police, turn to 15. 
If you want to surrender, turn to 223. 
If you wish to turn your horse around and run, turn to 164. 

 
19 
With a swift kick you knock the assassin to the ground and then take off at a sprint. You 
run until you return to the inn and finally give a sigh of relief (you lose 1 Valor point for 
running from a fight but gain 2 Prudence points). 
 

Turn to 24. 
 
20 
You decide that you must press on if you are to reach the capital by the time dusk 
approaches. However you have traveled only a few yards and your horse collapses, unable 
to continue under noon’s hot sun (lose 2 Compassion points). Cursing under your breath 
you have no choice but to return to the glade and let the horse rest. Your horse desperately 
laps at the cool water while coughing violently. You sit down next to the water and realize 
you are hungry (you must eat a Meal here or lose 3 ENDURANCE points). 
 
A war cry splits the air and to your astounded disbelief Troke breaks cover from some 
foliage in front of you and sprints towards your resting spot. You leap to your feet and 
reach for your weapon. You groan in resentment as your hand grasps an empty scabbard. 
You left all your equipment in a pile several yards away next to your horse. 
 
Troke lifts an axe from his belt and hurls it with immense force. The axe cuts through air 
and passing right by your head. You fall to the ground and the bandit that was behind you 
falls on top of you as the axe imbeds itself in his chest. Blood soils your cloak and you 
quickly stand up to face Troke. You thank him and ask him why he is following you. 
 
“I spent the rest of the night in the Gypsy Fen Inn. I heard your name mentioned and 
decided to listen in. Three rogues were listening to this hooded man talk about how he was 
paid to track a Vakeros named Alasi down and kill him at all costs,” Troke chuckles,” I bet 
when he was tracking you he didn’t expect anyone to be tracking him!” 



 
Troke searches the body and finds the following. 
 

Axe 
Silver Ring 
Silver Medallion 
2 Gold Crowns 
4 Meals 
Sigil of Kai 
Crossbow 
Quiver w/ 4 Crossbow quarrels 

 
Troke takes the Axe, 3 meals, and the Gold Crowns. You may take whatever is left. The 
Silver Medallion is a Special Item and is worn around your neck. The Sigil of Kai is also a 
Special Item and is also worn around your neck. 
 

Turn to 23. 
 
21 
 
The final brigand gives a groan and falls over dead. With a cry of pain you stumble to your 
knees. One of the brigands’ swords has cleaved a deep wound in your leg (you lose 2 
ENDURANCE points due to the pain; you lose only 1 point if you have Rejuvenation). You 
drag yourself to your feet and sit down on a chair close by. The drunken assortment of 
mercenaries, thieves, marines, and rogues that staid to watch the fight, give a loud cheer 
for your victory as two stable-boys are assigned to dispose of the bodies. 
 

 
 
A light-haired mercenary clad in Durenese scalemail and brandishing a beautifully crafted 
longsword sits next to you and offers to buy you a drink. You gratefully accept the offer and 
use some of the whiskey that is set down in front of you to clean the wound.  
 
“So brave one, what’s your name?” asks the mercenary as he helps you dress your wound. 
He binds the wound tight and you lose 1 more ENDURANCE point but his wound dressing 
skills with the combination of the whiskey has lessened the threat of infection. Realizing 
you must keep your identity a secret as long as possible you decide to lie to the mercenary. 
 
“I am called Ronan,” you reply. 
 
“Ronan, eh?” says the mercenary as he motions for the barmaid to bring two ales. 
Members of the crowd that watched your fight either resume drinking or begin to stumble 
back to their rooms. Within a couple minutes the tavern galley is almost completely vacant. 
A barmaid with shoulder length honey-blonde hair places two overflowing ales in front of 
you and the mercenary. With a small wink and a swish of her skirt she returns to the 
kitchens. 



 
The bartender strides up to your table with an angry look,” You! You have to pay for the 
table you damaged!” 
 
Glancing up you see the table that you fell on. The bartender demands that you pay a 20 
Gold Crown fine. Before you can plead you don’t have the money the mercenary pulls out 
twenty gold coins and places them in the bartender’s outstretched hand. The infuriated 
bartender brightens at the shimmer of gold and says that you two can have as many drinks 
as you want on the house. 
 
“I am Troke, a lone mercenary,” the mailed warrior strikes up the conversation once 
again,” I just returned from the Kirlundin Isles. Kirlu is a great place to visit during the hot 
season. But them swamp beasts were contaminating the local villages and so I was hired to 
dispel them. I received three purses full of gold and it was worth every Crown…” 
 
Troke goes on recounting all of his adventures. After listening to his wild tales for over an 
hour you decide it is time to leave. 
 
As you rise to leave Troke puts his hand on your arm,” Wait! Where are you going to my 
friend? Perhaps I can assist you for a price?” 
 
“I am off to Holmgard,” you reply, trying to keep your story as simple as possible. However 
the ale you drank has rewarded you with a loose tongue as well as a feeling of light 
headedness. 
 
Laughing drunkenly you tell the mercenary your quest to reveal the traitorous plot among 
the Brotherhood of the Crystal Star. Unknown to the both of you the bartender calmly 
listens into your not-to-quiet conversation as he cleans ale mugs with a dirty washcloth. 
 
“Let me travel with you, Alasi,” says Troke now knowing your true name,” a young warrior-
lad such as you could use an extra longsword if the need of battle should arise.”  
 
You begin to feel the alcohol subsiding and you think for a moment. The presence of the 
mercenary would undoubtedly come in handy, but you are not sure you entirely trust him. 
 

If you wish to hire Troke, turn to 146. 
If you prefer to travel solo, turn to 247. 

 
22 
Viveka eventually falls asleep but you are unable to rest. Gray light begins to appear 
between the tiny barred opening in the back wall of your cell. The top of the cell is only two 
feet above ground level and you see Ragadorians’ feet as they walk by. Daybreak is 
approaching. 
 
Your rest your back against the barred opening to the cell and try to close your eyes and 
gain this last hour of sleep. Suddenly a hand rests on your shoulder and you wheel around 
to see the Brotherhood Captain standing before you. 
 
“I know who you are, outlander,” says the blonde-haired youth,” so you are the one that the 
King has sent to retrieve the famous Captain D’Val. 
 
Utterly confounded you do nothing but listen to the captain. 
 



“My name is Mathis,” says the captain,” I am sorry that you must die tomorrow, believe 
me, I tried to thwart your execution but Lachlan’s will cannot be undone. He used to be a 
weak, fledgling compared to what Killean was. But an aged wizard has been helping the 
bilge-rat escalate in power and authority. I’m forlorn outlander, if I could aid you I would.” 
 
“But you can do something!” you exclaim,” Get me out of this confounded cell!” 
 
“Sorry, friend,” says Mathis,” as much as I would be happy to save your life, I will not do it 
at the expense of my own. For what casts higher value than life?” 
 
“Loyalty!” 
 
“Loyalty?” snorts Mathis,” loyalty to what? What has King Ulnar done for me? Nothing, the 
only person I ever pledged my loyalty to was my father and he betrayed me long ago. I am 
sorry friend, but the Secret Brotherhood is all I have left other than my beloved life. And I 
will not give either of them up. Not for you, not for the house of Ulnar, and aye, not for 
Sommerlund. For your sake I pray that you die well.” 
 
With that Mathis turns and saunters down the passageway. As he walks away with his back 
turned you call out just within earshot,” you have a loyalty to the good in humanity…” 
 
He nods to the turnkey before exiting the dungeon with a slam of its large roan door. As 
the first piercing rays of sunlight strike your face you bestow a small, sad sigh of defeat. 
Hope seams leagues away as armored guards column up in front of your cell. It appears as 
if you won’t even be given a last meal.  
 
It is dawn. 
 

Turn to 244. 
 
23 
A tap on the shoulder causes you to turn around. A warrior-woman bearing chainmail 
stands in front of you. Silently you vow never to keep your weapons out of hand’s reach 
again as you leap for them. As you rise, weapon in hand, the warrior woman begins to 
chuckle and Troke laughs outrageously. 
 
“She’s a friend, Alasi,” says Troke,” she means no harm. I hope you have reconsidered my 
offer to help you on your ride to Holmgard, my friend. It seams that you could avail 
yourself of my aid after all.” 
 
“I could use it indeed,” you reply with a smile and place 10 Gold Crowns in his outstretched 
hand. Troke pockets the gold with a grin. 
 

Turn to 212. 
 
24 
Barging through the door to Troke’s room you find him to be unconscious from the drinks 
he had the night before. It takes some work for you and Viveka to wake the mercenary and 
the three of you sit down to a fleeting meal in the gallery. As you recount your tale of how 
the assassin tried to strangle the life from you while you slept Viveka and Troke look 
around warily. 
 



“We must go to see the king now ,” says Viveka,” for reaching him is becoming more and 
more perilous.” 
 
“Aye,” says Troke, as his normal cocky grin returns,” but we are perilous creatures 
ourselves!” 
 
Silently you thank the gods for two good friends such as these. 
 

Turn to 203. 
 
25 
Slowly you raise your hands and allow the cutpurses to rob you of your belongings. As soon 
as they are finished their pilfering the leader turns towards you and sneers. 
 
“Pleasure doing business with you, outlander.” 
 
He then lifts his warhammer and crashes it into your skull. With a flash of stars and blood 
you fall heavily to the ground. Confused you shake your head and try to stand but slip and 
fall to the cobblestone street a second time. The sound of the thieves’ laughter is the last 
thing you hear as your soul departs this world. 
 

Your quest is now over. 
 
26 
A burly blacksmith answers the door, his facial hair singed by the heat of a fiery forge and 
his hands black and callused. A heat wave from the roaring fire hits you like a ton of bricks. 
Silently you wonder how this man can survive these hot temperatures. Politely you ask if 
you can search his shop and he agrees with a smile (you gain 1 Humility point). 
 
After a thorough search you are satisfied that the assassin is not hiding within the 
blacksmith’s shop. Before you leave the muscular blacksmith offers you a freshly forged 
oriental Battlesword. As a Vakeros you are blessed with the knowledge of weaponry and 
your senses tell you this is a wonderfully crafted sword, made from the finest Durenese 
metal.  
 
The blacksmith asks 18 Gold Crowns for the weapon. You may also trade in any other 
weapon for 4 Gold Crowns each. 
 

If you have Armsmastery with any sword, turn to 158. 
If not, turn to 200. 

 
27 
“Take him!” she says in an authoritative voice. Someone looms up behind you. Quickly you 
turn and grab him by his the hood of his dark robe. You throw him against the wall and 
turn to face the girl. Muttering a silent curse she draws a single-bladed sword and tosses 
back her hood. 
 

Cloaked Girl: COMBAT SKILL 14           ENDURANCE 22 
 

You may evade this combat at any time by pushing her back into the table and 
running for the door by going to 246. 
 
If you win the combat turn to 165. 



 
28 
As their leader dies in a pool of his own blood, his forces lose all heart in fighting you and 
Viveka. They quickly run away from the glade, mount up, and ride off to the south (you 
gain 1 Valor point). 
 
“Where is Troke?” you ask Viveka as the two of you search for useful items among the dead 
and dying. 
 
“I’m not sure,” replies the Durenese warrioress,” but if he’s alive he will expect us to 
continue to Holmgard and will meet up with us there.” 
 
Viveka claims her items and offers the rest to you as she mounts up. You quickly scan over 
the items left by the dead bandits. Many of the weapons and belongings were destroyed or 
damaged. It doesn’t take very long to find the useful items. 
 

2 Swords 
Bastard Sword 
Spear 
Short Sword 
Blanket 
2 Meals 
6 Gold Crowns 
Coil of Rope 
Silver Medallion (Special Item) 
Studded Leather Armor (+3 ENDURANCE) 
3 Torches 

 
Take whatever you desire before mounting up and continuing west on 71. 

 
29 
There is nothing you can do but watch as the Helghast charges up a blast to send you into 
darkness. A blanket of dread overwhelms your mind as the rider lets loose his electric 
charge. The stagecoach careens into the ditch and you are thrown upon the road. If you 
have a Blue-steel Sword the weapon is thrown from its scabbard and lies in the center of 
the road, too far away for you to reach. 
 
Pick a number from the Random Number Table. This is how many ENDURANCE points 
you have lost in the confusion. If you are still alive continue reading below. 
 
From your position lying on your back you take in the scene of devastation around you. 
Julinor and Troke lie pinned beneath the stagecoach. Troke is badly wounded and Julinor 
is at death’s door. Fy-quor lies beside you; his left arm twisted back at the elbow but is 
otherwise uninjured. Viveka lies on the far side of the road, unmoving. 
 
You turn to see the Helghasts dismount and draw their dark blades. Rage mounts up in you 
and you are determined not to die without a fight. Glancing at Fy-quor he nods his head 
slowly and draws a sword strapped to the inside of his bow sheath. Quickly he tosses a 
Warhammer towards you. The weapon lands in the dirt beside your right arm. Remember 
you may only carry two weapons at any time. 
 
As you and Fy-quor rise to your feet and parry the first blows from the Helghasts there is a 
war-cry from the west. However you do not hear it above the clang of your weapon meeting 
that of a Helghast.  



 
As you parry a blow from one creature you slash at another and your weapon passes 
through him harmlessly. A blade rakes the fleshy part of your thigh and your leg threatens 
to collapse under your weakened and tired body (deduct 2 ENDURANCE points). But it is 
not destined for you to die this day. 
 

 
 
A horde of flaming arrows strike the Helghasts from behind, causing smoke and confusion 
among their ranks. Twelve warriors wearing chainmail with blue tunics and padding ride 
onto the scene, surrounding the Helghasts. In the din of battle you make a mental note that 
the Helghasts are not immune to fire.  
 
The Helghast leader wields its blade at the closest warrior but the lightly armored rider is 
not impressed. With one blow from his sword the Helghast’s head is separated from its 
shoulders. The remaining Helghasts immediately take off towards the sound, their prey 
instantly forgotten. 
 

Turn to 92. 
 
30 
Kashmir Road is exceedingly tortuous and it seems that you become disoriented all too 
suddenly. Hoping for better luck you and Troke turn onto Buccaneer Lane and then onto 
Erie Street. 
 

If you wish to continue on Erie Street, turn to 195. 
Or you can turn immediately left onto Coalition Street on 173. 
Or you can return to Buccaneer Lane and take it west to 111. 

 
31 
“Welcome to our home, young lad!” exclaims Loxlei at your correct answer to the riddle,” I 
suggest that you buy some tricks of the trade. That heavy weaponry won’t serve you very 
well.” 
 
He ushers you over to a counter. 
 
“As a statement of my good will,” says Loxlei with a wink of his only eye,” you have 5 Gold 
Crowns credit to use as you will here. Remember, the Thieves’ Guilds of Northern 
Magnamund will accept any currency you can come across, and others you can’t.” 
 
Now you must resolve if you really wish to join the guild. You can either look over the 
wares or you may leave the building. (Note: joining the Thieves’ Guild is not recommended 
for a Paladin character.) 



 
If you wish to stay and look at the items, turn to 201. 
If you wish to return to the streets, turn to 125. 

 
32 
Tears roll down your face as your arms begin to pop from the strain of the chains. Despite 
the horrific pain you are determined to not beg for mercy. One of the torturers sighs and 
releases the crank (you gain 2 Determination points). You let out a sigh of relief (you have 
lost 2 more ENDURANCE points). Lachlan enters the dark chamber and demands to know 
why the ‘interrogation’ has stopped. 
 
“A thousand pardons, my lord,” says the interrogator,” I’ve never seen anything akin to it. 
Naught will loosen this one’s tongue. I’ve tried black horrific under Naar’s eye, but he won’t 
betray a word.” 
 
Lachlan begins to curse,” the other two won’t talk either. Throw them in the dungeon. 
Come morn they shall be executed in the communal square. Call the masses; I want my 
people to see the execution.” 
 

Turn to 86. 
 
33 
As the assassin pulls the trigger on the crossbow you quickly twist to the side in an attempt 
to dodge the quarrel. Pick a number from the Random Number Table. If you have the Magi 
skill of Shadowskill add 2 to this number for you will be a harder target to hit. If you are a 
Ranger or have Intuition add 1 (deduct 2 WILLPOWER if using Intuition) to this number. 
 

If your number is between 0 and 3, turn to 114. 
If your number is 4 or greater, turn to 216. 

 
34 
The Kalte Firesphere is a Special Item. At first it appears a fancy stone with ornamental 
carvings decorating its smooth, round shape. However you notice a crack that encircles the 
stone in half. As you separate the two halves a bluish-golden light is produced. This can 
help you find your way in dark areas. 
 

Return to 43. 
 
35 

Baknar Furs – 5 Gold Crowns ea. 
Silk Robe – 10 Gold Crowns 
Silver Chalice – 4 Gold Crowns 
Fur Blankets – 3 Gold Crowns ea. 
Gold Rings – 7 Gold Crowns ea. 
Sword – 12 Gold Crowns 
Vulture Pendant – 2 Gold Crowns 

 
The Vulture Pendant is worn on a silver chain around your neck and is considered a 
Special Item. 
 

If you have Intuition and wish to use it, turn to 145. 
If you wish to investigate the door, turn to 68. 
Or if you wish to leave this street, turn to 125. 



 
36 
The corsair is so close that it is impossible for you to miss. Your shaft pierces his neck and 
he falls overboard with a silent scream. As he fell overboard his Scimitar was wrenched 
from his belt. You may pick this up and use it as a weapon if you wish. 
 

Turn to 120. 
 
37 
Viveka cries out as a sword slashes her arm to the bone. She stumbles backward, a look of 
pain across her face. The bandit leader, Retre, expertly twirls his battlesword and prepares 
to skewer her to the ground. 
 

If you have a Crossbow and wish to use it, turn to 132. 
If you possess the Magi Discipline of Shield and wish to use it, turn to 183. 
If you don’t have this discipline or a Crossbow or do not wish to use them, turn to 
157. 

 
38 
Your aim is far off and the arrow harmlessly pierces a timber-plank. Cursing inwardly you 
disregard your Longbow and draw your melee weapon. You have only one chance to save 
Captain D’Val’s life and you must act quickly. 
 

Turn to 60. 
 
39 
As you and Troke make your way to the platform in the middle of the quay you see the 
familiar form of Viveka enter from the north gate. 
 
“Have you two chartered a vessel yet?” 
 
You can’t help but smile as Viveka playfully berates Troke for being lazy and never getting 
anything done. The three of you walk up to the wooden podium and the man standing 
behind it asks what he can do for you. 
 

If you wish to ask the quay-master about Lakuri, turn to 248. 
If you wish to ask about Khadro, turn to 137. 
If you wish to inquire about the costs of passage, turn to 149. 

 
40 

 
 
The Golden Cup Inn does not take long for you to find as Helm Street is a well known road 
in Holmgard. Also Vakeros are born with the natural ability of finding one’s way in 



unfamiliar territory. The inn is located near the entrance to the harbor, giving a 
breathtaking view of the golden-red water as the sun begins to set in the west. The dark 
silhouettes of anchored ships bob up and down peacefully on the waves as Sommerlund 
kisses the sun goodbye. 
 
After taking a moment to watch the water splash up against the rocks with its constant 
rhythm you enter the Inn. 
 

Turn to 107. 
 
41 
Turning, you run away from the buccaneer who quickly takes after you. An idea hits you 
and you stop at the ship’s railing. The buccaneer slides across the deck due to the slick sleet 
that is forming on the deck. As he careens towards you, you quickly twist to the side and he 
plunges overboard. 
 

Turn to 120. 
 
42 
Viveka is in room 12, just down the hall from your room which is room 18. You feel quite 
comfortable after eating that meal and your bath and wish to get some sleep but Viveka 
might have some important information to talk to you about. You think about heading 
downstairs first and persuading Troke from his ale but decide to let him alone. You knock 
on the door of room 12 and wait a moment. Viveka’s voice tells you to come in so you open 
the unlocked door and step inside the room. 
 

Turn to 79. 
 
43 
A chubby, well-fed man greets you as you walk into the store. The store is littered with 
trinkets, weapons, charms, gems, and other, various knick-knacks. 
 
“The top list is what’s for sale and the bottom is what I am looking for,” says the man 
gesturing at two lists on the counter top. Quickly you examine them. 
 

