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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. 
After the completion of the Dark before the Dawn 

8. 
 

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 Sheaths) 

 
Arrows: 
(Max: 6 per Sheath) 

 
Quarrels: 
(Max: 8 per Sheath) 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 

The Story so Far 

 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 
 
 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 Vakeros learners.  
 
 Your Elder Magi mentor, Ryka, 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 seems 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. 
 
Your travels eventually led you to Holmgard and you gained audience with the King of 
Sommerlund. Desperate for aid for the battle to come he begged of you to travel to the 
distant island of Lakuri and retrieve Captain D’Val. Despite the dangers that you and your 
companions faced while crossing the deserts of the Wildlands you reached the city of Ryme 
and gained passage upon a liner. After a massive sea-battle against the infamous pirates of 
the Lakuri and saving D’Val’s life you have at last completed the quest given to you by King 
Ulnar. Now your ship, the Wispwater is returning to Holmgard in order to reinforce the 
ancient city against the tides of war that loom over it. 
 

 
 

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 loose 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 many 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. If you have 
completed a previous Saga of Lone Wolf adventure you may select one additional 
discipline. 
 
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 Magician to never loose 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 Magician’s most well-known and most practiced 
skills. It allows you to probe into the minds of weaker minded beings. As you progress in 
your adventures so will your ability in this skill. This skill also allows you to predict an 
opponent’s next move during combat. With this skill you will have a +1 COMBAT SKILL 
bonus during combat after the first two rounds. This skill also comes in useful as it helps 
the spell caster to sense danger or what the future may bring. If you wish to select this skill 
write Intuition: +1 COMBAT SKILL after first 2 rounds during combat. 
 
Animal Kinship – Many Magi 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 than 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/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 Dessi 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 looses 11 
ENDURANCE and Alasi looses none. The second round of combat now begins. He selects a 
Random Number and it is a 5. He looses 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 

 
After consulting with D’Val on the deck of the Wispwater he leads you below deck in order 
to prepare you for the fight that is to come. The armory door creaks open and a vast array 
of weapons, supplies, and armor is strewn out before you on several oak tables and on the 
walls. He begs you take any 4 items that you wish. 
 

Sword 
Warhammer 
Small Laumspur Potion (+ 2 ENDURANCE when used) 
2 Meals 
Longbow 
Sheath (Contains 4 arrows) 
Tinderbox 
Dagger 

 
How to use your Equipment 

 
Sword – Weapon 
Warhammer – Weapon 
Small Potion of Laumspur – Backpack item 
Meals – Backpack items 
Longbow – Weapon 
Sheath w/6 arrows – Special Item, slung over back 
Tinderbox – Backpack item 
Dagger – Weapon 



 D’Val also hands you a belt pouch, insisting that you may be able to use it to 
purchase new supplies once inside the walls of Holmgard. Pick a number from the Random 
Number Table (0 counts as 0). Add 5 to this number. This is how much gold is in the 
pouch. If you have successfully completed a previous Saga of Lone Wolf adventure you may 
add this to your previous amount. 
 
 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, Battle-axe,  
 Stonehammer. 



Longbow and Crossbow Comparison Chart 
(Scale from 1–5. The first three stats a large number is best. The last three stats a smaller 
number is best). 
 
Throughout your adventures you can come across two different types of ranged weapons. 
The longbow and the crossbow. Each weapon has its own advantages and disadvantages. 
Advantages are Range, Accuracy, and Power. Disadvantages are Bulk, Reloading Time, and 
Audibilty. Use this chart to decide which weapon fits your personality best. 
 

(1–5)   Longbow Crossbow 
Range   5  3 
Accuracy   4  2 
Power   2  5 
Reliability   5  3 
 
Bulk   5  2 
Reloading Time  1  3    
Audibility   1  3 

 
 
 

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 seems and that the forces of Naar are not predictable. Keep your wits about you and 
always prepare for the unexpected. Good luck. 



Part 1: The Cordon 
 
1 
Gray-green sea foam coats the ocean surface as the choppy waves break the silence of the 
crisp, early morning. You stand alone, leaning against the oak railing of the port bow of the 
Wispwater; your eyes scanning the distant horizon. Thoughts drift from the beautiful 
sunrise to the events of yesterday, their proceedings causing spiritual unrest within your 
soul. Everything has gone wrong. The Magi elders sent you to the northlands for one 
reason and one reason only. To get information about a traitor. Now it seems as if your life 
has been turned upside down. In the last week you have been attacked, cut, bruised, 
pummeled, tortured, imprisoned, sentenced to die, and pitted against a creature from one 
of your worst nightmares. Involuntary shudders wrack your spine as you remember the 
cold, yellow eyes of the beil-dor. You were almost certain that you would meet your end 
upon the 12-inch teeth of the massive canine. But it seems as if something, if not the gods 
themselves were on your side last night. You were victorious. 
 