For Sale 
Skeleton Keys – 5 Gold Crowns 
Charm Necklace – 6 Gold Crowns 
Tinderbox (Backpack Item) – 4 Gold Crowns 
Silver Wristlet – 8 Gold Crowns 
Kalte Firesphere – 7 Gold Crowns 
Chalice (Backpack Item) – 2 Gold Crowns 
Wyrmbane Bracelet – 7 Gold Crowns 
Dagger (Weapon) – 2 Gold Crowns 
Stone of the Anari – 3 Gold Crowns 
Kalkoth Boots (+1 to ENDURANCE) – 4 Gold Crowns 
Lune – 4 for 1 Gold Crown piece 
Gold Crowns – 1 for every 4 Lune pieces 
 
Wanted 
Gold Rings – 4 Gold Crowns 
Silver Rings – 2 Gold Crowns 
Emerald Chalices – 15 Gold Crowns 



Elaborate Scabbards – 8 Gold Crowns 
Gold Pendant of Garthen – 12 Gold Crowns 
Pewter Goblets – 7 Gold Crowns 
Holy Water – 9 Gold Crowns 
Silver Helms – 6 Gold Crowns 
Runemail – 35 Gold Crowns 
Oriental Battlesword – 22 Gold Crowns 

 
If you purchase a Kalte Firesphere, turn immediately to 34. 
 
Unless otherwise noted all items for sale are Special Items. As soon as you have 
bought or sold whatever you wish turn to 136. 

 
44 
At the cost of 2 Honor points you manage to lift some Herbal Stems and 2 potions of 
Laumspur (+4 ENDURANCE ea). Your wary eye lifts to the old lady and you fear that she 
had noticed your pilfering. However her attention is diverted and it appears she hasn’t 
seen a thing. 
 

If you wish to return to the streets, turn to 133. 
If you wish to filch a few more items, turn to 169. 

 
45 
Olsew’s mighty skills in the ring take their toll and you are easily knocked out of the ring. 
Your face hot with shame you stride away from the ring. As you leave you are handed 10 
Gold Crowns for your first victory. Mark this on your Action Chart. 
 

Turn to 39. 
 
46 
Desperately you raise your arms to block the blow. The weapon tears through your left arm 
causing a nasty wound. Rolling out of the way of the second blow you are able to climb to 
your feet. You are slammed into a wall and the last thing you see is Wallice pressing your 
own weapon against your neck. 
 

Your life and mission end here in Ragadorn. 
 
47 
You enter a hall gilt with gold, silver, and bronze. Massive pillars decorate the overly 
lavished hall and piles of treasure litter the room. Your soul burns with hatred for this 
overlord as you realize that all his wealth is from his bleeding it out of his people. Lachlan 
sits on a mockery throne with a scepter in one hand. The captain forces you and your 
friends to kneel before the overlord as he rises. As Lachlan strides over to you his fur cape 
swishes across the floor. 
 
“Ah,” says Lachlan, a mischievous gleam in his eye,” it is the young Vakeros and his rag-tag 
crew of country hicks.” 
 
Viveka screams with rage,” you motherless goat! If you were half the man your father 
was…” 
 
Any further insults were cut off as Lachlan strikes her across the face with his golden 
scepter.  



 
“Killean was a blunderer and a fool. He let the pathetic scum of this city walk all over him. I 
simply demand more from those that serve me.” 
 
Lachlan’s personal guards take a hold of you and begin to drag you away. 
 
“Good work, Captain Mathis. Vonotar wants each of them tortured,” says Lachlan,” I want 
to know what they know.” 
 

Turn to 184. 
 
48 
Your plan works and the Helghast’s horse collapses beneath him but you are too late to 
stop him from releasing his attack. A blanket of dread overwhelms your senses as the rider 
lets loose his electric charge. The stagecoach careens into the ditch and you are thrown 
upon the road. If you possess a Blue-steel Sword it is thrown from your grasp and lies on 
the side of the road, too far away for you to retrieve. 
 
Pick a number from the Random Number Table. This is how many ENDURANCE points 
you have lost in the confusion. If you are still alive continue reading below.  
 
From your position lying on your back you take in the scene of devastation around you. 
Julinor and Troke lie pinned beneath the stagecoach. Troke is badly wounded and Julinor 
is at death’s door. Fy-quor lies beside you; his left arm twisted back at the elbow but is 
otherwise uninjured. Viveka lies on the far side of the road, unmoving. You turn to see the 
Helghasts dismount and draw the blades that were forged in the realm of Naar. Rage 
mounts up in you and you are determined not to die without a fight. 
 
Glancing at Fy-quor he nods his head slowly and draws a sword strapped to the inside of 
his bow sheath. He tosses a Warhammer at you (you may use this weapon if you wish).  
 
His left hand reaches out and grips the hand axe that Troke lost during the crash. As you 
and Fy-quor rise to your feet and parry the first blows from the Helghasts there is a war-
cry from the east.  
 

 
 
A horde of flaming arrows strike the Helghasts from behind, causing flame, smoke, and 
confusion among their ranks. Twelve warriors wearing chainmail with blue tunics and 
padding ride onto the scene, surrounding the Helghasts. 
 
The Helghast leader wields his blade at the closest armored warrior but the unshaven man 
is not impressed. With one blow from his sword the Helghast’s head is separated from its 



shoulders. The Helghasts immediately take off at the sound of their leader’s death cry, 
their prey instantly forgotten. 
 

Turn to 92. 
 
49 
The assassin raises his crossbow and pulls the trigger. Calmly you raise your hand and 
mutter the words for the Power Word spell. Using the spell drains you of 2 WILLPOWER 
points but the spell takes full effect. The crossbow quarrel halts in midair, less then an inch 
from your hand. With a glance at the quarrel it falls to the ground and you grin at the 
astonishment on the assassin’s face. 
 

Turn to 104. 
 
50 
As you and your friends rest beside a small pool you inspect the Silver Medallion that is 
around your neck. It is wrought totally of silver and there is an effigy of a lion on one side. 
On the reverse side is a detailed illustration of the Durncrag mountain range. 
 

 
 

If you have the Discipline of Intuition or are a Sage/Paladin, turn to 95. 
If you don’t have that skill, turn to 197. 

 
51 
A Ticket to Lakuri is placed in your hand as you give the quay-master the 30 Gold Crown 
fee. Remember to add this to your Action Chart as a Special Item. Within the hour you are 
escorted to the galleon that will take you to Lakuri. The first mate joins you at the edge of 
pier where the wonderfully crafted, sleek vessel is tied off. 
 
“My name is Cyrune, and this is the Lavender Drake,” says the young man motioning to 
the Durenese craft. A few moments later the vessel takes off south toward the Lakuri Isles. 
The sky is dark with storm clouds and the choppy waves threaten to send the small craft 
beneath the waves. Twenty minutes later a huge storm descends upon you.  
 
As you and Troke help the sailors struggle to keep the vessel upright you yell across the 
deck to Cyrune. 
 
“How much longer until we reach Lakuri!” 
 
“The wind is for us despite this vile tempest! If we can keep the Drake afloat we should 
land there within the next few hours!” Any other words are cut off by the harsh winds and 
the cries of the sailors. 
 

Turn to 235. 
 
52 
The armor-smith gives you a huge grin revealing several missing teeth and asks how he can 



assist you. To your surprise this man has several different wares that catch your eye. 
 

Swords – 4 Gold Crowns 
Axes – 6 Gold Crowns 
Crossbows – 16 Gold Crowns 
Longbows – 9 Gold Crowns 
Quivers – 2 Gold Crowns (Special Item) 
Daggers – 2 Gold Crowns 
Bastard Sword – 6 Gold Crowns 
Broadsword – 7 Gold Crowns 
Battlesword – 16 Gold Crowns 
Arrows – 1 Gold Crown ea. 
Quarrels – 2 Gold Crowns ea. 
Reinforced Leather Overcoat (+3 ENDURANCE) – 13 Gold Crowns 
Padded Waistcoat (+2 ENDURANCE) – 6 Gold Crowns 
Scalemail Undercoat (+6 ENDURANCE) – 26 Gold Crowns 
Runemail (+5 WILLPOWER, +4 ENDURANCE) – 40 Gold Crowns 
Warhelm (+2 ENDURANCE) – 10 Gold Crowns 
Kalkoth Boots (+1 ENDURANCE) – 4 Gold Crowns 
Round Shield (+1 COMBAT SKILL) – 10 Gold Crowns 
Calvary Shield (+3 COMBAT SKILL) – 14 Gold Crowns 

 
(*Note on Armor: Unless otherwise specified armor is assumed an ‘overcoat’. You may only 
wear 1 ‘overcoat’ at any given time, though an ‘undercoat’ may be worn underneath.) 
 

The armor-smith will buy any of the above items off of you for 1 Gold Crown less than 
he sells them. However this money must be spent at his shop. After you have bought 
what you want, turn to 170. 

 
53 
Drawing your weapon you burst through the heavy oak doors of the holy cathedral. 
Bishops and acolytes of the cathedral look up in astonishment at your intrusion. Your face 
turns red as you realize you have disturbed these people from their prayer.  
 
The archbishop points a finger at you in anger and speaks,” How dare you defy this holy 
sanctuary with your blood-lusting thoughts and your weapon of steel?” 
 

If you are wearing a Sigil of Kai, turn immediately to 137. 
If you wish to plea for forgiveness, turn to 181. 
If you wish to search the cathedral for the assassin, turn to 9. 
If you wish to quickly leave the cathedral, turn to 163. 

 
54 
“I know little of Khadro,” says the quay-master,” he is supposedly a young lad, and the 
most elusive of all pirates. The agents of Sommerlund and Durenor together have not 
managed to catch the scoundrel. But only the fates can tell what will become of him. He 
launches several raids along the Vassagonian and Durenese coasts. Though actual acts of 
murder are rare.” 
 

Return to 248. 
 
55 
The second part of torture is so inhumane that you are shaken to the core. You are lifted up 



and carried to a stretching rack. Your hands and feet are secured by leather straps and you 
try not to cry out as one of the torturers begins to turn a large wooden crank. 
 
Gnashing your teeth together you glare with hate at the leering torturer in front of you and 
refuse to show signs of pain. Though you can feel your strength ebbing and your shoulders 
strain under the pressure from the ropes you manage to spit in his face. 
 
Pick a number from the Random Number Table. If your current ENDURANCE level is 
lower than 15 subtract 5 from this number. If your Valor or Determination level is LEVEL 2 
or higher than add 5 to this number. If you have the Magi skill of Rejuvenation than add 3 
to this number. 
 

If your number is between -5 and +2, turn to 67. 
If your number is between 4 and 8, turn to 159. 
If your number is between 9 and 15, turn to 32. 

 
56 
The following matches are executed fairly quickly and then the prizes are awarded to the 
winners. 
 

Champion – Tyroge Anfyn 
2nd Place – Finfere of Ryme 
3rd Place – Ryun of Ragadorn 
4th Place – Lof Orudin 

 
If the person you bet on was Tyroge than multiply how much you bet by 5, that is how 
much you earned. If you bet on Finfere than multiply how much you staked by 3. If you bet 
on Ryun than multiply how much you staked by 2. If you bet on Lof than you just gain back 
the crowns you staked plus 1 more. 
 

After you collect your money if you have won any, turn to 39. 
 
57 
The next morn you awake refreshed with the early, gray dawn (restore 1 WILLPOWER 
point). You and Troke ride out of Ragadorn on horses that Troke bought from the local 
stables.  
 
To your surprise another mercenary joins the two of you outside of the port-city. Your 
astonishment originates mostly from the fact that she is female! Troke pockets the 10 Gold 
crowns you hand to him (deduct this from your Action Chart) and perceives the doubtful 
expression on your face as you look over the arrival.  
 
“Don’t worry, she can be trusted,” ensures Troke, but there is something about the warrior-
woman that you don’t trust. 
 

If you have the Magi Discipline of Intuition and wish to use it, turn to 17. 
If you do not have this skill, turn to 176. 

 
58 
You slam your elbow into the unprotected groin of the pirate behind you. With a quick, 
fluid motion you relieve him of his shield and knock him unconscious with it. Before the 
pirates can react you relieve the pirate captain of his dagger and dig the blade into his side 
menacingly. 



 
“Don’t even breathe,” you hiss into his ear,” move one muscle and I will slay you here!” 
 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the blade pressed against his jugular,” I think that we can work 
out some sort of negotiation.” 
 
Looking over a pirate’s shoulder you see another vessel approaching through the storm. 
Only this is no pirate vessel. 
 
“No negotiation necessary,” you stick the dagger in the captain’s side. With a twist the 
captain’s life comes away at your hands. 
 

Turn to 130. 
 
59 
Your senses begin to scream that this artifact is foul in nature. Quickly you rip the chain 
from around your neck and fling it away. It has barely left your fingers before it explodes, 
making your heart miss a beat. The explosion is so close that it hurts your ears and a small 
piece of shrapnel cuts your arm (lose 1 ENDURANCE point). 
 
“What evil devilry was that?” exclaims Troke. 
 
“I’m not sure but I believe it is the work of Vonotar,” you say, examining the 
remains of the amulet,” Retre the bandit leader wore one.” 
 

Turn to 187. 
 
60 
The captain seams to far away as you sprint across the slippery deck towards the pirate. 
Just as the pirate prepares for the killing blow you bodily slam into him, knocking him off 
balance. His dagger falls overboard but he manages to draw his scimitar before you are 
upon him. 
 

Pirate Assassin: COMBAT SKILL 18 ENDURANCE 12 
 

If you win the combat, turn to 116. 
 
61 
Suddenly the piercing howl of a timber wolf penetrates the peaceful night. Your horse 
instinctively rears up and then takes off at a fast gallop into the woods. 
 

If you possess the Magi Discipline of Animal Kinship, turn to 196. 
If you don’t possess this discipline, turn to 231. 

 
62 
At the end of Erie Street a smaller road turns south. You take this road south until you 
reach Coalition Street. Then it takes a matter of blocks to finally reach the harbor. 
 

Turn to 136. 
 
63 
As the two sentinels crouch over your cache of belongings a bold plan enters your mind 



when you realize that your feet are not tied. Quickly you brace yourself and then kick at the 
vulnerable neck of the first guard. He falls over unconscious and you then wrap your legs 
around the second sentinel’s neck. His arms and legs flail desperately as you smother the 
life out of him. As he too falls into a deep sleep you are able to free your bonds with a 
dagger lifted from his belt (you gain 3 Compassion points for freeing yourself without 
killing the guards). 
 
It is now you realize that Viveka is also stirring. You quickly cut the rope that binds her to 
the stake. The bandit camp is still sleeping sounding until you accidentally trip over some 
pots that were used for cooking. The sharp, clanging noise awakens the camp immediately. 
 

Turn to 84. 
 
64 
Unfortunately your aim is extremely off and the quarrel strikes a plank but does no 
damage to the stalking pirate. With a silent, inward curse you draw your melee weapon. 
 

Turn to 60. 
 
65 
Pressing the edge of your weapon against Wallice’s neck you back up towards the aft tavern 
door (you gain 2 Prudence points). Wallice begins screaming his lungs out for his friends to 
attack but before they decide what to do you trip on a stool and crash back into a table. The 
table gives way under you, unable to withstand your weight. Your weapon is torn from your 
hand as you crash to the floor in a shower of splinters and broken glass. 
 
Wallice falls next to you, his throat lacerated by a shard of glass. You climb to your feet 
unsteadily as Wallice’s very angry and very drunk friends decide to rush you. Once again 
your feet leave the ground as the largest of the brigands hurtles into you.  
 
Due to the surprise of their attack deduct 4 from your current COMBAT SKILL for the first 
round of combat. Unless you possess Unarmed Combatry or have a second weapon you 
must abstract 6 COMBAT SKILL for the first two rounds of combat. After two rounds you 
are able to retrieve your weapon and you can fight with that. 
 

Drunken Brigands: COMBAT SKILL 12  ENDURANCE 31 
 

If you defeat the brigands, turn to 21. 
 
66 
Quickly you utter the well-known magical words to activate your Power-word spell (you 
lose 3 WILLPOWER points). To the utter surprise of Wallice and his lackeys the weapon 
stops its arc of death less than a hair’s breadth from your forehead and Wallice is unable to 
move. Wallice is powerless as you retrieve your weapon from his grasp. With the loss of 1 
further WILLPOWER point, you release your spell on the brigand.  
 
Realizing he has regained the control of his limbs he desperately fumbles for a dagger 
thrust in his belt. Before he can react you strike Wallice across the face with your weapon, 
sending him tumbling into a table. 
 
Wallice’s lackeys cry in outrage at your ‘murder’ of their friend. Gathering their courage 
they dash forward hoping to take you by surprise. You cannot evade this combat and must 
fight them to the death. 



 
Drunken Brigands: COMBAT SKILL 12            ENDURANCE 31 

 
If you succeed in slaying the brigands, turn to 21. 

 
67 
The iniquity of this torture proves too much for you. As you feel your arms are about to 
break you sobbingly reveal all of your secrets. Twenty days later during the siege of 
Holmgard your broken body is presented to Darklord Zagarna as a gift from Lord Lachlan 
the Overlord. 
 
Your decapitated body now rests beside that of King Ulnar and that of Silent Wolf, the only 
survivor of a massacre of the Kai Monastery. Your heads are impaled upon Giak lances and 
decorate the Chamber of State. The last hopes of Sommerlund have fallen. 
 

Your life and quest end here. 
 
68 
There is an ominous creaking sound as the door shifts open. Your hand instinctively goes 
to your weapon as you step through the door. A young man in a black hood and cape smiles 
at you in the dim light. He sits at the only table in the seemingly empty room. He gestures 
to the only available chair across from where he is sitting. The floor boards groan as you 
step into the building and the door slams behind you.  
 
“Hello traveler,” says the robed man,” how may I assist you?” 
 

If you have a Torch (Tinderbox required), a Lantern, or a Kalte Firesphere than don’t 
continue but, turn immediately to 239. 
 
If you don’t have any of these items turn to 155. 

 
69 
Ragadorians point and whisper as you are led away towards Lachlan’s tower. You cannot 
help but tremble at the thought that you will not live to see the sunrise. As the sun sets you 
enter the temple of the dreadful Lachlan the Overlord. Silently you pray for any watchful 
gods to protect you, and to keep your mission secret. 
 

Turn to 47. 
 
70 
Your eyes dart from side to side, taking in your surroundings. Suddenly you see your 
chance to move. Reaching behind you, you relieve a pirate of his dagger and silently slay 
him with it. Before his body hits the ground you have reached the pirate captain and 
pressed the dagger blade against his jugular. 
 
“Move one muscle and I will slit his throat!” you warn his followers. You press the blade 
harder to show that you mean business. 
 
“Hmm,” says the pirate captain with a serenity that he evidently does not feel,” it seams as 
if we are at a standoff.” 
 
His eyes glance warily at the blade pressed against his throat,” I think that we can work out 
some sort of negotiation.” 



 
Looking over a pirate’s shoulder you see another vessel approaching through the storm. 
Only this is no pirate vessel. 
 
“No negotiation necessary,” with that you slay the pirate captain and launch yourself at the 
enemy ranks. 
 

Turn to 130. 
 
71 
As you mount up Troke comes riding up on his horse. Troke dismounts and his horse 
breaths so heavily that you fear for its health. 
 
Viveka smiles,” you missed a great battle, oh exalted one!” 
 
Troke is anything but grinning,” I tracked down an assassin that was watching the bandits 
last night. I fear that there is a great price on your head, my Vakeros friend. I captured the 
assassin and after tying his feet and placing them over a small fire for an hour or so he told 
me who sent him.” 
 
Suddenly you become all ears. Whoever is trying to kill you is going to great lengths to 
make sure you do not enter Holmgard alive. You can’t help but wonder who it is. 
 
“The one who betrayed the Brotherhood of the Crystal Star is a magician. His name is 
Vonotar. Apparently he denounced the order yester-morn and killed one of the elders of 
the sect in cold blood. There is some dark plot against Sommerlund and the Lastlands 
(gain 1 Knowledge point). And if I’m accurate in assuming Vonotar’s next move we are all 
damned. He is going to attack the Kai Monastery.” 
 