Even now you can remember swooning upon the deck, the creature slain at your feet. Its 
blood and ichor all over the wooden boards and yourself. Cuts virtually littered your face 
and it was a asymmetrical phenomenon that you were not completely frayed to shreds by 
the beast. Thankfully you rested peacefully and your ENDURANCE and WILLPOWER 
levels have been restored to their initial values. There was something else odd about last 
night but after losing consciousness your mind is foggy and obscure… 
 
As moments slowly pass you let your mind wander from the night before to your home and 
your family. Your father, Arlidor and your stepmother, Arla. Your elder brothers, Kasin 
and Paido. It seems like it was only yesterday you were taking your baby niece, Anya, for a 
stroll through the Inner Gardens. Oh how you miss the sacred gardens of fair Elzian… 
 
“Land ahoy!” 
 
The words wrench you from your day dreams and you adjust your line of sight to rest upon 
the stretched mouth of the Holmgard gulf. You have returned. Despite this knowledge you 
know that your time in the Lastlands is not over. A battle of all times is about to begin, you 
can feel it within your very bones. A scrawny raven, dark as night and ebony, perches itself 
upon the railing a few feet from you. With a short, hoarse squawk its eye gazes deep into 
your own; giving bad premonition of things to come… 
 

Turn to 113. 
 
2 
With great care you take the hard metal and melt it in the furnace. The liquefied metal runs 
down a shallowed groove in the forge and is collected in a mold. As soon as the metal 
hardens in the mold shape you take it out with the pair of thongs and Banedon aids you in 
wrapping the iron/bronze hunk around it. The main of the blade is now complete. 
Banedon reaches hands you some hard iron and you quickly melt this down and set it into 
another mold; this one of a crosstree. Now begins the hard part. Placing the center of the 
sword you take a massive hammer in one hand and begin to pound the metal. You lose 
track of time as you hammer then fold the metal over and over again. It becomes a process. 
Hammer. Fold. Drink water. Hammer. Fold. 
 
So far you have lost 10 ENDURANCE due to the intense heat and you feel as if your skin is 
going to melt. Much is your need for fresh air but to abandon the sword for even a moment 
will cause it to fail. Hours pass, days pass, time means nothing anymore to you. Your arms 



ache and your head throbs as you hammer and fold thousands upon thousands of times. 
You know the exact number of times you must hammer and fold in order to get out any 
traces of oxygen. If air bubbles are in the metal when it finally hardens the blade will be 
weak and can break. 
 
You break into a fever as you keep counting. You judge it has been about a week but you 
have only hammered 3,000 times. Work is slow and your hammering becomes less 
frequent. You must often stop and take breaks in order to just stay conscious.  
 
Without warning you began to hammer more violently, determined to finish before your 
thirty days are up. You would send Banedon to inquire the date, but no heat must be 
allowed to escape the forge. Not a word is spoken between you two. Banedon does his best 
to help but in the end you know that this is your task, your birthright, your destiny. 
Doubling your efforts within a few days you reach 9,000. Your efforts peak and you 
hammer as fast as your aching arm will allow. Pound, fold, pound, fold, pound, fold. 9,998. 
9,999. 10,000. It is finished. 
 
Setting the finished center into a hollowed groove you take up your Blue-steel sword and 
swiftly smelt the magical metal from its blade. It is an strenuous and intricate process, 
removing the impurities from the blade. However you are not disheartened and you are 
soon ready. If you wish to now add 1 or 2 Mithril Rods to the blue-steel you may do so. Just 
make note that you have done so. 
 
As the blue-steel is molded out and quickly intertwined with the hard metal center of the 
sword you feel the weapon come to life. Taking the hard iron from its mold you hammer 
the crosstree hilt to the blade. More pounding of the blade and you realize you are close to 
completing the blade. 
 
As the blade takes shape in your hands you begin to pour the very strength from your soul 
into the blue-steel. The soulstuff from you begins to be absorbed by the blade. The weapon 
before you is now coming alive.  
 
Combine your current WILLPOWER and ENDURANCE levels together. 
 

If this number is greater than 35, turn to 183. 
If this number is less than 35, turn to 315. 

 
3 
The shaft soars across the smoke filled battlefield to imbed itself into the eye of the 
Gourgaz (you gain 2 Prudence points). The huge beast lets out a blood chilling roar. Just to 
be sure you trip a nearby Giak and throw his spear at the Gourgaz, piercing its side. 
 

Turn to 230. 
 
4 
As you leap aboard the death-hulk the stench of death and decay causes you to cough 
fitfully. But you have a greater problem on your hands. You are now surrounded by the 
zombie crew of this ship and they are clawing at your clothing. One single swipe from 
Soulforge sends four of them scattering. But the odds are against you and you must act 
quickly to avoid being overwhelmed. 
 

If you wish to leap backwards, back onto the Durenese ship, turn to 311. 
If you wish to fight off the zombie crew, turn to 154. 



 
5 
As you plummet downwards you realize that you are far too high to hit the ground without 
risking serious injury. Unless you find a way to slow or stop your descent you may be killed 
upon impact. 
 

If you have the Discipline of Shield and wish to use it, turn to 349. 
If you wish to use your skill of Animal Kinship, turn to 44. 
If you have the skill of Power Word and have reached the rank of Vagabond and wish 
to use it, turn to 185. 

 
If you do not have any of the above Disciplines or don’t wish to use them you must pick a 
number from the Random Number Table. If you are a level 2 Paladin or higher you may 
add 1 to this number. 
 

If your number is between 0 and 5, turn to 75. 
If your number is greater than 6, turn to 191. 

 
6 
Due to the fact that the Giak must balance himself upon the back of the moving Kraan and 
you are seated you may add 1 to your COMBAT SKILL for this combat only. Unless you are 
using a light one-handed weapon (Short Sword, Dagger, Warhammer or Axe) you must 
deduct 4 from your COMBAT SKILL for this combat. 
 

Giak Rider:  COMBAT SKILL 12          ENDURANCE 17 
 

If you win, turn to 224. 
 
7 
A marine wielding a spear beside you falls beneath the blows of a black-armored Drakkar. 
You realize that the best course of action is to fight with your backs to a solid wall. Fighting 
along side the Sommlending marines you manage to reach the gatehouse. There are only 
six of you left and you fight with your backs to the brick wall. Every moment more and 
more of the enemy push inside the gates and struggle to overwhelm the few and far 
between defenders. As you cleave a Giak aside and kick back a Drakkar a Sommlending 
Captain yells over the din of battle from upon the battlements. As the wall is two-hundred 
feet high his voice is faint but you can still hear it. 
 
“Close the gate! If you don’t release the lever inside the chalet we shall be overrun within 
minutes!” 
 

If you wish to enter the gatehouse and close the gate, turn to 259. 
If you wish to send a marine into the gate house, turn to 342. 

 
8 
To the surprise of yourself as that of everyone else in the square the Kraan crawls to its 
feet, spreads its black wings, and lets out a fearsome screech of irritation. One of its wings 
is torn and the beast’s shoulder has been cleaved by an arrow but other then that it seems 
to have been uninjured by its fall. 
 
The Kraan’s sharp teeth pierce the chest of a lost, civilian girl and its claws quickly tear the 
child to pieces. Your blood begins to boil at the sight of the carnage and you draw your 
weapon with a yell of defiance. As you swing at its unprotected gizzard the Kraan takes a 



short step back and then snaps at you with its beak. If you are fighting with a light, two-
handed weapon (Quarterstaff, Spear or Bastion) add 1 to your COMBAT SKILL for this 
combat only. 
 
Wounded Kraan: COMBAT SKILL 16 ENDURANCE 20 
 

After two rounds of combat if you wish to evade, turn to 80. 
If you slay the Kraan, turn to 216. 

 
9 
As soon as you step away from the campfire you realize that you have walked straight into 
a trap. Doomwolves are only afraid of one thing, fire. As soon as you have walked away 
from its glowing embers the pack of Doomwolves leap forward and tear you to shreds. It 
may console you to know that one of the beasts fell to your blows before your weapon was 
torn from your bloodied hand. 
 

Your life ends here. 
 
10 
As the second thug falls beneath your blows you turn and sprint up the stairs (you gain 1 
Prudence point). The remaining four men are hot on your heals. As you reach the top of the 
stairs you grasp a large vase and toss it behind you. The porcelain pottery shatters as it 
crushes the skull of the first man behind you. Twisting right you crash bodily through a 
door and launch yourself towards the only open window. As you crash through the window 
pane and glass a hastily thrown dagger lodges itself in the window frame, only inches from 
where you were before.  
 
Thankfully you are uninjured as you hit the ground and roll. Shaking the glass from your 
robe you climb to your feet. By the time the men have climbed back down the stairs and 
reached the street you have disappeared into the crowd and are on your way to the main 
gates. 
 

Turn to 142. 
 
11 
The main room of the gatehouse illuminates with a soft, bluish light as you press the two 
halves of the rock together. Before you a figure in black runs across the room to a lever and 
yanks it down with all his might. There is a loud groan and to your horror you look out the 
single window and see the South Gate begin to creep open. 
 