“I have some minute bad blood with the Kai,” says Viveka,” but they and the Durncrags are 
the only things stopping the Darklords from conquering the Lastlands.” 
 
“We must reach the king,” you say decisively,” without the Kai Lords to lead the 
Sommlending armies; all of Northern Magnamund will fall.” 
 

Turn to 91. 
 
72 
Quickly you retrieve your weapons from the coach and turn to meet the advancing riders. 
There is the familiar, sharp sound of weapons being drawn from the scabbard as the black 
riders bear down upon you. 
 
Fy-quor stands upon the roof of the coach, his longbow’s string drawn taunt,” come 
nightmare rider. Come and meet swift death at my bow.” 
 
He quickly fires three arrows wish such deadly accuracy that all three would have cleaved 
this creature’s heart were it a mortal being. Undaunted by the reign of arrows the creatures 
are upon you. You leap up and swing a blow at the base of the first rider’s neck but your 
weapon passes through the creature’s body leaving him unaffected. 
 
“By the gods,” you shout to your comrades,” these vile creatures are of neither flesh nor 
blood!” 
 



Ilidan is cut down by one of the dark riders. Swiftly you save him from the trampling 
hooves of the horses. There are eight riders and your friends can barely parry their blows. 
Within seconds you will be overrun. 
 
Julinor shouts to you over the din of battle,” get onto the stage-coach!” 
 
You and your friends back up towards the stage-coach. This is difficult for you to do as you 
are carrying Ilidan over your shoulder. As you climb onto the stagecoach Julinor takes the 
coach-master’s former position and give the reigns are very sharp snap. 
 

Turn to 16. 
 
73 
To your utter dismay your shaft harmlessly shatters against the ground in front of the feet 
of the thieves. Silently you discard your long-ranged weapon and prepare for close combat 
with the cutpurses. 
 

Turn to 205. 
 
74 
Your piercing screams penetrate the once peaceful night. Passerby Ragadorians shake their 
heads. To them you are just another instrument of the overlord’s cruel power. You suffer 
twenty minutes of the Yuriyin’s electric tentacles before the first torturer shakes his head. 
Your chest heaves and is black from the electricity that was just surging through your body 
(you lose 6 ENDURANCE points). Silently you pray you won’t give away the secret of your 
mission. 
 
What comes next fills you with unfathomable terror. 
 

Turn to 55. 
 
75 
You and your two friends sprint through the astonished crowd of Ragadorians towards the 
main entrance to the square (gain 1 Prudence point). As you reach freedom you turn and 
take your last glimpse at the once puppet captain of the overlord. Ten archers on top of the 
barracks surrounding the square have loaded their longbows. Two barbed shafts strike 
Mathis but he manages to stay on his feet. He is wounded by one of the Silent Brotherhood 
in the side and his eyes begin to glaze over in a haze of death. Falling to one knee he 
manages to still lift the great battle-axe and fend off the Silent Brotherhood police.  
 
Troke turns and roughly tries to drag you away from the carnage. As a third arrow cleaves 
Mathis’ heart in two his eyes meet yours and with a silent nod you turn around and sprint 
away from the square. 
 

Turn to 82. 
 
76 
As you reenter the streets of Holmgard you hear a soft clanging noise in the orange-roofed 
house at the very end of the street. Drawing your weapon you approach the door and reach 
out for the doorknob. 
 
With a loud crash and the sound of splintering wood the door of the house crashes 
outward, sending you flying back into the street. As you ungracefully struggle to your feet 



blood seeps down into your eyes. Your forehead has a huge gash across it that is very deep 
and grievous (you lose 2 ENDURANCE points). Valiantly you draw your weapon and 
whisper a small prayer for any listening gods to aid you in this combat. The assassin draws 
his scimitar and a short sword and then lunges forward with a war-cry. 
 
Because your own blood is obscuring your vision you must deduct 4 from your 
COMBAT SKILL for the duration of the combat. To your astonishment the assassin has 
taken some sort of potion to increase his strength back to normal. You may evade the 
combat after two rounds of combat by turning to 19. 
 

Assassin: COMBAT SKILL 21   ENDURANCE 22 
 

If you win the combat, turn to 178. 
 
77 
Pawns of the Divine is a board game where there are two players; each controlling a 
separate army. The object of the game is to kill your opponent’s game pieces from the 
board before he does the same to you. You may play as many games of this as you wish. 
 
First choose how much you wish to wager. Then pick a number from the Random Number 
Table. If you are a Sage or know Intuition than you may add 2 to this number.  
 
If your final number is 6 or higher than you gain twice what you bet. If your number is less 
than 6 than you lose whatever amount you wagered. 
 

If you earn enough to pay your passage than, turn to 51. 
If you have no money left, turn to 213. 

 
78 
As soon as the squirming brigand escapes your tight grip his friends angrily leap at you 
(you gain 1 Compassion point for releasing Wallice). Your weapon falls from your grasp as 
you are knocked across the tavern floor. People begin to rush for the door and the 
bartender leaps beneath the bar to avoid the fight as you fall back into a table. Stale ale and 
beer fly through the air as the table collapses beneath your weight. The brigand named 
Wallice picks up your weapon and strides over to you. 
 
“Shouldn’t of mest’ with me!” says Wallice with a scornful sneer and he lunges forward in 
an attempt to impale you with the weapon. 
 

If you possess the Magi Discipline of Shield, turn to 12. 
If you possess the Magi Discipline of Power-word and wish to use it, turn to 66. 
If you wish to try to roll out of the way, turn to 210. 
If you want to attempt to seize the weapon from him, turn to 46. 

 
79 
Viveka’s hair is wet and hangs in clumps along her shoulders. You can tell she also enjoyed 
her bath. 
 
“I just called you here because we need to talk,” says Viveka as she sits on her bed.  
 
You sit down next to her and begin to feel relaxed,” Something is amiss in Sommerlund; I 
can feel in my blood that there is some dark plot brooding at every corner. No one knows 
who you are save me and Troke, yet there is already a 2000 crown bounty on your head. 



Even I was tempted at the offer. Had not Troke befriended you I probably would have 
undertook the proposal.” 
 
She realizes by the look on your face that she is not being reassuring and so decides to shift 
the conversation a little bit. 
 
“My point is that we have to watch our step,” continues Viveka,” tomorrow we shall travel 
to the Chamber of State to warn the King about what your friend Ryka has told you.” 
 
After agreeing with Viveka on her plan you decide that it is time you retired to your room 
(you have gained 1 Knowledge point from your conversation with Viveka). A few minutes 
later you climb beneath the woolen blanket and fall into a profound, restless sleep. 
 

Turn to 5. 
 
80 
After a hundred steps or so the staircase stops at a small cavern. You stare in awe at the 
sight that greets you. Over twenty thieves are doing various manners of business. Three of 
them stand hunched over a table, obviously planning a pilfering of some kind. These men 
and women are no common pickpockets. This is the group accused for many different 
crimes. Mostly robbing banks, stealing into rich merchant’s homes, and other misdeeds. 
 
One man standing ushers you into the cavern. You are quick to note that his eye is replaced 
by a decorative eye-patch, marking him as a possible ex-corsair of some sort. 
 
“Welcome to the underground lair of the mighty Thieves’ Guild of Ryme young one,” says 
the man,” I am Loxlei of Lakuri. We are always accepting new brothers into our ranks. 
However you must first past the test.” 
 
All the other thieves turn their immediate attention towards you and you get the 
premonition that if you refuse you will not leave alive. Chairs are readily pushed aside and 
arrows are notched into their bows. Your hand immediately goes for your weapon but 
Loxlei tells you to stay your hand. 
 
“Don’t worry, me lad!” says Loxlei,” The test is an easy one enough, just a simple riddle is 
all.” 
 
You sit down in an empty chair and listen as the thief recites a conundrum. 
 
“A peasant from outside the city of Anskaven owns a goose farm. Ten years ago he had only 
one goose. So five years ago he bought a female goose for 5 Crowns from a friend of his in 
Toran. These two geese mate every year including the year the female goose was 
purchased. Each year they produce offspring. The first year they were together they had 
one gosling, the second year two, and the third year four more geese were delivered.”  
 
“As the geese population increased, so did the number of goslings produced each year at 
the same exponential rate. The original two geese died last year but the exponential rate of 
population growth has stayed the same. How many geese does the farmer have today?” 
 

If you know the answer to the riddle than go to that section number. 
 

If you can’t figure it out than, turn immediately to 162. 
 
81 
Luckily it doesn’t take you long to rejoin with your companions. It is almost dawn when 



you feel the lack of sleep overwhelming your senses. With a small groan you fall of your 
horse and onto the road, deep in sleep. 
 

Turn to 117. 
 
82 
A few minutes later you and your friends ride out of Ragadorn, leaving Lachlan to brood 
over the bounty he never collected…and to Vonotar’s wrath. You spend the entire day 
riding south-east towards Durenor and Viveka’s home city of Ryme. As night falls you have 
reached the edge of swamps south of Gorn Cove.  
 
After consulting your map you estimate that Ryme is only 70 miles away. You decide to 
continue riding throughout the night. Morning comes and so does your hunger. You must 
eat a Meal here or lose 3 ENDURANCE points. Remember you cannot use your discipline 
of Survivalism here in the Wildlands.  
 
You continue to ride south-east until midday where you reach a small oasis. The horses are 
allowed to stop and drink water. 
 

If you have a Silver Medallion, turn to 50. 
If you don’t, turn to 187. 

 
83 
Tyroge’s martial art skills quickly exceed your own. With a flurry of blows he is able to trap 
you in the corner of the ring. To avoid a bone being broken you quickly admit defeat and 
take your 15 Gold Crowns. 
 

Turn to 39. 
 
84 
Viveka has managed to retrieve her short swords and stands by you, prepared to fight to 
the death. The bandits require no further encouragement and rush forward. 
 

Bandit Troupe: COMBAT SKILL 15  ENDURANCE 60 
 

If you survive the first three rounds, turn to 37. 
 
85 
The silver medallions were created by Vonotar the Traitor. He uses them to quickly dispose 
of any of his agents that fail their tasks. It is unfortunate for you that you have picked one 
up on your travels. There is a loud explosion and the medallion sends your tattered body 
flying several feet into the air. You friends gaze sadly and your frayed body before turning 
north-west and to Port Bax. 
 

Your quest ends here. 
 
86 
In Lachlan’s dark dungeon you spend the night in meditation, preparing yourself for your 
death come the dawn. As you hold your broken, battered body you softly begin to sob 
brokenheartedly. Viveka reaches through her cell into yours. She is in the same sad shape 
and you can tell she barely endured the torture. 
 

Turn to 22. 



 
87 
Even trying with all your might you cannot beat the sailor. Your arm hits the table with 
such force you are amazed that it is not broken. The sailor rises and laughs outrageously. 
 
“Tell you what kid,” he says laughingly,” you’ve made my day so I won’t crush your arms 
like toothpicks today!” 
 
Your pride injured you make your way over to where equipment is being bought and sold.  
 

Turn to 113. 
 
88 
As the second pirate hits the deck in a shower you are sprayed in the face with a blood, salt 
water mixture. Glancing over you see that the crew of the Drake have managed to regain 
their weapons and fight the pirates blow for blow. It is now that you glance for the first 
time at Captain D’Val. He is a tall, stunning man brandishing a glittering sword against the 
enemy. Suddenly you see a lone pirate sneaking up behind the unwary Sommlending 
captain. 
 

If you have a Longbow and wish to use it, turn to 198. 
If you have a Crossbow and wish to use it, turn to 233. 
If you know Magi-magic and wish to use it, turn to 215. 

 
If you don’t have any of the above weapons or spells or don’t wish to use them, turn 
to 60. 

 
89 
The captain takes away your Special Items, Weapons, and Belt Pouch and the three of you 
are securely bound. You and your friends are slapped around a bit but are mostly unhurt as 
you are dragged through the streets to Lachlan’s tower. Along the way you see a news 
board with a large poster on it. As you pass it you see a poor sketch of your face on the 
lower right-hand corner of the poster and you realize it is a wanted poster. 
 

 
 
One of the men jokingly prods Viveka and Troke becomes infuriated at the cold treatment. 
Seething in anger he snaps the bonds on his wrists as if they were made of silk. Before the 
man holding him can react Troke lays him out cold with a single punch to the jowl.  
 
The captain strikes the mercenary across the face with a mailed fist. Blood flows freely 



down Troke’s face and you realize it is a grievous wound and needs to be attended to. In 
the midst of the captain’s cold treatment you get the feeling in your gut that all is not what 
it seems with this man. 
 

If you possess Rejuvenation, turn to 110. 
If you have some Rendalim’s Elixir, turn to 206. 
If you have some Laumspur, turn to 152. 
If you don’t have any of the above items/disciplines or don’t wish to use them on 
Troke, turn to 168. 

 
90 
As the dawn sun strikes the rooftops of Holmgard you feel awe at the absolute 
magnificence of this city. Its brilliant splendor leaves much to marvel at, but you remind 
yourself of the task at hand. You and your friends are about to climb into the stagecoach 
predestined for Ragadorn but the coach-master halts you. 
 

 
 
“Your weapons must be placed with the other luggage on the roof,” says the arrogant young 
man. Your weapons are hastily tied off with the other belongings and you and your friends 
sit down in the stagecoach. Without further delay the coach-master whistles at his two 
horses and you are on your way to Holmgard. 
 
Quickly you fall into slumber as the stagecoach rides along. The weariness off your travels 
has finally caught up with you. Even the large potholes and cracks in the road jolting the 
coach can’t wake you from your well deserved rest. Several hours later you stir and realize 
that you’re hungry (you must eat a Meal here or lose 3 ENDURANCE points).  
 
There are three passengers in the coach not including your self and your friends and you 
quickly enter pleasant conversation. There is a Sommlending Knight named Julinor, a 
ranger who doesn’t partake in any conversation other than telling you his name, Fy-quor, 
and a mason named Ilidan. You learn much of the happenings around Ragadorn from 
Ilidan, none of which are pleasing to the ear. Apparently Lachlan the Overlord just raised 
his taxes on the poor Ragadorians (gain 1 Knowledge point). 
 
It is afternoon the next day when you pass the last stretches of the Durncrags and enter the 
Wildlands. Suddenly you hear a scream and quickly glance out the stagecoach door. 
Pick a number from the Random Number Table. 
 

If your number is between 0 and 4, turn to 249. 
If your number is between 5 and 7, turn to 175. 
If your number is between 8 or 9, turn to 147. 

 
91 
You and your friend ride at a steady pace until midday where you reach the road that 
travels south towards the Pass of Moytura. You have now entered Sommerlund and the 



capital city of Holmgard is but miles away. With renewed vigor and vitality you and your 
fellow travelers ride as hard as you can. Just before twilight Holmgard enters your view. 
 

Turn to 7. 
 
92 
As you crouch to raise Viveka to her feet, Fy-quor demands the warrior leader give 
testament to how he slew Zagarna’s undead agent. Viveka is surprisingly uninjured and 
climbs to her feet rather steadily. Quickly you stride up to Fy-quor and with a twist you 
reset his arm. It takes but the work of a few moments for you and Troke to apply a splint to 
it. 
 
The warrior takes off his silver helm and holds it in the crook of his arm,” I am Irlador, son 
of Mirafor of Corvine. I and my company are all that is left of our village; the scourge from 
the west burned it to the ground. We have been hunting these undead abominations for 
eight days. We caught them near the border of the Durncrags and have pursued them this 
far inland. As for how I slew one, my blade is no mere sword. My sword is Windwraith, of 
the mountain-cities of Bor, and it has many magical properties.” 
 
Fy-quor inspects the sword held out to him and then passes it back,” I shall join you in the 
hunt. My bow is swift and my feet swifter.” 
 
Irlador seams to look the man over and then nods his head,” a Northern Ranger could 
become of value. You are welcome.” 
 
His men help lift the damaged stagecoach and drag Troke and Julinor out from 
underneath it. Troke is soon roused but the knight Julinor’s heart was pierced by a piece of 
timber. 
 
Graciously Irlador gives you and your companions three horses,” may they serve you well. I 
know not of your quest, but intuition tells me our paths will cross once again.” 
 
Irlador and his company turn and ride off into the distance. You and your companions 
bury the dead body of Julinor and you say a short prayer.  With that you, Troke, and 
Viveka ride off towards Ragadorn, now only a short while away. 
 

Turn to 18. 
 
93 
As you ride across the bridge into Ragadorn, a contingent of soldiers stop you from 
entering the city. You here a small sob of terror as Troke realizes who these ‘soldiers’ are. 
Viveka’s hand reaches to her weapons as she sneers,” these are the Silent Brotherhood, 
Lachlan’s secret police.” 
 
There are a dozen and a half of the police forces and your hand reaches towards your own 
weapon as their leader steps forward. 
 
“Lachlan the Overlord wishes an audience with you and your friends, Outlander,” says the 
captain of the contingent. He is a tall, brooding youth with blonde hair that reaches his 
shoulders in length. You are surprised to see he can be only a few years older than yourself. 
 
Troke steals you a look showing he is ready to fight to the death despite the desperate odds. 
You must decide what to do. 



 
If you have Intuition or are a Paladin or Principalin, turn to 182. 
If you wish to charge the Silent Brotherhood police, turn to 15. 
If you wish to surrender, turn to 223. 
If you wish to turn your horse around and risk running away, turn to 164. 

 
94 
Troke and Viveka seam relieved when you suggest that you set up camp here and get a 
fresh start in the morning. The horses happily lie down and chew on some weeds. Viveka 
retrieves enough dry timber to last the night. As you are about to fall asleep beside the fire 
the howl of a wolf sends involuntary shivers down your spine. 
 

Turn to 186. 
 
95 
Suddenly your senses scream that this medallion is evil. You clutch it around the chain and 
rip it from your neck. The Silver Medallion has barely left your fingers when it explodes. 
 
“What in the name of Kai was that?” exclaims Troke. 
 
“It’s that medallion I found,” you explain,” there was some evil aura about it.” 
 
Remember to deduct the Silver Medallion from your Action Chart before continuing. 
 

Turn to 187. 
 
96 
Silently you wait for your opening. As the two pirates fasten hold of the captain of the 
Drake you slam your elbow into the crotch of the pirate behind you. Using all of your will 
you sprint towards the captain and push the first pirate off the rail of the ship. You relieve 
the second one of his crossbow and knock him unconscious with it. 
 
The pirate captain raises his hand and six pirates; all armed with crossbows are instantly at 
his side. The pirate captain is less than twenty paces from you; you couldn’t miss if you 
wanted to. As the captain prepares to signal his buccaneers to fire you place your finger on 
the trigger to your own crossbow. 
 
“Lower your hand and you will be slain before your men can even perceive your order,” you 
threaten menacingly. 
 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the crossbow aimed at his heart,” I think that we can work out 
some sort of compromise here.” 
 
Looking over a pirate’s shoulder you see another vessel approaching through the storm. 
Only this is no pirate vessel. 
 
“I think there is no longer a need for negotiations,” you fire the crossbow and leap at his 
followers with a vicious war-cry. 
 

Turn to 130. 
 



97 
As you sprint towards where you heard the scream, Viveka on your heels, a foot protrudes 
out in front of you and you fall heavily to the ground. Your mouth opens in a cry of dismay 
and you end up eating dirt. Ten dark forms encircle you and Viveka. One of them steps 
forwards and strikes you over the head with his spear. In a flash of colors and bright lights 
you fall over unconscious. 
 

Turn to 199. 
 
98 
Your screams of pain are heard clearly even to the docks of Ragadorn. The electric creature 
leaves many burns on your chest that result in deep scars. After suffering ten minutes of 
this torture you reveal the nature of your quest to the torturers. Twenty days later during 
the siege of Holmgard you are delivered to Vonotar the Traitor and Zagarna the Darklord. 
 
It may interest you to know that it took eight days of torture in the Darkland city of Kaag 
for you to finally die. 
 

Your life and quest end here. 
 
99 
The shaft flies true and the pirate is immediately impaled upon it (you gain 3 Prudence 
points). The arrow has found a slight chink in his armor, just below the armpit and he is 
skewered. With a startled cry he falls to the deck, destined to never slay, pillage, or 
deflower ever again. Pushing your way through the battle you make your way over to D’Val. 
 

Turn to 116. 
 
100 
As you fire the ship rocks due to the inconstant waves and your aim is thrown off. As near 
as you can tell the quarrel only scratched the pirate and he is not persuaded from 
backstabbing D’Val. With a silent curse you draw your melee weapon, knowing you have 
mere seconds to save the captain. 
 

Turn to 60. 
 
101 
You gather your nerve and charge the door. You slam into the wood door full force, using 
your shoulder to give more power into the blow. Unfortunately the door is made of sturdy 
Durenese Oakenwood and all you have managed to do is wind yourself (lose 1 
ENDURANCE point). The blacksmith opens the door to see you lying on his doorstep. 
 
Laughing outrageously he reaches a hand down to help you up. He invites you into his 
shop and after searching it thoroughly you are satisfied that the assassin has not been in 
here. Before you leave the muscular blacksmith offers you a freshly forged Oriental 
Battlesword. As a Vakeros you are blessed with the knowledge of weaponry and your 
senses tell you this is a wonderfully crafted sword, made from the finest Durenese metal. 
 
The blacksmith asks 18 Gold Crowns for the weapon. You may also trade in any other 
weapon for 4 Gold Crowns. Two-handed weapons with blades can be traded in for 8 Gold 
Crowns. 
 

Turn to 200. 



 
102 
With an idiotic grin the buccaneer charges you, fully intent on slaughter. You may evade at 
any time by turning to 180. 
 

Lakuri Buccaneer: COMBAT SKILL 15        ENDURANCE 26 
 

If you win the combat, turn to 41. 
 
103 
After traveling along the alley for a moment you find that it is a dead end. As you turn to 
return to the main square you see three cloaked figures in front of you. The leader steps 
forward and draws a warhammer from inside his cloak. 
 
“Give us your gold and there won’t be any trouble,” he says in a low, menacing voice. 
 

If you wish to attack the thieves, turn to 205. 
If you have a Longbow and at least 1 arrow, and wish to use it, turn to 122. 
If you have a Crossbow and at least 1 quarrel, and wish to use it, turn to 227. 
If you wish to surrender your money, turn to 25. 

 
104 
Drawing your weapon you dash forward and distribute the first blow. He leaps to the side 
and draws a menacing, black scimitar from a sheath on his back. It is only now that you get 
a glimpse of the assassin. He is clad head to toe in black cloth, and a wrap-around mask 
veils his face. 
 
The morning sunlight cascading from the single window glitters off of the pitch-black blade 
that he wields. In a slow arc he skillfully moves the scimitar in an offensive position and 
then charges forward. 
 

Assassin: COMBAT SKILL 21     ENDURANCE 22 
 

If you manage to take his ENDURANCE down by half (11), turn to 161. 
 
105 
As the third position of the morning sun arrives in the sky you ride. Little do you know, but 
at this very moment on the day of Fehmarn the Kai Monastery is being attacked and the 
slaughter of Sommlending brood has begun. You ride all day, pausing twice to give the 
horses some water. Shortly after midday a small band of Szalls attempt to steal your rides. 
Only two of them escape your company’s wrath. As night approaches the familiar port-city 
of Ragadorn appears on the horizon. The sun sets behind you as you ride into the city, 
ready for a good night’s sleep. 
 

Turn to 93. 
 
106 
As you bend down to attempt to heal Ilidan, Fy-quor stays your hand,” he has been marred 
by a rir-thor blade. It is gilt with metal not found on this world and forged within the fiery 
furnaces of the dark city itself. He will soon pass into the Plane of Darkness; there is no 
saving him now (gain 1 Compassion point for the attempt).” 
 

Turn to 189. 



 
107 
“Ah, there’s my warrior-hero now!” Troke’s deep voice bellows across the barroom and you 
shake your head despairingly at Troke’s habit of downing alcohol. He is sitting at the bar 
ravenously drinking a frothing pint of the famous island drink, Chai-cheer. You can tell by 
the way his words are slurring he has already had three or more. Two Sommlending 
marines sit on either side of him sharing drinks with him and laughing just as 
outrageously. 
 
“Come and have a drink with us, Alasi!” says Troke with a bubbling laugh. 
 
“Sorry, my friend,” you say with a small smile,” but I am weary and all I wish for now is a 
bath and a warm bed.” 
 
The bartender puts down a Silver Key on the bar and extends his hand,” that will be 3 Gold 
Crowns for the night, young sir. I don’t accept that foreign money neither, so don’t offer it 
to me! Gold Crowns only.” 
 

If you don’t have the money, turn to 2. 
If you can pay the fee, turn to 154. 

 
108 
“No!” you draw your weapon and bravely leap into the ranks of the Silent Brotherhood. 
Three of them fall to your weapon before you reach Mathis and fight with him back to 
back. 
 
“I told you to fly!” 
 
“How did you know I’m Vakeros?” you demand. Suddenly his image shimmers and you see 
him as he is: a tan-skinned Vakeros. The Shape-Shifting ability of the High-magi is well 
known and well practiced. You are astounded that you didn’t see through the spell before. 
There are twenty of the Brotherhood and you must fight them as one enemy. Due to the 
surprise of your entry into the battle you may add 2 to your COMBAT SKILL for the first 
two rounds of combat. 
 
“Get out of here,” shouts Mathis, but you are determined to fight. 
 

Silent Brotherhood Contingent: COMBAT SKILL 21       ENDURANCE 50 
 
For this combat only you may halve the damage you receive as Mathis is taking half the 
damage inflected upon the two of you. 
 

If you win the combat, turn to 224. 
 
109 
The battle halts as the lion-hound collapses to the deck with a mighty roar. With great pain 
you lift yourself up to deliver a final blow, but the creature is slain. Adrenaline surges 
through your veins and you raise your bloodstained and ichor-covered weapon towards the 
rain-swept sky. You have done it, you have slain the unkillable. No matter what the forces 
of darkness through at you, you manage to overcome it! 
 
Suddenly in the back of your mind you hear a giddy giggle of a girl. You whirl around and 
peer into the darkness of the stormy night and see nothing. 



 
I see, says a voice, you think you did this on your own. Interesting. Humans, no matter 
how heroic they are, think they are all-powerful. 
 
The words slip from your mind as you join the carnage of the final throws of battle. The 
pirates immediately begin to run to their ship after seeing their gigantic champion fall. A 
hail of arrows pierces the few remaining pirates as they desperately try to sail away from 
the Lavender Drake. All the remaining pirates have been trapped in small groups by 
Captain D’Val’s men. Not a single buccaneer makes it onto the pirate vessel alive. 
 
As your wounds take toll on your body and you collapse to the deck Captain D’Val shouts 
orders for you to be mended. As you slip into darkness you hear that girlish, laughing voice 
in your head again. 
 
And so the fourth has come into play. If only you knew what I knew. If only you knew 
what the past-future has in store. But then again, if you knew, you wouldn’t be here 
would you? No matter, sleep now young one. You will need it for what is to come. I just 
hope you will do what you have to do. We will talk again soon, young Magi. 
 
Then nothing… 
 

Turn to 250. 
 
110 
You try to struggle free from the Silent Brotherhood member who has a secure grip on your 
arm. With an abrupt maneuver you send him over your shoulder. A second secret police 
member draws his sword and approaches you. You seize his sword-hand and clout him 
square in the jowl. A third rushes you and you grab his head and shatter his nose with your 
knee. Three of them get hold of you and try to restrain you back to the ground as you 
struggle violently to get to Troke. 
 
Viveka begins to thrash about as well,” let him go, you bastards! He’s just trying to help 
him, not escape!” 
 
Surprisingly the captain motions for the policemen to let you go. You spit at the feet of the 
captain with contempt but he looks at you with indifference. You crouch beside the form of 
Troke and place your hands on his face. Your hands begin to glow and the blood and deep 
gash on Troke’s face begins to disappear. As soon as you are done you allow yourself to be 
marched off again (you have lost 2 WILLPOWER using this skill but you have gained 3 
Compassion points and 2 Honor points). 
 

Turn to 69. 
 
111 
You and Troke follow Buccaneer Lane almost to the western border of the city before 
turning south on Pewter Street. It doesn’t take long for you to find your way to Coalition 
Street. This you follow until you find the harbor of Ryme. 
 

Turn to 136. 
 
112 
The next morn you wake and prepare your equipment. After loading it onto a horse you 
mount and leave the port-city of Ragadorn behind. You ride all day through the Wildlands 



on your way to Sommerlund and the capital. At noon you reach a small, green glade filled 
with tropical wildlife and a small pool of clear water. You notice that your horse is panting 
from the five hour ride and desperately needs the water. But you are also intent on 
reaching Holmgard by nightfall and if you were to stop now it would severely slow you 
down. 
 

If you wish to stop at the glade, turn to 229. 
If you wish to rely on your instincts and continue riding, turn to 20. 

 
113 
The pawning merchant is a nice enough fellow and respectfully inspects your equipment. 
He points to the sign above his head. 
 
“That is what I need. Anything else you have I will accept for 2 Gold Crowns.” 
 

Runemail – 30 Gold Crowns 
Meals – 2 Gold Crowns 
Swords – 5 Gold Crowns 
Crossbows – 5 Gold Crowns 
Laumspur – 5 Gold Crowns 
Arrows/Quarrels – 1 Gold Crown 
Blankets – 1 Gold Crown 
Fur Blankets – 4 Gold Crowns. 
Gold Rings – 4 Gold Crowns 
Silver Rings – 3 Gold Crowns 
Battlesword – 16 Gold Crowns 
Rendalim’s Elixir – 5 Gold Crowns 
Padded Waistcoat – 10 Gold Crowns 
Axe – 4 Gold Crowns 
Quarterstaff – 4 Gold Crowns 
Dagger – 3 Gold Crowns 
Chainmail Undercoat – 20 Gold Crowns 
Broadsword – 14 Gold Crowns 
Battleaxe – 16 Gold Crowns 
Other Weapons – 2 Gold Crowns 

 
If you have enough money to pay the fare, turn to 51. 
If you don’t have enough money to pay the fare, approach the gaming tables at 77. 

 
114 
To your dismay you realize you are unable to dodge the quarrel as it speeds across the 
room towards your heart. 
 

If you are wearing Runemail, turn immediately to 4. 
If you are wearing Chainmail or Scalemail, turn to 190. 
If you do not have any of these types of armor, turn to 119. 

 
115 
Daga becomes angered at your elusive skills and charges you. Skillfully you leap aside and 
strike Daga with a spin kick to the back of his head. The blow knocks him out of the ring 
and it takes three men to drag his motionless body away. 
 
The third match is a long one but in the end Tyroge defeats Gathor. Archmil is victorious in 
the fourth match. You have to wait a few minutes for the official to draw up the second set 



of matches. 
 

Round 2 
Olsew son of Otmod vs. Alasi Relivaur 

Tyroge Anfyn vs. Archmil of Anari 
 
Olsew is a chiseled man and by his looks he is obviously a pirate. He fights wearing only a 
pair of breeches in the hot sun and numerous tattoos snake his arms and chest. He smiles 
at you, confident in his victory. Silently you ignore his taunts, kneel down, and rub sand 
into your hands to prevent sweating.  
 
He tires waiting for you and charges. With a swift uppercut you send him sprawling and 
the mob roars with glee at the blow. He is quick to be up and prepares himself like a 
seasoned pugilist. 
 

Olsew: COMBAT SKILL 18    ENDURANCE 22 
 

If you win, turn to 237. 
If you lose the fight, turn to 45. 

 
116 
The pirate assassin lies dead at your feet. You may keep his Scimitar if you wish. Glancing 
around you see the battle is almost won. Suddenly you hear an unruly roar that pierces the 
storm’s clamor. On the deck of the pirate ship a giant crate has been meticulously hauled 
towards the joining of the two galleons. One of the pirates opens the crate and a ferocious 
yellow-furred beast leaps from the interior. As you fight your way over to Captain D’Val the 
beast leaps onto the deck of the Lavender Drake. It with horror that you recognize this 
legendary creature from the faraway land of Kasland. It is a beil-dor, a massive, 
expeditious lion-hound; capable of carrying a full grown, male lion in its jaws for miles 
back to its master. 
 
The massive, ripped creature bounds across the deck, tearing apart pirate and soldier alike 
with its terrible, bloody jaws. As lightning flashes you get a clear view of the creature and it 
shakes you to the core. Its back sports pure muscle and its jaws look capable of breaking a 
bear’s back. Each paw is as large as a standard, army issue shield and its golden, cat’s eyes 
pierce your soul. It takes sight of you and lunges forward in attempt to dismember you 
with its powerful jaws. 
 

If you have a Longbow/Crossbow and wish to use it, turn to 10. 
If you don’t have a ranged weapon or don’t wish to use it, turn to 139. 

 
117 
When you awaken you find to your utter dismay that it is nearly noon. Infuriated you 
demand to know why your friends didn’t stir you. Troke busily breaks camp while Viveka 
tries to explain that there was no rousing you, you were in such a deep sleep. As the three 
of you ride off again you feel a sharp pain in your stomach and you realize you haven’t 
eaten yet today.  
 
You must eat a Meal or lose 3 ENDURANCE points. Remember, soon you will be entering 
the Wildlands and you may not use your skills of Survivalism to provide yourself with food. 
 

Turn to 214. 
 



118 
You light your torch and fling it at the approaching Helghast. His black clothing 
immediately catches on fire but before it falls of its force the vile creature manages to 
release its attack. A blanket of dread overwhelms your senses as the rider lets loose his 
electric charge. The stagecoach careens into the ditch and you are thrown upon the road. If 
you possess a Blue-steel Sword the weapon is ripped from your grasp and lands on the far 
side of the road; too far away for you to retrieve.  
 
Pick a number from the Random Number Table. This is how many ENDURANCE points 
you have lost in the confusion. If you are still alive continue reading below. 
 
From your position lying on your back you take in the horrible scene of devastation around 
you. Julinor and Troke lie pinned beneath the stagecoach. Troke is badly wounded and 
Julinor is at death’s door. Fy-quor lies beside you; his left arm severely bloodied but is 
otherwise uninjured. Viveka lies on the far side of the road, unmoving. 
 
You turn to see the Helghasts dismount and draw their blades forged within the realm of 
Naar himself. Rage mounts up in you and you are determined not to die without a fight.  
 
Glancing at Fy-quor he nods his head slowly and draws a sword strapped to the inside of 
his bow sheath. He tosses a Warhammer over to you (you may use this weapon if you 
wish). 
 
As you and Fy-quor rise to your feet and parry the first blows from the Helghasts there is a 
war-cry from the east.  
 

 
 
A horde of flaming arrows strike the Helghasts from behind, causing smoke and confusion 
among their ranks. Twelve warriors wearing chainmail with blue tunics and padding ride 
onto the scene, surrounding the Helghasts. The Helghast leader wields its blade at the 
closest armored warrior but he is not impressed. With one blow from his sword the 
Helghast’s head is separated from its shoulders. The Helghasts immediately take off 
towards the sound, their prey instantly forgotten. 
 

Turn to 92. 
 
119 
The quarrel finds its mark, shattering your heart and sending you crashing to the floor. As 
your eyes glaze over all you can think about is if the assassin was sent to slay Viveka and 
Troke as well.  
 

Your quest comes to an utter end here in Holmgard. 
 



120 
The rest of the pirates board the ship and the crew is quickly taken over. In the middle of 
the storm the enter crew is forced to both knees as the captain of the pirate ship walks on 
board. You are kneeling right next to Cyrune and the captain. You can’t see where Troke is 
and the last you knew Viveka was down in her cabin. 
 
“What should we do with them Captain Nyrilos?” asks one of the pirates. 
 
The captain looks over the crew and speaks,” kill them, kill them all. Start with the officers 
and work your way down.” 
 
Two of the buccaneers seize the captain and draw their swords. You realize something 
must be done to prevent a massacre. Captain Nyrilos is standing only a few feet from you 
and a plan forms into your mind. 
 

If you are a Warrior, turn to 160. 
If you are a Paladin, turn to 230. 
If you are a Steward, turn to 58. 
If you are a Sage, turn to 207. 
If you are a Principalin, turn to 96. 
If you are a Sentinel, turn to 70. 
If you are a Ranger, turn to 194. 

 
121 
The assassin charges forward, his scimitar above his head. Calmly you step aside and draw 
the battlesword you just purchased. His weapon grazes your forehead as you slash his side. 
To your surprise the weapon cleaves through the assassin, halving him at the waist. Using 
your Vakeros weapon-lore you determine that the metal this Battlesword was forged from 
was blessed by a weapon-god himself! The Oriental Battlesword is considered a normal 
weapon and when used in combat will do double damage to any opponent. 
 
However, its blade is so sharp that for every round of combat you must choose a number 
from the random number table. If it at any time lands on 0, 5, or 9 you lose 4 
ENDURANCE points, having cut yourself on your own blade (you gain 1 Knowledge point 
and 1 Valor point). 
 

Turn to 178. 
 
122 
As the three thieves advance upon you, you swiftly drop to one knee and draw your bow 
with rapid agility. Pick a number from the Random Number Table. If you have the skill of 
Penetrate remember to add the +1 bonus to your number (Penetrate uses up 1 
WILLPOWER point). 
 
If you possess Armsmastery in Longbows add 2 to this number as usual. 
 

If your number is between 0 and 5, turn to 73. 
If your number is 6 or greater, turn to 209. 

 
123 
All bets are quickly taken. Decide on which of the contestants below that you wish to bet on 
and then decide how much money you wish to stake. Make sure and mark down this 
number. The maximum you may stake is 10 Gold Crowns. 



 
Ryun of Ragadorn vs. Olsew son of Otmod 
Finfere of Ryme vs. Daga of the Hammerlands 
Tyroge Anfyn vs. Gathor the Weaponsmith 
Archmil of Anari vs. Lof Orudin 

 
The expected outcome is as follows. These chances of each contestant winning were 
calculated from their previous fights and are not guaranteed accurate. 
 

Name, Percentage of Tourneys won 
Ryun, 20% 
Olsew, 10% 
Finfere, 17% 
Daga, 0%, 

Tyroge, 16%, 
Gathor, 10%, 
Archmil, 15%, 

Lof, 12%, 
 

Turn to 56. 
 
124 
Wallice gurgles as you coldly slit his throat (you lose 2 Honor points and 1 Compassion 
point). You let out a war-cry and leap up onto the bar as he falls to the floor. Mugs full of 
beer and ale crash to the floor and against the walls as the seven brigands rush forward. 
You leap forward onto a table but it cannot support your weight. It collapses underneath 
you but luckily the shower of broken glass from the ale mugs does not injure you.  
 
As you rise to your feet the brigands attack. You twist aside and the first brigand crashes to 
the floorboards. After deflecting the second pirate’s blow you leap to the side and trip him. 
The brigands fall back for a moment but then gather their nerve and rush you. 
 

Drunken Brigands: COMBAT SKILL 12    ENDURANCE 31 
 

If you win the combat, turn to 21. 
 
125 
Troke is found drooling over a merchant’s fine, over-priced steel. It takes some time to pull 
his appealing eyes from the foreign merchant’s goods however he soon returns to the task 
at hand. 
 

You can either turn left onto Coalition Street on 173. 
Or you can return to the junction and take Kashmir Road on 30. 

 
126 
There is an audible click as the firing mechanism on your deadly crossbow is suddenly 
released. The quarrel flies straight and true. The bandit leader’s evil eyes slightly flicker 
and then mist over. The crossbow quarrel has penetrated his chest plate and pierced his 
black heart. 
 

Turn to 28. 
 



127 
There is an aura around the creatures in black that you can see; clear as daylight itself (if 
you used Intuition you lose 3 WILLPOWER points). Your senses scream for you to flee as 
fast as possible from the riders. Despite the rising nausea that rises within you, you do not 
flee. Surely you will only meet death if you do not but something within you will not 
abandon your companions to suffering and death. 
 

Turn to 72. 
 
128 
The strong aroma of the herb shop hits you like a tidal wave as the door closes behind you. 
Herbs hang from the ceiling and potions of all different sizes, colors, and varieties litter the 
shelves, floor, and cupboards. A young woman stands behind a counter towards the back of 
the small store. To your delight none of the items are counterfeits as you have seen in 
many herbal stores in Ragadorn. She accepts only Gold Crowns as payment. 
 