The creature before you turns and lets out a piercing howl (lose 2 ENDURANCE points) 
unless your current WILLPOWER score is above 20. However you can see that the light of 
the Firesphere hurts its eyes as it uses its robed arm as a shield from it. 
 
The Helghast unsheathes a jet-black sword from beneath his robes and wields it in front of 
him, the point premeditated towards your heart. In his other hand is a twisted dagger 
which cuts the air with a venomous hiss. 
 

If you have a Blue-steel Sword, turn to 140. 
If you do not have this weapon, turn to 208. 

 
12 
The combined carcasses of the two Giaks and the Kraan have now begun to stink in the 



warmth of the summer’s day. Nausea threatens to force you to vomit and your instincts to 
leave this place as soon as possible rise. 
 

If you wish to mount your horse and ride north, turn to 148. 
Or you can search the dead bodies. Turn to 190. 

 
13 
At the cost of 2 WILLPOWER points you allow your mind to vigilantly reallocate to a 
separate plane of reality. Your concentration strengthens and your mind races out onto the 
fields of Holmgard and you see the Darklord’s armies from up close. They are unprepared 
and unaware. It will be slaughter. And this battle’s victory cup will go the Sommerlund 
(you gain 2 Knowledge points). 
 

Turn to 219. 
 
14 
The crossbow quarrel arcs to the left and strikes the Death-knight in the shoulder. Any 
lesser creature would have been thrown by force from the saddle but the Death-knights are 
not considered the elite forces of the Drakkarim armies for no reason. Undaunted by the 
ferocious blow the Death-knight pulls on the reins and the massive Zlanbeast raises in the 
air. With one more command the Zlanbeast descends on you as you pass below. Within a 
few moments the Zlanbeast’s claws tear you to shreds. 
 

Your life ends here. 
 
15 
Using your Discipline of Trailmanship you are able to decipher the most expedient route 
through the crowds at any given moment. Breaks in the sheer mass of bodies are hard to 
find but by using your skill you are able to find them quite easily. Within a few moments 
you lose your pursuers and manage to double back and head towards the main gates (you 
gain 4 Determination points). Your skill makes your search fruitful and it is several 
minutes before noon when you reach the main gates.  
 

Turn to 142. 
 
16 
Weapon swinging you descend the staircase. It is with great difficultly that you fight to 
steady your balance on the slippery steps but you manage to overcome the Drakkarim 
onslaught. The first Drakkar is slammed bodily into the wall of the staircase and you toss 
off. The second Drakkar receives a blow to the stomach and he falls down the stairs, 
knocking over one of his own as he does so. As you reach the lower steps, the last two 
remaining Drakkarim prepare to fight you to the death. If you are fighting with any two-
handed weapon (Quarterstaff, Bastion, Spear, Broadsword, Battlesword, Longsword or 
Battle-axe) you must deduct 3 from your COMBAT SKILL for this fight. 
 
At any time during the combat you may evade by turning to 134. 
 
Drakkarim Knights: COMBAT SKILL 21  ENDURANCE 40 
 

If you manage to kill them both, turn to 250. 
 
17 



There is a loud cry that fills the air as Argaa-Aruith, lieutenant of Darklord Zagarna 
collapses on the grassy fields of Holmgard. Stepping forward you flip back the hood of the 
creature to reveal your foe’s face. 
 
Stepping back, you let loose a muffled scream. The creature before you is not a creature of 
this world but some abomination from within the pits of Helgedad itself. Argaa-Aruith has 
a face that resembles a Helghast only the creature has been severely mutated and 
mutilated. Bile rises within you as you raise Soulforge and deliver the final blow. 
 
If you wish to keep one of Argaa-Aruith’s Battle-axes you may do so (as the item is a two-
handed weapon you may only possess one of these weapons). The weapon is considered a 
Special Item and when used in combat it will add 3 to your COMBAT SKILL. However to 
any creature not born within the Darklands there are dire side effects that can be lethal. 
For every round of combat you make use of the Darkfire Axe you must deduct 3 from your 
ENDURANCE and 3 from your WILLPOWER. However the weapon also has a huge 
advantage. When used in combat while underground it will inflict triple damage to any 
undead opponent. 
 
(Note: Keep in mind you may only possess 3 weapon-like Special Items at any given time.) 
 

Turn to 269. 
 
18 
In the middle of the square two well-armed Sommlending army officials are busy to the 
bone distributing swords, spears, and shields to any civilian that is willing to take up arms 
and defend the city. Glancing over the raw recruits you can already determine that this 
battle will not be a fair one. Sommerlund will not have much to pit against the forces of 
darkness. 
 
Fighting your way through the crowd you reach the middle of the square and one of the 
army officials offers you a sword and shield. You may take either or both if you wish. The 
Sword is just a normal weapon and the Shield will add 1 to your Combat Skill when used in 
combat. 
 