Dyliun’s Remedy (+4 WILLPOWER when swallowed) – 8 Gold Crowns 
Rendalim’s Elixir (+6 ENDURANCE when swallowed) – 12 Gold Crowns 
Silva’s Concoction (Antiseptic) – 4 Gold Crowns ea. 
Bormoer’s Frenzy (Combat enhancer) – 8 Gold Crowns 
Pandama’s Brew (fully restores ENDURANCE) – 20 Gold Crowns 
Herbal Stems – 1 Gold Crown ea. 
Tonic Water (restores 2 WILLPOWER +2 ENDURANCE) – 6 Gold Crowns ea. 
Laumspur Leaves – (restores 4 ENDURANCE, 1 dose) - 5 Gold Crowns ea. 
Graveweed Extract (causes death if swallowed) – 4 Gold Crowns ea. 
Holy Water – 12 Gold Crowns 
Bottle of Wine – 2 Gold Crown ea. 
Bottle of Water – 1 Gold Crown ea. 
Empty Flasks – 1 Gold Crowns ea. 

 
All the above items are Backpack items. If you buy two or more items you get a 1 Crown 
discount for every item you purchase after two (2 items –1GC, 3 items -2GCs, etc).  
 
Bormoer’s Frenzy is a combat enhancer much like Alether only stronger. It increases your 
COMBAT SKILL by 10 for an entire combat, but has dire effects. After the combat is over 
pick a number from the Random Number Table. If it is an odd number than pick another 
number (0 counts as an even number). Multiply this figure by 2 and that is the 
ENDURANCE you have lost due to side affects.  
 

If you wish to attempt to steal something, turn to 44. 
After you have bought what you want return to the square at 133. 

 
129 
After looking around the main square for a good twenty minutes you find almost nothing 
of value. Suddenly your luck alters for the better. Glancing at the wares in the town square 
you come across one assortment of goods that are laid out upon a wonderfully woven 
blanket.  A young gypsy girl smiles at you and offers you to look at her items. 
 

If you wish to look the items over, turn to 11. 
If you prefer to press on and look for supplies elsewhere, turn to 192. 

 
130 
As you strike down the first pirate the Sommlending ship pulls along side the stern of the 



Lavender Drake. Swords score flesh and deadly quarrels pierce plate as Sommlending 
soldiers hit the pirate ranks. You are engaged in combat with two of these pirates and you 
cannot evade. Due to the slippery deck if you are wearing Kalkoth boots add 2 to your 
COMBAT SKILL for this combat only. 
 

Lakuri Pirate:  COMBAT SKILL 15 ENDURANCE 19 
 
Lakuri Pirate 2: COMBAT SKILL 18 ENDURANCE 18 

 
If you slay both of the pirates, turn to 88. 

 
131 
Your aim is true and the pirate gazes stupidly at the crossbow quarrel that seams to grow 
out of his chest (you gain 2 Prudence points). With a silent cry he falls to the deck, another 
victim of your exceptional marksmanship. Without a word you put away your crossbow 
and begin to make your way through the battle towards Captain D’Val. 
 
Turn to 116. 
 
132 
Lunging forward you disarm the closest bandit of his dagger and slash him across the face 
with it. Twisting around you let your cloak fall to the ground behind you. Walking forward 
you lift your already loaded Crossbow with your right arm and fire. Pick a number from the 
Random Number Table. If you are skilled in the Magi discipline of Penetrate remember to 
add 1 to this number. If you are skilled with Armsmastery in crossbows add 2 to this 
number as usual. 
 

If your number is 0 or 1, turn to 3. 
If your number is between 2 and 4, turn to 145. 
If your number is 5 or higher, turn to 226. 

 
133 
You and Troke walk along the main road until you come to an interception. Look at your 
map and study the location of Ryme before deciding which way to turn. 
 

If you wish to take Mace Lane north, turn to 14. 
If you wish to continue west on Legionnaire Street, turn to 242. 
Or you can turn south and take Kashmir Road to 30. 

 
134 
Fear overwhelms your senses and you fire your ranged weapon far too late. The lion-hound 
is upon you in a single bound that covers forty feet. Both paws’ claws extend and pin your 
pathetic body to the deck. You squint at the lion-hound’s menacing, golden face through 
blood-misted eyes as you slip into darkness. 
 

Your quest ends here off the coast of Lakuri. 
 
135 
To your disappointment you find nothing else of value among the assortment of valuables 
along the streets of Holmgard. You decide that it is time to return to rendezvous with your 
friends at the inn. 
 

Turn to 40. 



 
136 
“Welcome to the quay, my lords,” says a jovial, young girl as you and Troke cross the 
threshold into the harbor,” attend the podium in the center of the wharf if you are looking 
for work, to charter a ship, or passage on a ship.” 
 
To the left of the main wharf you see that a ring has been set up and two men are busy 
brawling within its roped boundaries. 
 

If you wish to make your way to the podium, turn to 39. 
Or you can join crowd gathered at the ring at 179. 

 
137 
Suddenly the Archbishop notices the sigil that you wear around your neck and apologizes. 
 
”I’m sorry, knight. I didn’t realize that you wore the badge of our lord. What is it that you 
seek?” 
 
“A murderous rogue who passed by this way,” you say. 
 
The archbishop and his deacons allow you to search the cathedral but you do not find the 
man you are looking for. You are determined not to be dissuaded from your search and 
thank the archbishop before leaving the cathedral. 
 

Turn to 76. 
 
138 
Silently you draw your weapon and walk across the street and past the cathedral to the 
blacksmith’s shop. A sign hangs above the door with a carving of two hammers and a silver 
anvil. 
 

HALGORTH’S ARMORY 
 

If you wish to knock on the door, turn to 26. 
If you would prefer to bash the door down, turn to 101. 

 
139 
The lion-hound’s legs ripple with sinew and muscle as he leaps forward. This single bound 
covers over fifty paces. At the last possible moment you leap to the side and strike the 
creature on the shoulder. Undaunted he lets loose a menacing roar and rears up onto his 
back paws. Shrugging away the fear that threatens to root you to the spot, you point your 
weapon towards the ravenous beil-dor in challenge and prepare for a fight to the death. 
 

Lion-hound: COMBAT SKILL 26    ENDURANCE 35 
 

If you manage to kill the Lion-hound, turn to 109. 
 
140 
The Captain of the Guard and his personal warrior-knights escort you to the gates of the 
capital and wish you a safe passage through the Wildlands. The three of you mount up and 
ride off along the road to Ragadorn. Thoughts of homesickness for your homeland fill you 
up as you realize it has been sixty days since you last saw the wonderful city of Elzian. As 
Holmgard disappears from view you cannot help but feel that you will never return home. 
 

Turn to 234. 



 
141 
As you raise your hands in submission you realize that these riders do not expect you to 
surrender. They expect you to die. One blow from the closest rider guts your stomach like a 
fish with his blade. You and your friends are left to lie pathetically on the side of the road to 
Ragadorn. It may interest you to know that you were the last to die, three hours later, 
drowning in your own blood. 
 

Your quest ends here. 
 
142 
“I’m sorry sir,” the girl drops her imitation, husky male voice for her own natural one,” I 
didn’t recognize you. You must be a new recruit for the guild.” 
 
Absent minded you only nod your head. The girl’s hand leaves her sword and you notice 
that when you made some light that her eyes dropped to the Vulture Pendant that you wear 
around your neck. The girl walks over to the far side of the room and pulls a small lever. A 
clandestine door opens directly to your right. Peering into the gloom you see a staircase 
spiraling downwards. This passage is well lit so you put out your light and prepare to 
descend (if you used a torch deduct this from your Action Chart). 
0 

Turn to 80. 
 
143 
To your surprise the assassin’s strength has been fully recovered. Wordlessly the two of you 
begin your silent dance of death. You can evade the combat after two rounds by turning to 
19. 
 

Assassin: COMBAT SKILL 21     ENDURANCE 22 
 

If you defeat the assassin, turn to 178. 
 
144 
As you fire your Longbow the ship rocks and your aim is thrown off. The arrow thuds into 
some floorboards quite harmlessly. But your attempt has alerted your adversary and 
gazing through the windswept rain he makes out your position. He ignores you and turns 
his attention back to the captain. Cursing inwardly you put away your Longbow and draw 
your melee weapon. 
 

Turn to 60. 
 
145 
There is an audible click as the firing mechanism on your Crossbow is swiftly released. The 
quarrel flies straight and true. The bandit leader cries out as the quarrel penetrates his 
shoulder (gain 1 Prudence point). Viveka leaps to her feet and strikes him across the leg. 
Despite the bandit-lord’s cry of pain his men do not hear it. They are too focused on trying 
to bring you down. 
 
You trip a bandit that is attempting to impale you and grab his spear. With a hefty throw it 
pins the bandit leader to the ground. Without a word Viveka gets down on one knee and 
looks the bandit-lord straight in the eye. Even from your distance away you can see the 
fearful look in his eyes as Viveka leans over and guts him with her short sword. 
 

Turn to 28. 
 



146 
Troke’s smile reaches ear to ear at your reply and he pats you hard on the back, “Good 
choice my magician comrade. Tonight we slumber, tomorrow we depart for Holmgard. All 
I ask in payment is ten Gold Crowns and my preference of the spoils we come across.” 
 
It is a good deal and you sense that this is a one time offer that is mostly founded from his 
drunkenness. With a hearty handshake the pact is made and the two of you retire to your 
rooms. Before you withdraw to your straw mattress you must eat a Meal or lose 3 
ENDURANCE points. 
 

Turn to 57. 
 
147 
It is the coach-master who gave out the despairing wail. A band of riders cloaked in black 
led by a tall, robed creature ride towards the stagecoach on horses. The front rider draws a 
black sword and dispatches the coach-master’s head from his body. Panicking you kick 
open the door to the now stopped stagecoach and leap to the ground. Your friends and 
traveling companions are right behind you and Julinor falls on top of you, accidentally 
smothering you.  
 
As you climb to your feet the closest rider strikes you with the flat of his blade sending you 
back to the ground (you lose 2 ENDURANCE points). As the riders bear down on you, you 
are able to clamber to your feet. 
 

If you have the Magi Disciplines of Intuition or Animal Kinship, turn to 127. 
If you wish to surrender to the riders, turn to 141. 
If you don’t have either of the above disciplines or don’t wish to surrender, turn to 
72. 

 
148 
Desperately you hurdle from your horse into the river, in order to avoid the deadly shafts. 
However your luck has finally run out. As you struggle against the current a Silent 
Brotherhood member cruelly shoots you in the back with his crossbow. The quarrel slivers 
your heart, killing you instantly. Your lifeless body floats downstream and into the large 
Gulf of Durenor. 
 

Your life and quest end here. 
 
149 
The quay-master motions to a large, wooden sign behind him written in the native 
language of Durenese. 
 

- Charters (Daily Charges) 
Fishing Boat – 80 Gold Crowns 
Small Galleon – 3150 Gold Crowns 
 
- Passage (per person, includes light cargo) 
*Ljuk (Two Stops, Port Bax + Anskaven) - 400 Gold Crowns 
Anskaven (Two Stops, Port Bax + Holmgard) – 290 Gold Crowns 
Holmgard (One Stop at Port Bax) – 150 Gold Crowns 
Kirlundin Isles (One Stop at Port Bax) – 130 Gold Crowns 
Ragadorn (One Stop at Port Bax) – 120 Gold Crowns 
^Barrakeesh (One Stop at Samiz) - 100 Gold Crowns 



^Ferufezan (One Stop at Samiz) – 80 Gold Crowns 
Kadan – 40 Gold Crowns 
Lakuri Isles – 30 Gold Crowns 
Kuchek – 30 Gold Crowns 
Samiz Island – 25 Gold Crowns 
Port Bax – 20 Gold Crowns 
 
* = Summer months only. 
^ = Temporarily unavailable due to war. 

 
 
The passage for you and your companions would be ninety Gold Crowns all together. It is 
immediately decided that chartering a ship would be far too costly; passage on a ship will 
suffice. 
 

If you have thirty Gold Crowns to pay for your portion of the fare, turn to 51. 
If you cannot pay the fare, turn to 185. 

 
150 
Valiantly you fight to free your neck from the noose but your assailant refuses to let loose 
his grip. Your face turns a shade of blue and your eyes roll to the back of your head as your 
lungs run out of your life giving air. It may interest you to know that the assassin received 
the 2000 crown reward and was promptly murdered and his money stolen the next morn. 
 

Your Quest ends here in Holmgard. 
 
151 
Troke seems well pleased at your decision to suggest his route to Ryme. Before you leave 
the Captain of the Guard escorts you to the Royal Armory where several items have been 
laid out before the three of you. Troke and Viveka choose a few items and leave you to take 
your choice of the rest. You may acquire any two of the following. 
 

Sword 
Axe 
Chainmail Waistcoat (+4 ENDURANCE) 
Longbow 
Quiver (6 arrows) 
Rope and Grapple 
Spear 
Dagger 

 
If you wish to pay for the items you took (and have at least 10 Gold Crowns), turn to 
6. 
If you decide that they are a gift and do not need to be paid for, turn to 140. 

 
152 
You reach into your backpack to retrieve the vial with the concoction of Laumspur. The 
guard strikes you across the face, thinking you are reaching for a weapon and pins you to 
the ground. You valiantly try struggle free from his vice-like grip on your arm. With a quick 
maneuver you send him over your shoulder. A second secret police member draws his 
sword and approaches you. You grab his sword-hand and punch him square in the jaw. A 
third rushes you and you strike him down as well. Three of them grab you and try to pin 
you back to the ground as you struggle violently to get to Troke. 



 
Viveka begins to struggle as well,” let him go, you bastards! He’s just trying to help him, 
not escape!” 
 
Surprisingly the captain motions for the policemen to let you go. You spit at the feet of the 
captain with contempt but he looks at you with indifference. You crouch beside the form of 
Troke lift the vial to his lips. The red liquid trickles down his throat and after a moment 
begins to take effect. The blood on his jaw disappears and the gash from the captain’s fist 
heals.  
 
Make sure to deduct this potion from your Action Chart (you gain 1 Compassion point and 
1 Honor point for giving up your potion and risking your life to give it to him). 
 

Turn to 69. 
 
153 
As you take careful aim and fire the stagecoach hits a dead stump in the road and your aim 
is thrown off. The arrow hits the ground at the horse’s feet. A blanket of dread overwhelms 
your senses as the rider lets loose his electric charge. The stagecoach careens into the ditch 
and you are thrown upon the road. Pick a number from the Random Number Table. This is 
how many ENDURANCE points you have lost in the confusion. If you are still alive 
continue reading below. 
 
From your position lying on your stomach you take in the scene of devastation around you. 
Julinor and Troke lie pinned beneath the stagecoach. Troke is badly wounded and Julinor 
is at death’s door. Fy-quor lies beside you; his left arm badly bloodied but he is otherwise 
uninjured. Viveka lies on the far side of the road, unmoving. 
 
You turn to see the Helghasts dismount and draw their Darkland blades. Rage mounts up 
in you and you are determined not to die without a fight. Glancing at Fy-quor he nods his 
head slowly and draws a sword strapped to the inside of his bow sheath. As you and Fy-
quor rise to your feet and parry the first blows from the Helghasts there is a war-cry from 
the east. A horde of flaming arrows strike the Helghasts from behind, causing smoke and 
confusion among them. Twelve warriors wearing chainmail with blue tunics and padding 
ride onto the scene, surrounding the Helghasts. 
 
The Helghast leader wields his blade at the closest armored warrior but he is not 
impressed. With one blow from his sword the Helghast’s head is separated from its 
shoulders. The three remaining Helghasts immediately mount up and take off towards the 
south, their prey instantly forgotten. 
 

Turn to 92. 
 
154 
The room isn’t exactly what you’d expected but you’ve slept in worse. At least there are no 
rats and all the floorboards are in place. The tub with the bathwater smells like mildew and 
looks worse but the water serves to relieve your tense, aching muscles. You are so relaxed 
after soaking for an hour that you restore 2 ENDURANCE points and 2 WILLPOWER 
points. 
 
There is a knock on the door and a porter walks in with a plate of steaming food. He sets 
the food down on the trunk next to your bed and turns to leave. 
 



“The food is courtesy of your female companion in room 12. She says that when you are 
done eating to join her in her room, sir.” 
 
You thank the porter and then sit down to eat the food. It must have cost her a pouch full 
of gold for the plate is heaped full of beef roast, steamed carrots, rikse beans, corn, and 
even a small bottle of Lumurna wine, brandished with a small, red ribbon. After you have 
finished eating you clean the edge of your mouth with a napkin and take a satisfying swig 
from the bottle of wine. 
 

Turn to 42. 
 
155 
“What is the password?” asks the robed man. 
 
Utterly confused you reply you don’t know of any password. With out warning you are 
clubbed into unconsciousness from behind. Unfortunately for you, you have mistakenly 
found the infamous Thieves’ Guild of Ryme. And without knowledge of the password you 
are immediately killed as to not report their locality. 
 

Your quest ends here in Ryme. 
 
156 
Silently you breathe out as you loose your shaft. As soon as you fire you leap to the side, 
out of the lion-hound’s way. Your aim was perfect, the arrow struck the creature in the eye 
but blood-rage courses through his veins and he is not going to die so easily. The beil-dor 
turns and swipes out at you, raking his claws across your face (you lose 2 ENDURANCE 
points). Swiftly you block the next blow with your ranged weapon, which is torn to pieces 
(deduct this weapon from your Action Chart). Discarding the useless piece of wood you 
draw your ranged weapon and prepare to fight to the death. 
 

Wounded Lion-hound: COMBAT SKILL 28     ENDURANCE 27 
 

If you win the combat, turn to 109. 
 
157 
Leaping forward you strike the bandit leader across the shoulder. He turns to face you and 
with a snickering grin draws a short sword from his belt. Armed with his battlesword and 
short sword you begin to qualm your capability to win this fight. However you notice that 
his wound has injured him more than he tries to let on. With this renewed confidence you 
lunge forward with a battle cry (for fighting him face-to-face you gain 4 Honor points). 
 

Retre the Bandit Leader: COMBAT SKILL 18      ENDURANCE 27 
 

If you win the combat, turn to 28. 
 
158 
The weapon is a good one and you sense some magical properties about it’s blade. Even if 
you don’t wish to wield the blade, a weapon such as this could fetch many crowns back in 
Elzian. 
 

After you decide whether to buy it or not, turn to 200. 
 
159 
Tears roll down your face as your arms begin to pop from the unbearable strain of the 



chains. The pressure becomes to much for you and you begin to scream, but still refuse to 
let one word escape your lips. One of the torturers sighs and releases the crank (you gain 1 
Determination point). You let out a slight moan of relief (you have lost 2 more 
ENDURANCE points). Lachlan enters the dark chamber and demands to know what is 
going on. 
 
“A thousand pardons, my lord,” says the interrogator,” I’ve never seen anything like it. 
He won’t betray a single word. I’ve tried my very best torturing techniques but he won’t 
utter a sound.” 
 
Lachlan curses,” the other two won’t talk either. Toss them in the western dungeon. Come 
morn they shall be executed in the public square.” 
 

Turn to 86. 
 
160 
You slam your elbow into the groin of the pirate behind you. With a quick, fluid motion you 
relieve him of his sword and slay the pirate beside you with it. Before the pirates can react 
you twist behind the pirate captain and press the blade of the sword against his 
unprotected neck. 
 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the blade pressed against his jugular,” I think that we can work 
out some sort of deal.” 
 
Looking over a pirate’s shoulder you can vaguely see another vessel approaching through 
the storm. Only this is no pirate vessel. 
 
“No negotiation necessary,” with that you slay the pirate captain and launch yourself at the 
enemy ranks. 
 

Turn to 130. 
 
161 
The assassin stumbles backwards, clutching a deep wound on his left arm. Blood begins to 
seep through the black cloth. His hand snakes into his cloak and he hurls a dagger at you. 
The dagger is poorly thrown and it imbeds itself in the floorboards. Swiftly he turns and 
leaps out the window. 
 

If you wish to pursue your attacker, turn to 238. 
If you wish to leave the tavern as soon as possible, turn to 24. 

 
162 
At your failure to give the correct answer the thieves immediately decide you are not 
welcome. Fourteen bows are drawn taunt as your mind races for an escape route. But when 
it comes to the Thieves’ Guild of Ryme you are either in or out. And once you have seen 
their secret lair…there is only one way out. 
 

Your life and quest end here in Ryme. 
 
163 
Deciding that this archbishop’s nagging isn’t worth the trouble you ignore his ranting turn 



to leave the cathedral. As the doors open and you descend the marble steps to the street he 
curses you with all his breath. 
 
It is all you can do not to laugh at the red-faced holy man and you shake your head 
despairingly to stifle the slightest chuckle. 
 

Turn to 76. 
 
164 
“Yah!” you dig your heals into your horses’ flanks and turn and run back across the bridge. 
It is the last mistake you ever make. As you and your companions near the other side of the 
bridge and freedom, the captain of the Silent Brotherhood lifts his crossbow and pulls the 
trigger. The quarrel rips into your back, passing cleanly through your chest. You fall of your 
horse and into the river below. 
 
The next morning some luckless fishermen pull your entangled, dead body from one of 
their nets. You are then promptly used as fishing bait. 
 

Your quest ends here. 
 
165 
Not wishing for further confrontation you quickly leave the body and return to the streets. 
As you reenter sunlight you shudder at the dark feeling of guilt for killing the girl. You put 
out your light and try to find Troke. 
 

Turn to 125. 
 
166 
The first match is a short one. Olsew lays out his challenger with one blow to the side of the 
head. Troke gives you a heavy thump on the back. Daga of the Hammerlands is your first 
opponent. Almost reluctantly you climb into the surrounded ring. Daga is a large man but 
you can see from his movements that he is slow. After looking closer you see that he is not 
very intelligent either.  
 
Make sure you are not including any weapon, armor, or magical stat bonuses for this fight. 
You will not suffer COMBAT SKILL penalties for not having a weapon but if you know 
Unarmed Combatry you may add 3 to your COMBAT SKILL for this fight only. If at any 
time your ENDURANCE falls to 0, you lose. Keep track of your initial ENDURANCE score. 
At the end of the contest you may restore ½ of the ENDURANCE you have lost. 
 

Daga of the Hammerlands: COMBAT SKILL 10 ENDURANCE 40 
 

If you win, turn to 115. 
If you lose, turn to 232. 

 
167 
As you enter the alleyway you are thrown to the ground. You clamber to your feet, drawing 
your weapon in a quick, fluid-like movement. The assassin has found you and now is intent 
on splitting your skull with his scimitar. Due to his surprise attack you cannot evade and 
must deduct 2 from your COMBAT SKILL for the duration of this combat (unless you are a 
Ranger or Sage). 
 

Assassin:  COMBAT SKILL 21   ENDURANCE 22 



 
If you win the combat, turn to 178. 

 
168 
Viveka begins to struggle to free herself of her captors. She reaches into her pocket and 
takes out a Laumspur potion but a police member knocks it from her hand. You try to 
struggle free as well when you realize what she is trying to do. The guard strikes you across 
the face and attempts to pin you to the ground. You valiantly try to break free from his 
vice-like grip on your arm. With a quick maneuver you send him over your shoulder. A 
second secret police member draws his sword and approaches you. 
 
You grab his sword-hand and punch him square in the jowl. A third rushes you and you 
knock him out cold as well. Three of them grab you and try to hold you back as you wrestle 
violently to get to Troke (you gain 1 Honor point for attempting to help Troke). 
 
You scream at your captors in defiance,” let her go, you bastards! She’s just trying to help 
him, not escape!” 
 
Surprisingly the captain motions for the policemen to let you go and you quickly retrieve 
the vial. You spit at the feet of the captain with contempt but he looks at you with 
indifference. You stoop beside the form of Troke lift the vial to his lips. After a few seconds 
the blood on his jaw disappears and the gash from the captain’s fist heals. 
 

Turn to 69. 
 
169 
This time your pilfering skills do not go unnoticed. As you attempt to place a vial of 
Laumspur in your pocket it slips from your grasp and shatters on the floor. The lady 
immediately accuses you of being a thief. You are swiftly driven out from her shop. 
 

Turn to 133. 
 
170 
After you have thoroughly looked over the assortment of arms you notice a separate 
counter that produces several other useful items. 
 

Meals – 1 GCs ea. 
Blankets – 2 GCs 
Torches – 1 GC ea. 
Tinderbox – 3 GCs 
Laumspur (+4 ENDURANCE) – 4 GCs per dose (1 bottle per dose) 
Rendalim’s Elixir (+6 ENDURANCE) – 6 GCs per dose (1 bottle per dose) 
Willpower Potion (+2 WILLPOWER) – 4 GCs per dose (1 bottle per dose) 
Emerald Chalice – 10 Gold Crowns 

 
All of the above items are to be placed in your Backpack. Satisfied that you have not 
overlooked any valuable wares you thank the armor-smith for his time and stride out of the 
armory. 
 

Turn to 8. 
 
171 
It is difficult to stay wakeful as you ride endlessly towards the all too faraway port-city of 



Ragadorn. Twice you almost slip off the horse and begin to regret continuing to ride along 
the road so far after dusk. 
 
Pick a Number from the Random Number Table. If you possess of Intuition than you may 
add 5 to this number (at the cost of 2 WILLPOWER). If you have the Magi Discipline of 
Trailmanship or are a level 2 Ranger or higher, you may add 2 to this number. 
 

If your number is between 0 and 6, turn to 61. 
If your number is 7 or greater, turn to 208. 

 
172 
Viveka seems well pleased at your decision to support her route to Ryme. Before you leave 
the Captain of the Guard escorts you to the Royal Armory where several items have been 
laid out before the three of you. Troke and Viveka choose a few items and leave you to take 
your choice of the rest. You may take any two of the following. 
 

Sword 
Axe 
Quarterstaff 
Longbow 
Quiver (6 arrows) 
Laumspur (+4 ENDURANCE when swallowed outside of combat) 
Rope and Grapple 
Spear 
Dagger 
Silver Helm (+2 ENDURANCE when worn) 

 
Turn to 90. 

 
173 
Coalition Street ends after five blocks of more insisting and scheming merchants and you 
are forced to turn into a small alley. This alley comes out onto Fortune Street. As you 
approach the end of Fortune Street there is a small shop to the left of the narrow road.  
 
The wind whistles down this street causing an eerie, unsettling feeling in your gut. As you 
glance around your hand rests on your weapon. After a few moments you assure yourself 
that nobody’s there. A signpost hangs over the doorway. 
 

RYMERIFT PAWN SHOPPE: 
ITEMS BOUGHT & SOLD 

 
If you wish to enter this building, turn to 43. 
If you wish to make haste towards the harbor, turn to 220. 
Or you can retrace your steps and take Erie Street, at 30. 

 
174 
Your Magi skill of Intuition is developed enough to eliminate the alleyway and the 
cathedral from where the assassin is hiding (you gain 1 Prudence point). You feel drawn to 
the blacksmith shop and the orange-shingle house; however you cannot be confident why. 
Yet you are certain that the assassin is in one of the two buildings. 
 

If you wish to enter the house, turn to 13. 
Or you can enter the blacksmith shop on 138. 



 
175 
It is the coach-master who gave out the despairing wail. A band of riders cloaked in black 
led by a tall, robed creature ride towards the stagecoach on horses. The front rider in black 
draws a black sword and removes the coach-master’s head from his body.  
 
Quickly you and your friends hurdle from the coach and prepare for combat. As you hit the 
ground your ankle twists the wrong way and threatens to break. Luckily you are mostly 
uninjured (lose 1 ENDURANCE point) but now the riders are bearing down on you. 
 

If you possess either of the Magi Disciplines of Intuition and Animal Kinship, turn to 
127. 
If you don’t have either of the above disciplines, turn to 72. 

 
176 
The three of you ride west along the coastline towards Holmgard. Soon dusk approaches 
and the woman mercenary orders to set up camp. The horses are allowed to graze freely as 
Troke leaves to gather wood. You decide to take this opportunity to talk with the woman. 
 
“Who exactly are you?” you ask as you turn the coals in the makeshift campfire with a stick. 
 
“I am Viveka,” replies the woman-warrior,” daughter of Lord Axim of Ryme, the 
commander of King Alin IV’s personal bodyguard. I have just returned from Lencia.” 
 
“Lencia is many leagues from here,” you reply, astounded. 
 
“King Sarnac III is not a very popular king among many of his people. He has led many 
campaigns to recapture their previous northern province of Nyras. He has spent countless 
recourses and soldiers on this hopeless mission to reinstate Nyras from the Drakkarim. 
Many of the nobles of Lencia do not see his views. I was hired to travel there to protect 
Sarnac from the assassination attempts.” 
 
Viveka continues,” I prevented three of these attempts before Sarnac refused to pay my 
requests. Two thousand Lune a week to save his hind didn’t seam like a ‘waste of money’ in 
my eyes.” 
 
“What are you doing now?” you ask. Darkness has now fallen and you begin to wonder 
what is taking Troke so long. 
 
“I am going to travel with you to Holmgard. I have to collect a bounty that I obtained down 
by Ruanon anyways. Besides Troke is good company. Then I shall return to my home in 
Ryme and spend my earnings. Of course I have stashed most of my profits with friends on 
my ride back Ragadorn but I still have a few Lune left.” 
 
“Troke tells me that you are Vakeros. I have not been to Dessi since I was a child. You may 
be surprised to know that I am part Vakeros. My great-grandfather was a Vakeros 
blacksmith in the city of Lamoas. He was killed when the plague struck. My grandmother 
traveled to Durenor with a band of musicians. It was there she met a Durenese soldier and 
settled down. They had two sons, Axim and Lothar. Lothar was killed by a band of Lakuri 
pirates while my father Axim rose in rank until he became one of King Alin’s closest allies. 
He is now the king’s person bodyguard (you gain 2 Knowledge points from this 
conversation).” 
 



Suddenly a scream pierces the peaceful night. Viveka immediately leaps to her feet and 
grabs her short swords. 
 

Turn to 97. 
 
177 
There is a loud thud as the sailor’s brawny arm hits the table. His jaw drops in disbelief as 
you collect the 40 Gold Crowns. You wink at the amazed bystanders and happily pocket 
your money. 
 

Return to the platform and pay for your passage at 51. 
 
178 
The assassin lays in the street his blood staining the cobblestones (you gain 2 
Determination points for not giving up pursuit). After wiping your brow, trying to clear the 
mixture of your blood and his from your eyes you fall to the street with fatigue. As you 
regain your breath at a sitting position you decide to search the assassin’s body. You may 
take any of the following but remember you can have only two weapons at any time. 
 

Scimitar 
Short Sword 
12 Gold Crowns 
Elaborate Scabbard 
Vulture Pendant 
Quiver w/ 3 Crossbow quarrels 

 
The Elaborate Scabbard is considered a Special Item. The Vulture Pendant is also a Special 
Item and is worn around your neck on sterling, silver chain. After taking your pick from 
the assassin’s pockets you shove the body in the house with the orange roofing and then 
return to the inn at 24. 
 
179 
As you approach the stage the larger man quickly lays out the smaller man with a nasty 
uppercut. A young man with a sharply cut beard shouts out,” last chance for bets or to sign 
up for the ‘Elimination Brawl Tourney’!” 
 

If you wish to enter the contest, turn to 220. 
If you wish to bet some money, turn to 123. 
Or you can return to the podium on 39. 

 
180 
The buccaneer lays slain upon the deck and you do a quick search of his belongings. 
 

Scimitar 
Dagger 
2 Gold Crowns 

 
Turn to 120. 

 
181 
You fall to one knee before the aged archbishop and beg for his forgiveness (you gain 2 
Humility points and 2 Honor points). The elder’s glare softens and he asks why you have 
crossed the threshold into this house of worship. 



 
“I seek a murderer that tried to strangle the very life from me as I slept,” you reply 
standing. 
 
The archbishop leaves the ceremonial altar and slowly walks across the threshold towards 
you. He places one hand on your shoulder. 
 
“May Kai aid you in apprehending this evil-doer.” You thank the archbishop, bow, and 
then leave the cathedral through its stunning main doors. 
 

Turn to 76. 
 
182 
Suddenly your senses begin to scream a warning (if you used Intuition deduct 2 from you 
WILLPOWER). The world around you seams to slow down and your eyes close until there 
are just slits. Your eyes roll back into your head and suddenly you see the previously 
unseen. Each of the enemy police has a fully loaded crossbow underneath his cloak. 
 
Quickly you motion for your friends to raise their hands in surrender. Troke gives you a 
questioning look until he sees one of the Brotherhood flash his large crossbow. 
 

Turn to 89. 
 
183 
Both Viveka and the bandit leader are surprised when his battlesword stops in midair. 
Your quick thinking and knowledge in Magi battle-magic have saved her life. The warrior-
woman is quick to recover however and calmly slays Retre. 
 

Turn to 28. 
 
184 
To your dismay you and you friends are separated. You are led to Lachlan’s personal 
torture chamber. Three masked men manacle you to a small table and prepare to begin the 
proceedings. Water is thrown on your body from a bucket and a small octopus-like 
creature is carried over to you. With a groan of despair you recognize the creature.  
 
It is a Yuriyin, an aqua-squid that can only be found in the Gulf of Lencia. Their tentacles 
are highly electric and it causes great pain to be stung by one. Pick a number from the 
Random Number Table. If you know Animal Kinship or are a Steward you may add 3 to 
this number. If your current ENDURANCE level is less than 10 subtract 4 from this 
number. 
 

If your number is between -4 and +2, turn to 98. 
If your number is between 3 and 6, turn to 74. 
If your number is 7 or greater, turn to 219. 

 
185 
As your feet shift uncomfortably Viveka reaches into her pouch and offers you thirty Gold 
Crowns. She begs you to take it but you don’t feel honorable taking her money. 
 
“No,” you say,” I shall earn my own money. There are plenty of ways to make money in the 
quay. Give me some time and I will return.” 
 



With that you look around for ways to make some earnings. As you walk around the 
quayside you see several different ways of putting a few extra crowns in your almost 
depleted pouch. There is a man sitting at a table set up on the wharf who is bragging that 
no man can out arm-wrestle him. You notice a merchant who is looking for items to pawn. 
Your third option is to participate in a local game called Pawns of the Divine. 
 

If you wish to enter an arm-wrestling contest, turn to 228. 
If you wish to sell some of your equipment to the pawning merchant, turn to 113. 
If you wish to play Pawns of the Divine, turn to 77. 

 
186 
The next morning you awake with the cold, dewy sunrise. Unless you have a Blanket you 
have lost 2 ENDURANCE points throughout the chilly night. If you used a Wool Blanket 
you have restored 1 ENDURANCE and 1 WILLPOWER point throughout the night. You 
break camp and then the three of you ride off into the morning sun. 
 

Turn to 105. 
 
187 
As soon as the horses have rested you, Troke, and Viveka mount up again. Two hours later 
the Durenese city of Ryme enters your view and you realize the object of your quest is close 
at hand. You steal a glance at Viveka and despite her normally expressionless features you 
see her slight relief if not happiness at returning to her home city. 
 
Ten minutes later you ride over a stone masonry bridge and into the city of Ryme. Ryme’s 
stone buildings and ancient sculptures that ornament the streets are nothing compared to 
the splendid grandeur of Holmgard, however the city is nonetheless marvelous in its own 
way. One of the oldest cities in Durenor it was discovered by the Ulnarians far before the 
first Sommlending set foot on the northern shores. 
 
“I am going to seek out a friend,” says Viveka,” I trust the two of you can find the harbor 
and charter a ship.” 
 
“Get going, Viv,” says Troke cheekily,” me and the boy can find the docks easily enough. 
 

Turn to 133. 
 
188 
You take a Meal out of your backpack and place it in the outstretched hands of the old 
croon (gain 3 Compassion points). Happily she returns to a small doorway and shares the 
meal with her gangly pet. 
 

Turn to 62. 
 
189 
As Ilidan lets out his last dying gasp, Fy-quor kicks the body off the roof and onto the road. 
Your glares do not deter him in the slightest. 
 
“A cold gesture, yes,” says Fy-quor,” but a necessary one. The Helghasts will soon be upon 
us and a dead body is just dead weight.”  
 
Despite your anger at his malicious act you sense that he is right. Unless the undead 
creatures are outrun you shall all die. As the riders close in on the runaway stagecoach Fy-



quor fires a shaft. The closest rider’s horse collapses beneath him and he is left behind on 
the road. The stagecoach barely misses a dead tree next to the road and Viveka quickly 
takes the reigns from Julinor. The Sommlending Knight draws his sword and joins you on 
the roof. 
 
Fy-quor’s shafts fell horse after horse until only four of the riders are still in pursuit of the 
coach. Fy-quor’s hand clutches at an empty quiver and you realize that it is up to you to 
dispatch the remaining Helghast. 
 

 
 
The closest rider suddenly wields a black staff which he now levels at the vulnerable 
stagecoach. The shaft of the staff begins to pulsate with blue, lightning energy and you 
realize you have just seconds to repel this new attack. 
 

If you have a Longbow/Crossbow and wish to use it, turn to 241. 
If you have a Torch (Tinderbox required) and wish to use it, turn to 118. 
If you do not have any of the above items, turn to 29. 

 
190 
Fortunately the gods smile upon you this day, the crossbow quarrel strikes you directly in 
the chest but your armor stops it from piercing your heart. The quarrel does knock you 
back into the cedar chest at the foot of your bed, gouging the back of your leg (lose 2 
ENDURANCE points). Quickly you rise to your feet and prepare for combat. 
 

Turn to 104. 
 
191 
With a deft maneuver you place your foot behind Tyroge’s and push back. The martial 
artist trips over himself and you swiftly use this to your advantage. Quickly you lunge 
forward and twist his arm behind his back. As the bone threatens to break you whisper in 
his ear for him to surrender. Finally he lifts his left arm, signaling the surrender. For 
winning the tournament you receive a Side Pouch that contains 20 Gold Crowns.  
 
The side pouch is a Special Item that allows you to have in your possession 20 more Gold 
Crowns than the originally allowed amount. If you currently own an Embroidered Pouch 
you must discard it for this item. 
 

Turn to 39. 
 
192 
You decide to continue searching for valuables among the town square. A tall, ominous 
warrior wearing a red cape and sporting a tunic of Talestria offers you a few items that 
seem promising. 
 

Round Shield (+1 COMBAT SKILL) – 3 Gold Crowns 
Laumspur (+4 ENDURANCE) – 4 Gold Crowns ea. 



Sword – 3 Gold Crowns 
Bastard Sword – 8 Gold Crowns 
Daggers – 1 Gold Crowns ea. 
Crossbow – 6 Gold Crowns 
Meals – 2 Gold Crowns ea. 
Torches – 2 Gold Crowns ea. 
Tinderbox – 3 Gold Crowns 
Pewter Goblet – 6 Gold Crowns 
Gold Pendant of Garthen – 10 Gold Crowns 
Warhammer – 6 Gold Crowns 
Golden Sash of Talestria – 1 Gold Crown ea. 

 
Most of the wares appear fairly melancholy but the Crossbow and Bastard Sword do catch 
your eye, for they are very well crafted. The Golden Sash is considered a Special Item and is 
tied around your left arm, just below the shoulder. The Gold Pendant of Garthen is indeed 
made of pure gold and is deemed a Special Item. It is worn around your neck on a gold 
chain. 
 

Purchase whatever you fancy before turning to 135. 
 
193 
Quickly you search the three bodies before dumping them in an abandoned doorway. 
Shifting through the items the thieves were carrying you pilfer out what you deem is 
valuable to you. 
 

Vulture Pendant 
Enough food for 1 Meal 
2 Daggers 
1 Sword 
1 Warhammer 
7 Gold Crowns 
Round Shield (+1 COMBAT SKILL) 
2 Silver Rings 
Gold Ring 

 
The Vulture Pendant is a Special Item and is worn around your neck on a sterling, silver 
chain.  
 

After deciding on what to take return to the town square on 129. 
 