If you are satisfied and wish to seek out your friends, turn to 94. 
If you have some extra money and wish to buy some equipment, turn to 153. 

 
19 
Compelled to climb the tower at any cost you remove the Rope and Grapple from your 
Backpack and toss the grapple upwards. It snags on the rail of the tower and you quickly 
ascend. Suddenly an arc of fire shoots down from the tower, aimed straight for you. 
 

If you wish to counter the magic with Soulforge, turn to 223. 
If you wish to counter the magic with your own Magi-magic, turn to 51. 
If you have the Magi Discipline of Shield and wish to use it, turn to 95. 
If you wish to leap back onto the deck of the death-hulk, turn to 280. 

 
20 
You have only walked a few yards down the road when you hear a cry being taken up from 
the marines high on the wall. 
 
“The gate’s been breached!” 
 



With a groan you realize the impending danger of the situation. If the hordes of the 
Darklord manage take the gate it will be only a matter of time before they take the city by 
force. You turn and sprint south along Brass Street towards the South Gate. 
 
As soon as the gate comes into view you see that it is spread wide open and that a horde of 
Giaks and Drakkarim are pouring into the city. The defenders have descended down a 
marble staircase that leads up onto the battlements and are fighting desperately to reach 
the gatehouse. One Drakkar breaks away from the fray and runs towards you, sword 
drawn. As the Drakkar reaches you, you calmly step to the side and trip the evil man. He 
falls to the street, impaling himself upon his own weapon. 
 
A second Drakkar draws his sword and prepares to fight you to the death. 
 

Drakkar Scout: COMBAT SKILL 17 ENDURANCE 25 
 

If you manage to kill him, turn to 7. 
 
21 
The hordes of Zagarna press in around as you and Qinefer slash, punch, and kick your way 
back to the city gates. A Kraan has managed to rise into the air and its squawk awakes you 
to its presence. As you turn to face it you see that it is nearly upon you and there is nothing 
you can do to stop it. 
 
Suddenly the Kraan gives a cry as Qinefer’s accurate shaft pierces its eye. The leathery, 
winged creature immediately abandons its attack and flies off to nurture its wound. Just as 
you and Qinefer are about to be cut down a horde of arrows from the top of the wall 
descend into the enemy ranks, felling several around you. Gazing upwards you see that 
Captain D’Val is commanding an entire battalion of archers upon the outer wall. The 
second volley of arrows open a path in-between you and the main gates. Running full out 
you and Qinefer manage to reach the gates. The gates have been open very slightly as to 
allow one person in at a time. Qinefer slips through easily enough and you soon follow her. 
Before the enemy can retaliate the gate is once again securely closed. 
 
Within a few moments you join Captain D’Val on the top of the wall. 
 

Turn to 350. 
 
22 
You know your limitations very well and decide that you should rest for the battle to come 
(you gain 4 Prudence points). With slight difficulty you find a place to lay your head, on a 
small bed of grass under a young, oak tree. There is a slight puffing noise as Brucee lights a 
pipe and slowly draws in its vapor in the dark. The musty, garlic-smelling fumes fill your 
nostrils as a trail of smoke passes by you.  
 
Always a nasty habit smoking Lanra was; is the last thought you have before your eyelids 
become heavy and fall. 
 

Turn to 110. 
 
23 
The second Death-knight falls to your blows and now nothing stands between you and the 
tent of Darklord Zagarna. Dawn is fast approaching and shall be here within the moment. 
 



If you wish to enter Zagarna’s tent, turn to 283. 
If you wish to try and beckon the Darklord out, turn to 273. 
If you wish to do nothing, turn to 350. 

 
24 
Pounding. It seems as if a thousand Giak war drums have been placed within your aching 
skull and are attempting a symphony. It is with great strain that you manage to flick your 
eyes open. As soon as they are open however pain lances through your forehead and you 
close them again with a groan. At the moment all you can discern as that you have a 
massive headache and that you are lying down in a bed. Something cool and wet dabs at 
your face and you manage to reopen your eyes. 
 
A young girl with honey hair and a fair face stands over you with a white cloth, delicately 
dabbing the sweat from your face and chest. Your equipment has been removed and all you 
are wearing is your pair of britches. As you struggle to rise the girl gently pushes you back 
down. 
 
“No, you must rest now.” She takes some purple maple-smelling flowers and places them 
to your lips. Somehow you manage to part your lips enough so she can force the petals 
inside. “Suck on these for a while. And sleep.” 
 
It seems like only a few moments later that you awaken. This time however the pain in 
your head is gone and even your wounds no longer hurt. You sit up in the bed and realize 
that you are in your in a bunk inside one of the knights’ barracks. The young girl slides 
open a door only a few feet from you head and tiptoes inside. With care she kneels beside 
your bunk and slides the door closed. 
 

If you have in your possession a Gold Sash of Talestria, turn to 126. 
If you do not have this item, turn to 304. 

 
25 

Death-knight: COMBAT SKILL 23         ENDURANCE 32 
 

If you mange to slay the Death-knight turn to 350. 
 
26 
No sooner have you taken ten steps towards the woodlands the Kraan’s claws slice into 
your back and with a cry you are tossed headfirst into the grass. As you struggle to climb to 
your feet the two Giaks leap from the beast of the Kraan and descend upon you with their 
spears. The first spear point pierces your shoulder and the second imbeds itself into your 
stomach. The Giaks laugh menacingly and continue to stab you with their spears until your 
blood covers the grass. 
 

Your quest ends here. 
 
27 
After pounding the door three times there is no answer (you gain 2 Humility points for 
having the courtesy to knock). With a quick glance to Banedon you slowly reach out and 
push open the door. There is a click of a crossbow and a quarrel speeds out through the 
doorway before you can react. However Banedon is quick to move and suddenly the 
quarrel is deflected by his magic. The wooden quarrel imbeds itself in a nearby tree as you 
and Banedon charge your assailant. 
 



Turn to 325. 
 
28 
You stand your ground and raise one hand towards the rapidly descending Kraan and 
mutter the words to the Power Word spell. Unfortunately you have gravely overestimated 
your Magi abilities. The creature is falling towards the ground at such a great rate that your 
attempts to slow it go unnoticed by the laws of gravity. The creature hits you with such 
force that you are slammed to the cobblestones, impaled upon one of its many claws. Any 
rescue attempts any onlookers may have made an effort towards are vain as the Kraan’s 
massive body smothers the life out of you in just a few moments. 
 

Your Quest ends here. 
 
29 
Wielding the Sommerswerd in both hands Lone Wolf skewers the first Drakkar in his 
ribcage, effectively dispatching the evil man. You on the other hand been wounded and the 
second Drakkar threatens to overwhelm you. Lone Wolf leaps forward and the 
Sommerswerd pierces the Drakkar’s shoulder.  
 
Using the distraction to your advantage you swing wide with Soulforge. There is a thud as 
the Drakkar hits the deck heavily. Before he can climb to his feet you skewer him to the 
deck. 
 
Without bothering to search the bodies you and Lone Wolf run towards the railing of the 
death-hulk and leap out into space. 
 

Turn to 188. 
 
30 
After a few moments of straining you manage to clutch the ivory horn that you have 
strapped across your shoulder and blow into it. The low-pitch, harsh sound that emits from 
the horn causes the Kraan to screech. The blast is so great that you can see from your 
position beneath the beast that its ears are bleeding severely. Armed with this new 
knowledge of the capabilities of the horn (you gain 2 Knowledge points) you fill your lungs 
with air and let out a blast louder than the first. With a cry the Kraan begins to careen 
towards the ground below and its claws let loose of your backpack. 
 

Turn to 5. 
 
31 
To your astonishment you are quick to find hand and footholds. Before you know it you 
have nearly reached the top of the tower and you are confident that even Lone Wolf could 
not have met your speed. Preparing for the worst you prepare your weapon and ready to 
leap into the tower. 
 

Turn to 169. 
 
32 
After gathering your materials and placing them in your Backpack (each item only takes up 
½ space) you and Banedon climb a spiral staircase to upper halls. It is here that a burly, 
taller than usual dwarf meets you both with hearty handshakes. 
 
“My name is Kali, young ones.” He says jovially,” And from what the guildmaster tells me, 



you need the use of my lower forge. I assume you have some dire business with my forge; 
the Brotherhood guild has given me quite a pretty crown in order to see that you gain its 
use.” 
 
“Yes, master dwarf,” you reply.” I shall need the forge for quite some time. The task before 
me is great and it will be sore strenuous.” 
 
“Of course of course,” says the young dwarf, a huge smile behind his beard.” I shall have 
some of my finest smithies aid you in your task.” 
 
“No,” you say almost too sharply.” This I must do alone.” 
 
“Very well,” says Kali,” you may begin when ready.” 
 
“I am ready.” 
 
With those words he leads you though the many corridors and halls of the guild and finally 
below ground, and into the hottest furnace in the land. 
 

Turn to 108. 
 
33 
Without so much as a single war cry Sommerlund’s finest stride out from the southern 
forest and wait upon its outskirts. On your left you see Captain D’Val sitting upon his white 
mare. With a yell he draws his sword and his horse leaps forward. Without any room for 
thought you dig your heals into your horse’s flanks and suddenly the entire army is 
thundering towards the enemy camp. 
 