194 
Time seems to be going by in slow motion as you wait for an opportunity. The pirate next 
to you has a longbow and you wait for the perfect moment to launch your attack. In one 
swift, fluid moment you relieve the pirate of his bow and kick him over the edge of the ship. 
As you twist around every longbow and crossbow turns to aim at your heart, but they dare 
not fire. The arrow on your taunt bow playfully tickles the astounded pirate captain’s chin. 
The pirates gasp at the speed in which you distanced to reach the captain. 
 
The arrow is drawn back to your mouth and if you were to fire now it would kill him 
instantly. 
 
“But those carvers up.” you order the nearest pirates,” or your captain will die before your 
swords fall!” 



 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the arrow pressed against his jugular,” I think that we can work 
out some sort of deal. No need for things to get…ugly.” 
 
Looking over a pirate’s shoulder you see another vessel approaching through the storm. 
Only this is no pirate vessel. The sun emblem on the mast’s flag is unmistakable. 
 
“No negotiation necessary,” with that you let loose the arrow, fling the bow at your feet, 
and launch yourself at the enemy ranks. 
 

Turn to 130. 
 
195 
Erie Street has no dilemma living up to its name. There seems to be an impending fog that 
won’t lift from the street. There is only one soul on this broken pathway, an old hag 
cradling a small, starving dog in her arms. 
 
“Can’t you spare some food for an elderly woman?” asks the lady. 
 

If you have a Meal you can manage without and wish to give it to her, turn to 188. 
If you don’t have an extra meal or don’t wish to offer it to her, turn to 62. 

 
196 
Using the animal calming skills taught to you by your Elder Magi masters you manage to 
pacify the startled horse and turn back to the road. 
 

Turn to 81. 
 
197 
Pick a number from the Random Number Table. If your current ENDURANCE score is 
higher than 20 add 2 to this number. If you are wearing armor add 3 to this number. 
 

If your number is between 0 and 3, turn to 85. 
If your number is greater than or equal to 4, turn to 59. 

 
198 
Drawing the Longbow you pull the string taunt to your salt-water chapped lips and prepare 
to fire. Pick a number from the Random Number Table. If you have the Magi Discipline of 
Penetrate add 1 to this number. If you have Armsmastery with bows than remember to add 
the +2 bonus as well. 
 

If your number is between 0 and 4, turn to 38. 
If your number is between 5 and 7, turn to 144. 
If your number is 8 or higher, turn to 99. 

 
199 
The first thing you feel when you wake is a dull pain at the base of your head. You rise to a 
sitting position and a piercing sensation shoots through your skull with such force that you 
cry out in misery.  
 



Only now do you take stock of your current surroundings. You are bound to a wooden 
stake. Beside you Viveka is tied to a similar stake. You experimentally shift the stake, it is 
remains sturdy. It is only now that you realize Troke is nowhere to be seen. Most of the 
bandits sleep around the campfire that you made but the two sentries have their backs to 
you and obviously haven’t realized that you are awake. 
 
Quickly you decide to play asleep and lower your head. You listen very intently and you can 
just barely make out their whispers. 
 
“The one with the longsword got away,” says the first one. 
 
“Ferd tells me that the woman had almost three hundred Crowns worth of Lune on her,” 
says the second one,” and the foreigner with blonde hair has some pricy items on him as 
well in his backpack. That weapon he has on him is Dessi blue-steel!” 
 
“Retre says that he is a Vakeros Knight and shouldn’t be messed with. He has a high price 
on his head by someone. Two thousand crowns,” the first sentinel replies (you gain 1 
Knowledge point for learning about the bounty). 
 
The second sentinel spits into the fire,” That cur, Retre, he’ll claim the bounty all for 
hisself!” 
 
The two guards quiet their whispers a little and then stand up. They have decided what you 
hoped they would. The two guards look around and make sure everyone is asleep before 
they kneel next to your backpack. Luckily the backpack is setting on the ground aside your 
stake. Now you must decide how to escape as they shift through your belongings. 
 

If you wish to use your Magi Discipline of Magi-magic, turn to 221. 
If you have a Dagger, turn to 217. 
If you don’t possess a Dagger or Magi-magic, turn to 63. 

 
200 
As reenter the main street you are surprised to see the assassin standing in front of the 
cathedral, his scimitar drawn. 
 

If you own an Oriental Battlesword, turn to 121. 
If you don’t have that weapon you may run from the assassin by turning to 19, or 
fight him to the death. 

 
Assassin: COMBAT SKILL 21       ENDURANCE 22 

 
If you win the combat, turn to 178. 

 
201 
You shake hands with Loxlei; sealing the pact to join the Thieves’ Guild (you lose 5 Honor 
points). He takes your Vulture Pendant and hands you a Silver Hawk Adornment. 
 
Add this to your Action Chart as a Special Item and you wear it around your neck. This 
necklace will allow you access to the various Thieves’ Guilds of Magnamund. He smiles and 
returns to a table where he starts to count his coins. You look over the items placed out on 
the table. Remember you get a 5 Crown discount on the total of what you buy here. 
 

Gallowbrush Extract (induces 1-2 hrs sleep) – 2 Gold Crowns ea. 



Graveweed Extract (causes death when swallowed) – 4 Gold Crowns ea. 
Coils of Rope – 2 Gold Crowns ea. 
Rope and Grapple – 4 Gold Crowns ea. 
Daggers – 2 Gold Crowns ea. 
Pickpocket Knife – 9 Gold Crowns 
Short Swords – 4 Gold Crowns ea. 
Longbow – 4 Gold Crowns 
Arrows – 1 Gold Crown ea. 
Tinderbox – 2 Gold Crowns ea. 
Torches – 1 Gold Crown ea. 
Lock-picks – 2 Gold Crowns ea. 

 
The Pickpocket Knife is a Special Item and is thrust in your belt. The set of Lock-picks and 
the Torches/Tinderbox are considered Backpack items. 
 

Return to the streets on 125. 
 
202 
At the cost of 6 WILLPOWER points you create a magical shield of energy around your 
body, deflecting the crossbow quarrel into the wall of the room. You almost collapse at the 
great loss of WILLPOWER however and resolve to limit your consumption of your 
WILLPOWER reserves (realizing your limit of magic use you gain 1 Knowledge point). 
 

Turn to 104. 
 
203 
An hour later the three of you enter the Chamber of State (you gain 3 Determination 
points). The King greets you warmly and listens to your tale of how Vonotar of Toran has 
betrayed the Brotherhood and Sommerlund herself. 
 
“I thank you, young Vakeros, for bestowing the salvation of the Lastlands upon yourself,” 
says King Ulnar,” however, we cannot defeat the Darklords by ourselves. We have need of 
the Kai Lords, to lead our armies into battle against their foul scourge. And now I have a 
boon of thee.” 
 
“Command me and I will obey,” is your only reply. 
 
“One of my most valuable generals, Captain D’Val, is tracking the renegade brigand, 
Captain Khadro in the Lakuri Isles. He is needed for the coming battle. For the completion 
of this quest, I shall pay you and your companions whatever price you wish.” 
 
You glance at your two friends and the decision is unanimous. 
 
“We shall take up this quest. By our lives or by our deaths, we shall aid Sommerlund in this 
task.” 
 
“Thank you, brave magician,” says King Ulnar, rising from his thrown,” for it is 
warriors like you three, that truly aid Sommerlund in her darkest hour. Tomorrow is the 
first day of summer. And as soon as Zagarna’s troops begin to move we won’t be able to 
hold them for very long.” 
 
Filled with an intense sense of bravery and valor you bow before the King and take his 
callused, jeweled hand in your own. 



 
“Remember, great King of Sommerlund, it is always the darkest before dawn.” 
 

Now your quest to the Lakuri Isles begins. The fate of Sommerlund and all the 
Lastlands now rest on your shoulders. To take up this quest to the retrieve Captain 
D’Val turn to 243. 

 
204 
Drawing your weapon you leap off your panicking horse into the special police ranks with 
fervor. Three of the Silent Brotherhood members fall before they manage to wrestle your 
weapon away from you and pin you to the ground (you gain 2 Valor points for attempting 
such a dangerous move). You are punched several times to get you to stop your zealous 
struggles (lose 2 ENDURANCE points). 
 
The captain of the Silent Brotherhood draws his sword and presses the sharp blade against 
your heaving chest. 
 
“If Lachlan didn’t want you in one piece I’d kill right now, young Vakeros,” says the captain 
with a contempt sneer,” but as soon as he’s done with you, I’ll cut off both your hands and 
feed them to you!” 
 

Turn to 89. 
 
205 
The alley is quite narrow and the leader of the bandits sends his two friends to fight you 
first. You must fight them and then the thief leader after. Due to the narrowness of the 
alley if you are fighting with a double-handed weapon other than a Quarterstaff deduct 3 
from your COMBAT SKILL for the duration of the combat. 
 

Thieves: COMBAT SKILL 16     ENDURANCE 20 
 
Thief Leader: COMBAT SKILL 17    ENDURANCE 23 

 
If you win the combat, turn to 193. 

 
206 
You reach into your backpack to retrieve the vial with the Rendalim’s Elixir. The guard 
strikes you across the face, thinking you are reaching for a hidden weapon, and attempts to 
pin you to the ground. You valiantly try to struggle free from his vice-like grip on your arm. 
With a quick maneuver you send him over your shoulder. A second secret police member 
draws his sword and approaches you. You grab his sword-hand and punch him square in 
the jaw. Three of them grab you and try to wrestle you back to the ground as you struggle 
violently to get to Troke. 
 
Viveka begins to struggle as well,” let him go, you bastards! He’s just trying to help him, 
not escape!” 
 
Surprisingly the captain motions for the policemen to let you go. You spit at the feet of the 
captain with contempt but he looks at you with indifference. You crouch beside the form of 
Troke and lift the vial to his lips. After a few seconds the blood on his jaw disappears and 
the gash from the captain’s fist heals. Make sure to deduct this potion from your Action 
Chart (you gain 2 Compassion points and 2 Honor points for giving up your potion and 
risking your life to give it to him). 
 

Turn to 69. 



207 
You realize that the captain is the key to stop this horrible massacre from even happening. 
You drop a single Gold Crown (remove this from your Action Chart) and let it roll across 
the swaying deck. All eyes watch the clanging piece of gold and you use this to your 
advantage. When the pirate captain turns his attention back to the captives he finds his 
own broadsword pressed under his chin. 
 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the blade pressed against his jugular,” I think that we can work 
out some sort of deal.” 
 
Looking over a pirate’s shoulder you see another vessel approaching through the storm. 
Only this is no pirate vessel. Your knowledge allows you to perceive that this is a 
Sommlending craft. 
 
“No negotiation necessary,” with that you slay the pirate captain and launch yourself at the 
enemy ranks. 
 

Turn to 130. 
 
208 
You sense the wolf howl before your ears hear it and quickly subdue your startled horse. 
Your quick-thinking probably prevented your horse from stampeding away from you. The 
three of you continue your ride east without any further encounters. As dawn approaches 
the lack of sleep proves too much for you as you fall off your horse, completely asleep. 
 

Turn to 133. 
 
209 
The first thief lets out a gasp as your shaft imbeds fully in his throat (you gain 2 Prudence 
points and lose 1 Honor point). Blood seeps down his shirt as he collapses to the 
cobblestone street. More out of sheer desperation then bravery the remaining two thieves 
rush forward screaming their lungs out. You step aside and trip the first one with your bow 
sending him tumbling into a wooden carton. He manages to stumble to his feet as you 
draw your weapon and prepare for combat. 
 
Due to your surprise of attack and skillful maneuvers you may add 2 to your COMBAT 
SKILL for the first round of combat. 
 

Pair of Thieves: COMBAT SKILL 15       ENDURANCE 20 
 

If you win the battle, turn to 193. 
 
210 
Wallice’s blow misses and your weapon strikes the hardwood floor of the tavern. You leap 
to your feet and dive for the weapon. You grasp it in your hand and swing in an upward arc 
as you hit the floor. Wallice falls beside you, dead before he hit the ground. The rest of the 
brigands rush you as you rise to your feet. 
 

Drunken Brigands: COMBAT SKILL 12    ENDURANCE 31 
 

If you win the combat, turn to 21. 



 
211 
This street is littered with food scraps, waste droppings, and discarded garbage of all sorts. 
With disgust you quickly turn left onto the next street which is named Helm Street. To 
your delight you come across a small building on the left side of the street with a large 
signpost that says ‘Danarth’s Armory & Supplies’. 
 

You may enter the armory by turning to 52. 
Or return to the Main Square at 129. 

 
212 
The horses are allowed to graze freely as Troke leaves to gather wood. You decide to take 
this opportunity to talk with the woman. 
 
“Who are you?” you ask as you turn the coals in the makeshift campfire with a stick. 
 
“I am Viveka,” replies the mercenary,” daughter of Lord Axim of Ryme, the commander of 
King Alin IV’s personal bodyguard. I was returning from Lencia when I decided to meet up 
with Troke.” 
 
“Lencia is many leagues from here,” you reply, astounded. 
 
“King Sarnac III is not a very popular king to some people. He has led many campaigns to 
recapture their previous northern province of Nyras. He has spent countless recourses and 
soldiers on this hopeless mission to recapture it from the Drakkarim. Many of the nobles of 
Lencia do not see his views. I was hired to travel there to protect Sarnac from the 
assassination attempts.” 
 
Viveka continues,” I prevented three of these attempts before Sarnac refused to pay my 
requests any longer. Two thousand Lune a week to save his hide didn’t seam like a ‘waste 
of money’ in my eyes.” 
 
“What are you doing now?” you ask. Darkness has now fallen and you begin to wonder 
what is taking Troke so long. 
 
“I am going to travel with you to Holmgard. I have to collect a bounty that I obtained down 
by Ruanon anyways. Besides Troke is good company. Then I shall return to my home in 
Ryme and spend my earnings. Of course I have stashed most of my earnings with friends 
on my ride back to Ragadorn but I still have a few Gold Crowns left.” 
 
“Troke tells me that you are Vakeros. I have not been to Dessi since I was a child. You may 
be surprised to know that I am part Vakeros. My great-grandfather was a Vakeros brick-
layer in the city of Lamoas. He was killed when the plague struck. My grandmother 
traveled to Durenor with a band of musicians soon after her father’s death. It was there she 
met a Durenese soldier and settled down. They had two sons, Axim and Lothar. Lothar was 
killed by a band of Lakuri pirates while Axim, my father, rose in rank until he became one 
of King Alin’s closest allies. He is now the king’s person bodyguard (you gain 2 Knowledge 
points for this conversation)...” 
 
You are deeply enthralled in Viveka’s tale when suddenly a scream pierces the peaceful 
night. Viveka immediately leaps to her feat and grabs her two short swords. 
 

Turn to 97. 



 
213 
To your dismay your pockets are now empty and you have no way of earning enough to pay 
your fare. Shame-faced you return to Viveka who agrees to pay your fare (lose 2 Honor 
points). She hands you 30 Gold Crowns; remember to add this to your Action Chart. 
 

Turn to 51. 
 
214 
As you ride along the road on your horse you see mountains from the Durncrag range to 
the south and after looking at your map realize that you are about to pass into the 
Wildlands. As you ride another ten miles the trees and rivers disappear and the familiar 
desolate plains of the Wildlands greet you. 
 
Despite your earlier troubles you are extremely relieved when Ragadorn comes into view 
just as night begins to fall. All you wish for now is a good meal and a warm bed to sleep in. 
 

Turn to 93. 
 
215 
As the pirate closes in behind Captain D’Val you raise your right hand and let loose a ball of 
energy at him. Your aim with magic is deadly and the pirate falls to the deck, his tunic 
smoking. Pushing and kicking you make your way over to Captain D’Val. 
 

Turn to 116. 
 
216 
The crossbow quarrel grazes your forearm as you twist to avoid it. You lose your balance 
and crash to the floor, winded. However it doesn’t take you long to regain your composure 
and draw your weapon. 
 

Turn to 104. 
 
217 
Suddenly you feel the slight prick of your dagger against your waist. Somehow when your 
equipment was taken from you they overlooked it. With a quick move you are able to grasp 
it and cut your hands free. The two guards suddenly realize what’s happening and reach for 
their weapons. 
 
“Throw me the dagger!” shouts Viveka, for she also was feigning unconsciousness. 
 
With a flick of your wrist you send the dagger deep into the stake that Viveka is tied to and 
then push the sentinels to the ground. She begins to cut her bonds as you pick up one of 
the guard’s bastard sword and slay the both of them with it.  
 
The rest of the bandit warriors have woken at the sound the sentinels’ death cries. You 
twirl the Bastard Sword skillfully and prepare for combat. You may fight with this weapon 
if you wish or discard it. 
 

Turn to 84. 
 
218 
There is a sharp cracking noise as your ankle breaks under your weight. The fall has caused 



you to fracture the bone and you now lie helpless in the middle of the street. Seeing your 
unfortunate state, the assassin quickly and silently presses his blade to your throat. He 
then wipes the blade on your Magi Cloak before disappearing among the crowd. 
 

Your life ends here in Holmgard. 
 
219 
The Yuriyin is placed on your chest and its tentacles send powerful waves of electricity 
coursing through your body. Bravely you grit your teeth and refuse to scream to the sheer 
disappointment of your torturers. The electric tentacles leave your chest black and 
smoking (you lose 3 ENDURANCE points). As the torturers lift the Yuriyin away you laugh 
at how you withstood the interrogation. But what they have in store for you next fills you 
with unfathomable terror. 
 

Turn to 55. 
 
220 
There is only a five Crown fee which Troke pays ignoring your protests. The sharp looking 
man quickly accepts the other entrees and draws up the fights. 
 

Round 1 
Ryun of Ragadorn vs. Olsew son of Otmod 

Alasi Relivaur vs. Daga of the Hammerlands 
Tyroge Anfyn vs. Gathor the Weaponsmith 

Archmil of Anari vs. Lof Orudin 
 
“Every man read the rules!” 
 
Quickly you scan over the scroll that is given to the contestants. 

1. No weapons/armor of any kind. 
2. No magic/magical items. 
3. No hits below the girdle. 
4. No cheating! 

 
Turn to 166. 

 
221 
With slight effort you are able to raise your right arm enough to point your finger at the 
two guards. You exert 1 WILLPOWER point and fire the blast at their feet. They jump in 
surprise and stumble back into you. With a quick, deft move you relieve the first sentinel of 
his dagger and cut your bonds. 
 
Viveka was also feigning unconsciousness and shouts for you to toss her the dagger. With a 
flick of your wrist it is imbedded within the wood right next to her hand. Cries of escape 
rise as the camp of bandits wake up. As Viveka works on freeing herself you grab your 
weapon from where it rests on your backpack and slay the first two sentinels. One of the 
bandits is a full head taller than the others and you realize that he must be the one the 
others called Retre. 
 

Turn to 84. 
 
222 
Gasping for air you valiantly try to get your assailant off your back. With a desperate 



maneuver you send him flying over your head and into the wall. He climbs to his feet with 
amazing agility and draws a crossbow. 
 

If you have the Magi skill Shield and wish to use it, turn to 202. 
If you know Power Word and wish to use it, turn to 49. 
If you do not possess either of the above Magi skills then, turn to 33. 

 
223 
Troke and Viveka follow your example and hesitantly raise their hands, palms forward; in 
submission (you gain 2 Prudence points). Troke steals you another look, letting you know 
that he is ready to fight at any moment. You shake your head slightly, letting him know 
that this is not the time to fight. It is a wise choice as you now see that each Silent 
Brotherhood member has a crossbow, locked and loaded. Had you tried to escape you 
would have been cut down before you took five steps. 
 

Turn to 89. 
 
224 
As you strike down the last member of the Silent Brotherhood more of them rush into the 
courtyard from the eastern entrance, swords drawn. You pull a sword from a dead 
warrior’s body and hurl it at the advancing warriors. Four of the Silent Brotherhood fall as 
you and Mathis plunge into their midst.  
 
Suddenly the battle seems to halt as there is a loud twang and a screech of metal as a 
barbed shaft imbeds itself into Mathis’ shoulder. You look up onto the battlements and see 
twelve archers reloading their longbows. 
 