The tall grass moves to the side as your horse tramples through it. The sun has lifted high 
enough into the sky to envelop the east with bright light. The trampling of horses and the 
yell of the Sommlending are the only sounds heard as you top a rise and ride down a ridge. 
The Darklord’s army is now visible. To your surprise the camp is only now beginning to 
respond to the attack…far too late. Within seconds you are upon them. The first Giak’s 
skull is split as you swing your weapon with all your strength. His blood sprays your 
horse’s armor and coats your arm in its warm stickiness.  
 
All around you Giaks are being slaughtered and Kraan are trying desperately to climb into 
the air. You lose count of the number of Giaks and other Darklord abominations that fall to 
your heavy blows. Within minutes you are soaked in blood and ichor, however you have 
gone unwounded. Looking around you can survey that the battle is going in your favor. 
Only a few Sommlending have fallen and the dark, murky Giak blood that stains the fields 
is great. 
 
To your left you see Brucee trip and fall. A large Giak wearing black chainmail lifts his 
sword over his head and prepares to skewer the Sommlending officer to the ground. 
 

If you have a Longbow and wish to use it, turn to 233. 
If you have a Crossbow and wish to use it, turn to 165. 
If you don’t have a ranged weapon or don’t wish to use one, turn to 102. 

 
34 
As soon as you hit the deck of the death-hulk the rotted timbers collapse beneath your 
weight and you crash through to the deck beneath. As soon as you clamber to your feet you 



hear a noise behind you. With one quick, fluid movement you release Soulforge from its 
sheath and turn around. Before you a gray-fleshed zombie awkwardly ambles towards you, 
cradling its head in one arm. 
 
Raising a cutlass with its free arm it lunges forward, a watery gurgle escaping from its 
throat. Twisting to the side you bring your weapon to bare and cleave the undead 
crewmember in two. No sooner does it fall when four more zombies emerge from the 
shadows and amble forward, their forlorn cries clawing at the edges of your mind. 
Remember that you are wielding Soulforge, a weapon which does double damage against 
undead creatures such as these. 
 

Zombie Crew: COMBAT SKILL 14  ENDURANCE 18 
 

If you win, turn to 106. 
 
35 
The Giaks have begun to regroup and a troupe of them has begun to fire arrows into the 
fray with their bows. Two arrows strike Brucee and he falls to the ground, mortally 
wounded. Three black arrows clang off of your steed’s armored flank and another nearly 
takes away your ear. Suddenly you are nearly thrown off your horse as a shaft strikes you 
square in the middle of the back. However the wound is not fatal. You reach behind you 
and swiftly snap the shaft, hissing in pain. You lose 8 ENDURANCE points. However if you 
are wearing armor that gives you a bonus of 4 ENDURANCE or more you only lose 5 
ENDURANCE points. 
 

If you are still alive turn to 88. 
 
36 
Sacrificing 2 WILLPOWER points you discern that something is amiss about the northern 
path. Suddenly your senses begin to scream warning in your mind and it takes you a 
moment to intuit what is wrong. Soon your mind clears and you understand why your 
senses were screaming so violently. There is a large company of Giaks riding Doomwolves 
coming straight towards you. You thought you perceived them the day before and had 
eluded them but now your senses confirm it. They have been tracking you for miles. 
 

Quickly you bring Cervis around to bear and take off north-west through the trees. 
Turn to 214. 

 
37 
Changing the Kraan’s direction you point its nose straight towards the oncoming Zlanbeast 
(you gain 2 Determination points). As the creatures near each other a lump rises in your 
throat as you realize that the imperial Zlanbeast is much, much bigger than your Kraan. 
 

If you wish to leap off the Kraan at the last second and hope to land on the Zlanbeast, 
turn to 204. 
If you wish to divert your course at the last second and attack with your weapon, turn 
to 187. 
If you wish to divert your course now and descend to the ground, turn to 284. 
If you have a Crossbow and wish to use it (due to your injured arm you cannot 
currently use a Longbow effectively), turn to 265. 

 
38 
“Hold them off!” you shout encouragement to the Durenese soldiers and you run across the 



slippery deck to the ballista. Straining with effort you help the other soldiers push the 
massive weapon across the deck. Your combined efforts work tremendously and you 
quickly reach the port side. One slash of your sword and the tip of the massive projectile 
weapon aims straight at the broad side of the death-hulk. 
 
“For the Regnanti!” 
 
You coldly fire the weapon and it tears into the hull of the giant death-hulk (you gain 2 
Valor points). There is a creak of timbers and a cheer from the Durenese soldiers as the 
death-hulk slowly sinks beneath the waves. 
 

Turn to 186. 
 