Troke and Viveka charge into the battle now and begin to strike down the Lachlan’s special 
forces. An arrow penetrates your leg and you almost collapse (lose 2 ENDURANCE points). 
Mathis discards the battleaxe and draws his sword; wielding it against the onslaught of 
enemies. He slowly retreats until he reaches you. 
 
“Get out of here or I will finish you myself!” 
 
He bends down and tears the arrow from your thigh. He gives a cry of pain as an arrow 
meant for you pierces his armor. As he falls into your arms you glance down to see that the 
arrow has struck home on the right side of his chest where it meets the shoulder. 
 
“No,” you whisper,” you said you wouldn’t die for me.” 
 
The stubborn warrior shrugs free of you and rises to his feet swinging his sword with 
deadly accuracy. The blow claims the head of one of Lachlan’s guards. He turns and 
releases the clasp on his brooch. His cloak falls to the ground behind him and he tosses you 
the brooch. Mathis’ Brooch is a Special Item made of the finest Vakeros blue-steel.  
 
“Go! If you ever return to Elzian seek out Sarra of Hikas. Tell her that she was right about 
her brother.”  
 
Realizing there is nothing you can do you strike down another warrior and retreat from the 
battle with your friends. As you reach freedom you turn and take your last glimpse at the 
former puppet of the overlord.  
 
A sword slices his arm but Mathis sends his own sword into his attacker’s unprotected 



neck. Falling to one knee he manages to still fend off the Silent Brotherhood police. Troke 
turns and roughly tries to drag you away from the carnage. As a final arrow cleaves Mathis’ 
heart in two his eyes meet yours and with a silent nod you turn around and sprint away 
from the square (you gain 5 Valor points, 5 Honor points, and 5 Experience points for 
defending Mathis). 
 

Turn to 82. 
 
225 
With a heavy grunt you land in the middle of the street. To your right you see your would-
be assassin shoving his way through the morning crowd of people. With renewed vigor you 
chase after him. An oversized man slams into you and you fall to the ground with a thud. 
Your hand goes to your weapon but as the red-haired man reaches a hand down to bring 
you to your feet you realize it was purely accidental. 
 
But now you have lost sight of the assassin. Persistently you push through the crowd before 
the street comes to an end. There is a cathedral, an unmarked building with an orange-
plastered roof, and a blacksmith at the end of this street. There is also a small alleyway 
leading off to the west. 
 

If you have mastered the Discipline of Intuition and wish to use it, turn to 174. 
If you wish to enter the cathedral, turn to 53. 
If you wish to enter the orange-roofed building, turn to 13. 
If you wish to search the alleyway, turn to 167. 
Or you can return to the tavern at 24. 

 
226 
Retre, the tall, leader of the bandits, turns to face your approach, but he is far too late to 
comprehend the attack. The crossbow quarrel pierces his forehead; your superior 
marksmanship with your Crossbow is as lethal and as it is deadly (you gain 2 Prudence 
points). 
 
As he falls to the ground you strike a close-by bandit over the head with your empty 
Crossbow and then grab some discarded quarrels from the ground. Quickly you reload and 
slay two more bandits before the realization that Retre has fallen enters their minds (you 
gain 1 Valor point). 
 

Turn to 28. 
 
227 
You step forward and with calm, fluid movement draw your Crossbow from inside your 
cloak and fire. With a distinct snap the quarrel is released as you pull the trigger.  
 
Pick a number from the Random Number Table. If you possess the skill of Penetrate add 1 
to this number (remember the -1 WILLPOWER penalty). If you are skilled in Armsmastery 
with Crossbows add 2 to this number. 
 

If your number is between 0 and 4, turn to 73. 
If your number is 5 or greater, turn to 209. 

 
228 
With a confident manner about you, you sit down in the chair across from the arrogant 
sailor. 



 
“I’ll take your challenge,” is all you say to the older man. He glances you over and laughs 
until tears begin to stream down his face and mingle with the grease in his red beard. 
 
“Tell you what, shrimp,” laughs the man,” if you win I’ll give you forty Gold Crowns. And 
when I win, I’ll break both your arms off!” 
 
With that he rolls up his sleeve and puts his muscular arm in the position for the arm-
wrestling. 
 
Treat this as a normal combat only do not include any weapon or magical bonuses. If you 
are a level 2 Warrior or higher you may add 2 to your COMBAT SKILL for this combat. 
When the combat is over you have not lost any ENDURANCE. 
 

Egotistical Sailor: COMBAT SKILL 16   ENDURANCE 22 
 

If your ENDURANCE reaches zero first, turn to 87. 
If the sailor’s ENDURANCE reaches zero first, turn to 177. 

 
229 
Filled with pity for your weary horse you stop to let him drink from the glade pool’s crystal 
clear water (you gain 1 Compassion point). You must eat a Meal here or lose 3 
ENDURANCE points. 
 
A war cry splits the air and to your astounded disbelief Troke breaks cover from some 
foliage in front of you and sprints towards you. You leap to your feet and reach for your 
weapon. You groan in resentment as your hand grasps an empty scabbard. You left all your 
equipment in a pile several yards away. 
 
Troke lifts an axe from his belt and hurls it with immense force. The axe cuts through air, 
passing the side of your head by less than a hair’s breath. You fall to the ground and the 
bandit that was behind you falls on top of you, Troke’s axe buried in his chest. Blood soils 
your cloak and you quickly stand up to face Troke. You thank him and ask what why he has 
followed you from Ragadorn. 
 
“I spent the rest of the night in the Gypsy Fen Inn. I heard your name mentioned and 
decided to listen in. Three rogues were listening to this man talk about how he was paid to 
track down a Vakeros named Relivaur down and kill him at all costs,” Troke chuckles,” I 
bet when he was tracking you he didn’t expect anyone to track him!” 
 
Troke searches the body and finds the following. 
 

Dagger 
Silver Medallion 
Silver Ring 
12 Gold Crowns 
5 Meals 
Crossbow 
Quiver w/ 4 Crossbow quarrels 

 
Troke takes the Dagger, 3 meals, and half the Gold Crowns. You may take whatever is left. 
The Silver Medallion is a Special Item and is worn around your neck. 
 

Turn to 23. 



230 
Reaching behind you, you relieve a pirate of his sword. Two pirates see what is happening 
and rush you. Both are knocked to the ground. The pirate captain reaches for his 
broadsword but you place the edge of your sword under his chin. 
 
“I do not wish to kill you,” you warn,” Call your men off or I will be forced to deprive your 
body of its head.” 
 
“Hmm,” says the pirate captain,” it seams as if we are at a standoff.” 
 
His eyes glance warily at the blade pressed against his jugular,” I think that we can work 
out some sort of negotiation.” 
 
Looking over a pirate’s shoulder you see another vessel approaching through the violent 
storm. Only this is no pirate vessel. Suddenly the captain sees the vessel approaching and 
draws his broadsword with a metallic clang. You must fight the pirate captain to the death. 
If you are a level 3 Paladin or higher then you may add 1 to your COMBAT SKILL for this 
fight. 
 

Captain Nyrilos: COMBAT SKILL 19 ENDURANCE 27 
 

If you win the combat, turn to 130. 
 
231 
Desperately you attempt to calm the animal but to no avail. Suddenly a low hanging branch 
strikes you full across the face, sending you crashing to the ground. The blow has winded 
you more than anything (lose 2 ENDURANCE points) and you retrieve your animal. More 
embarrassed than injured you return to the main road. 
 

Turn to 81. 
 
232 
Unfortunately your dodging does not avail you. With a sickening thud Daga throws you to 
the floor. Several boards break beneath your weight and various splinters strike you in the 
face (lose 1 ENDURANCE point). Daga is declared the winner and you shamefully walk 
away from the ring, no money in hand. 
 

Turn to 39. 
 
233 
Dropping to one knee for stability you draw your Crossbow and place a single quarrel in 
the groove. After a quick, silent prayer to the gods you gently squeeze the trigger.  
 
Pick a number from the Random Number Table. Remember to add any crossbow bonuses 
that may qualify. 
 

If your number is between 0 and 5, turn to 64. 
If your number is between 6 and 8, turn to 100. 
If your number is 9 or greater, turn to 131. 

 
234 
Two hours from sunset you reach the Pass of Moytura and you and your friends 
congratulate each other at the great progress you are making. As you study your Map of the 



Lastlands you decide that you shall ride to Ragadorn before turning south-east across the 
Wildlands. It is there that the hard element of the quest to find D’Val shall truly begin. 
 
Troke runs up to you,” the horses have had fresh water and I have bought some food off of 
some passing merchants.” 
 
He hands you enough food in a basket for 3 meals. Take as much as you wish but keep in 
mind that your Backpack can only hold 8 items and each meal counts as one item. 
 
“The horses seem well rested, should we camp here for the night or press on?” 
 
The thought of having a nice, long rest entices you but the severity of your quest also hangs 
within the balance. If you were to stop now you would lose precious time, however if you 
were to press on through the night you could reach Ragadorn by noon tomorrow. 
 

If you wish to continue through the night, turn to 171. 
If you wish to camp and get a good night’s sleep, turn to 94. 

 
235 
“Ship Ahoy!” the cry comes from the sailor in the crow’s nest. Looking out past the bow of 
ship you can see the larger vessel through the rainy night. A signal is lit on the crows nest 
but the captain is waving for him to put it out. Suddenly you see the flag on the ship. It’s a 
Lakuri Pirate ship! The captain is now racing along the slippery deck screaming orders to 
his men at the top of his lungs,” Furl the sails! Prepare to repel borders! You, bring up the 
ballista from below deck. Where is Cyrune when I need him?” 
 
You turn to see Cyrune perilously climbing up to the crow’s nest. The brave first mate 
reaches the top and the signal is extinguished but the pirate vessel has already spotted its 
easy prey. Cyrune grabs hold of a rope and bravely swings down to the deck. He runs up to 
you and asks if you can fight. Silently you nod your head. 
 
The vessel rocks from side to side as the pirate ship approaches. Icy cold water stings at 
your back as you fight to secure the rigging. Without warning a rope snaps and whips at 
your face (lose 1 ENDURANCE point).  
 
With a heavy grunt you secure the flailing rope just as the pirate ship lands along side the 
Lavender Drake. The first pirates leap to the deck and begin to massacre the crew and 
sailors. A large buccaneer with a curved scimitar between his teeth cautiously approaches 
you and Cyrune. 
 

If you have a Longbow and wish to use it, turn to 36. 
If you don’t have a Longbow or don’t wish to use it, turn to 102. 

 
236 
As you fire your weapon you leap to the side but the lion-hound’s claws slice open your 
shoulder as he sprints past (lose 4 ENDURANCE points). The blow has also destroyed your 
ranged weapon; remember to deduct his from your Action Chart. The giant hound turns on 
a dime and leaps at you, intent on flaying you limb from limb. 
 

Lion-hound: COMBAT SKILL 26  ENDURANCE 35 
 

If you win, turn to 109. 
 



237 
With a swift blow, Olsew falls to the ring floor unconscious. Troke cheers and bets even 
more money on your success. Your final opponent is Tyroge. You have watched the young 
man fight and you are amazed at his skills. A swift kick to your stomach returns you to 
reality and you hastily block his next blow. 
 

Tyroge: COMBAT SKILL 17 ENDURANCE 28 
 

If you win the combat, turn to 191. 
If you lose, turn to 83. 

 
238 
Unfortunately you are on the second story of the tavern. As you leap out the window and 
fall towards the street below you realize you risk injury. 
 
Pick a number from the Random Number Table. If you are wearing any type of armor 
other than leather/padded subtract 2 from this number. If you have just recently injured 
the back of your leg subtract 1 from this number. If you are a level 2 Ranger or higher or if 
your current ENDURANCE is higher then 15 add 2 to this number. 
 

If your number is less than or equal to 4, turn to 218. 
If your number is greater than 4, turn to 225. 

 
239 
As the light illuminates the dim room the features of the obscured man are revealed to you. 
To your surprise he is not a man at all but a teenage girl. Scars disfigure her once appealing 
face. 
 

If you have a Vulture Pendant, turn to 142. 
If you don’t have this Special Item, turn to 27. 

 
240 
The quay-master is happy to tell you about the infamous pirates,” they must be avoided at 
all costs. Just remember to look out for their red sails. It is the trademark of Khadro and 
the Lakuri pirates.” 
 

Return to 248. 
 
241 
Sheathing your melee weapon you draw your ranged weapon and take careful aim at the 
pursuing Helghast’s horse. Pick a Number from the Random Number Table. Due to the 
bumpy road deduct 1 from your Random Number. If you are using Penetrate remember to 
add 1 to this number. If you have Armsmastery with the appropriate ranged weapon 
remember to add in your +2 bonus. 
 

If your number is less than 5, turn to 153. 
If your number is 5 or greater, turn to 48. 

 
242 
After following Legionnaire Street for three blocks it ends and you turn right onto 
Wheeler’s Way. This street sports a fine assortment of merchants eager to enchant you 
with goods, furs, and weapons. Troke inspects some steel on the far side of the street so 
you take a look around. 



 
There is a peculiar door leading into the building on your left that catches your wary eye 
and you begin to feel inclined to inspect it. Your attention is however diverted when a 
short, chubby merchant with a ridiculous headdress and over-expensive furs begs you to 
scrutinize his wares. 
 

If you wish to inspect the door, turn to 68. 
Or you can look over the merchant’s commodities at 35. 

 
243 
That night you, Troke, and Viveka stay in one of the King’s personal guest rooms. It is well 
furnished and lavishly extravagant. You wake completely rested (you have gained 1 
WILLPOWER point and restored 2 ENDURANCE points). 
 
The three of you spend an hour looking over your Map of the Lastlands before deciding on 
a route to the Lakuri Isles. With some luck you manage to resolve to a couple possible 
routes to the Rymerift and the Lakuri Isles. 
 
The first is to travel to Port Bax via stagecoach and then take a ferry down the river to the 
Rymerift. There you would have to charter a ship and travel south to the isles. The more 
direct, but difficult route would be to ride all the way across the Wildlands back to 
Ragadorn and then to the city of Ryme. There the ship would be chartered. Troke favors 
the ride to Ryme. However Viveka argues that to travel to Port Bax would save time despite 
that it is the least direct route to Ryme. This dispute turns into a nasty squabble and Troke 
begs you to settle it.  
 
It your choice which route to take. Look at your map carefully before deciding which 
itinerary is best. 
 

If you wish to take the easier, longer route by stagecoach and river, turn to 172. 
If you wish to take the more direct, but more dangerous route across the Wildlands, 
turn to 151. 

 
244 
The guards open your cell and drag you to your feet. You and your friends are paraded to 
the main square where a wooden platform has been set up. It appears as if the entire city 
has come to watch your execution. Your hands have been tied behind you and despite your 
struggles you cannot free yourself. Even lifting your hand to use magic is impossible at the 
moment. Your death seams imminent. 
 
“Let the outlander be the first to die!” Lachlan’s voice bellows across the square as he 
enters surrounded by his Silent Brotherhood, Captain Mathis at his side. 
 
“Let me have the honor,” says the captain of the Silent Brotherhood and Lachlan nods his 
head. 
 
“His life is yours to take, Captain Mathis,” says the overlord. 
 
The executioner hands his massive battle-axe to the young captain as he climbs the four 
wooden steps onto the platform. Mathis takes the weapon in both hands and raises it into 
the air in a mock salute. The crowd seams less than enthusiastic about the public execution 
yet cheer for fear of the overlord’s wrath. Captain Mathis raises the battle-axe and then lets 
it fall. 



 
To your surprise the axe doesn’t separate your head from your shoulders but your bonds 
from your hands. He roughly pulls you to your feet and then frees your friends with a 
dagger from his belt. 
 
As Lachlan the Overlord cries out in confused rage the Silent Brotherhood charge the 
platform. Mathis swings the battle-axe, striking down the executioner. He opens a 
trapdoor on the platform and tosses you and your friends your equipment (restore these on 
your Action Chart). 
 
“Run, young Vakeros!” shouts Captain Mathis,” in the name of Ishir, run for your life!” 
 
With those brave words the captain leaps from the platform, his battle-axe raised high 
above his head. You turn to aid the young captain but Viveka pushes you off the platform 
and in the direction of the square’s exit. 
 

If you wish to shrug free of Viveka and aid Mathis, turn to 108. 
Or you can do as she bids and run for freedom at 75. 

 
245 
At the cost of 1 WILLPOWER point you sense that the Vulture Pendant is directly linked to 
the door. You cannot determine what this connection is but you do know that it is 
significant. 
 

Return to 35. 
 
246 
Your plan might of worked had you not forgotten about the body of the man you just killed. 
Unfortunately, you trip over his body and fall to the ground. This is all that the girl needs 
to bend down and slit your throat. 
 

Your quest ends here. 
 
247 
“Forgive me, my friend,” you reply,” but I travel alone.” 
 
Troke looks disappointed but does not pursue the matter any further. After you chat for a 
little while you decide that it is too late to leave for Holmgard now. You decide to spend 
one more night in your room. Before you go to sleep you must eat a meal or lose 3 
ENDURANCE points. You can order one meal from downstairs for 1 Gold Crown. They will 
only accept Gold Crowns as payment. 
 

Turn to 112. 
 
248 
“I would not advise you to journey across the Lakuri Sea tonight,” warns the quay-master,” 
the sea-scum are edgy this time of month, and are easily drawn to unwary ships. Besides 
the air smells like loam moss; a storm be approaching.” 
 

If you wish to inquire about ship fares, turn to 149. 
If you wish to ask about the Lakuri pirates, turn to 240. 
If you wish to ask about Khadro, turn to 54. 

 



249 
It is the coach-master who gave out the despairing wail. A band of riders cloaked in black 
led by a tall, robed creature ride towards the stagecoach on horses. The front rider in black 
draws a black sword and removes the coach-master’s head from his body.  Quickly you and 
your friends leap from the coach and prepare for combat. 
 

If you have Intuition or Animal Kinship, turn to 127. 
If you don’t have either of the above disciplines, turn to 72. 

 
250 
When you awaken you are aboard the Sommlending galleon lying in one of the better 
cabins. There is only one other man in the cabin and you readily recognize him. Captain 
D’Val is dressed in ceremonial clothing and brandishes a decorative sword. 
 
“Welcome to the Wispwater,” says the captain. 
 
“What happened?” you ask. 
 
Your wounds ache with dull pain but your exhaustion and fatigue have for the most part 
disappeared. Gingerly you touch your injured shoulder and find it wrapped in fresh 
bandages. Your entire body hurts and you feel as if you have been pummeled out of your 
wits. Despite this you manage to gain the strength to stand. 
 
Following D’Val to the forward deck you can feel your basic Magi magic skills working to 
restore health to your body and close off your wounds. The captain ignores his crew’s 
efforts to restore the ship to tip-top shape and leans against the stern rail, facing out to sea. 
 
“The tides of war are upon us I’m afraid,” D’Val’s face is grim with premonition of things to 
come,” Zagarna has unleashed all of the scum of Kaag upon Sommerlund and I fear she 
will not stand. My heart tells me that she is seeing her last few days and it grieves me very 
much. Right now many of the other captains suggest fleeing to the east, but I do not agree.” 
 
It is only know that you realize that there are seven other ships churning the water behind 
the Wispwater. 
 
“Holmgard is without word of Zagarna’s unleashing upon us and I fear that the city will not 
stand up against the scourge of the Darklands for very long. Whether the other ships come 
with me or not, it is of no accord. I shall aid in the defense of the great city.” 
 
“Isn’t it better to survive?” is all you ask as you join D’Val at the railing. 
 
“We are one day’s sail from Holmgard,” D’Val replies ignoring the question,” word has not 
arrived from the Kai Monastery nor the Magicians Guild of Toran. Zagarna’s forces hit 
western Sommerlund on the morn of Fehmarn and my advisors tell me that they shall 
reach the capital on the morrow. I do not expect you and your friends to charge with me 
into battle. But I pray that you will. For we are all drawn to this one fate, unless we unite, 
Magnamund will fall into perpetual darkness.” 
 
If you wish to aid Sommerlund in her darkest hour be sure to read the next installment of 
the Saga of Lone Wolf series, entitled ‘The Cordon of Holmgard’. 
 