39 
For every Drakkar that falls beneath your blows two more seem to replace him. You fight 
valiantly but soon you become surrounded. Two more Drakkarim fall to the floor before a 
sword snakes out and clips you in the shoulder. With a cry you twist around and your 
weapon drops to the floor. You stare coldly with hate in your eyes as the Drakkar who 
wounded you steps forward and drives his sword through your chest. 
 

Your life ends here. 
 
40 
As you try to force the blade of the Dagger further into the opening on the padlock it slips 
from your fingers and the weapon clatters on the floor. As you lost control of the weapon it 
grazed your fingers, inflicted cuts upon them (you lose 2 ENDURANCE points). Muttering 
irritably you return the Dagger to your belt and abandon the cupboard. 
 

Turn to 92. 
 
41 
As you ascend the wooden plank stairs to the ascended, forward deck the sunlight startles 
your eyes and you have to shield them. Gazing towards the already smoldering city of 
Holmgard it amazes you that such madness would be allowed to take place on such a 
beautiful day. 
 
Glancing over the ship you see the Sommlending marines arm themselves for battle both 
physically and mentally. Standing alone by the port bow you can see Troke staring down 
into the deep blueness of the gulf. It is the first time you have seen him since the battle 
began the night before. Something is troubling him. As you wonder what has gotten the 
crew in such a foul mood you realize that you yourself can feel a chilling premonition of 
evil.  
 
Your gaze returns to the fields that surround Holmgard. The city and the fields 
surrounding it are now in clear view and leave nothing of the carnage that befell the farms 
folk to the imagination. A massive black wave of the dark army can be seen enclosing the 
city, as if trying to snuff the very life from it. 
 
You hear a sigh and adjust your eyesight to see Viveka standing beside you on the railed 
deck. 
 
“It seems as if the Kai were unable to hold the Darklord’s forces back after all. There is no 
escaping the city now, save by its salvation.” 



 
She smiles at you. “Let’s give them hell.” 
 

Turn to 196. 
 
42 
Only now you realize that you sense the same aura around the dark tower that you did 
around the Silver Medallions you came across during your travels with Troke and Viveka. 
 
“I am not for certain Lone Wolf,” you give your reply to the Kai Lord. “But I believe that 
whoever is in that tower has been trying to thwart my quest for some time!” 
 

Turn to 72. 
 
43 
Banedon tears the seal and scans over the contents of the letter that was given to you by 
the king of Sommerlund. Banedon nods his head approvingly much to your relief. 
 
“This is all the proof I need.” 
 
Banedon climbs off his horse, walks over to you, and offers his hand in friendship. You 
readily shake hands with him. Suddenly he turns your hand over so it is facing palm up 
and scrapes a dagger across the skin. A blight vertical line of blood appears on your palm 
and you stumble back, clutching the wound (you lose 1 ENDURANCE point). 
 
“Do not fret Magi,” says Banedon with a tinkle in his eye,” I just had to be certain that you 
were not a Helghast. Several times they have attempted to infiltrate the city and thus far all 
have failed. Zagarna cannot pull wool over the eyes of the Brotherhood of the Crystal Star 
as easily as he can the Knights of the Realm.” 
 
“Welcome to Toran friend. What is it that brings you to our city at this time of war?” 
 

If you have a Blue-steel Sword, turn to 249. 
If you do not have this weapon, turn to 307. 

 
44 
Luckily for you your skill of Animal Kinship is fairly developed. You do not have the 
strength to possess an animal but you are able to stretch out into the mind of a Kraan 
below you and cause him veer slightly to the left. The Kraan passes beneath you just as you 
are about to pass it. With a quick prayer to any listening gods you stretch out your arms 
and prepare for the impact. 
 

Turn to 210. 
 
45 
You do not have the correct materials to complete your task and your quest has failed at an 
early end. Within a two weeks Holmgard is taken and Toran falls only two days later. 
Without the aid of the sword you meant to create you are helpless against the agents of 
Zagarna. 
 
Your life and quest end here. 
 
46 
Despite the strenuous amount of Willpower that it takes to keep the Kraan at bay you 
manage to hold it in position (you are stripped of half you current Willpower). With a quick 



prayer to any listening gods you stretch out your arm and prepare for the impact. 
 

Turn to 210. 
 
47 
Enflamed with anger the sorcerer reaches into his pocket, reveals a jewel, and tosses it at 
the ground. There is a blinding flash of flame and a green gas forces both you and Lone 
Wolf to cover your nostrils. As the poisonous gas threatens to cause you serious damage 
you have no other alternative than to leap to the lower deck of the death-hulk. Lone Wolf 
soon appears beside you and you both gaze out cross the water. Vonotar is frantically 
paddling a small boat away from the death-hulk. 
 
The Kai Lord prepares to leap into the sea and swim after the lone sorcerer but you place 
your hand on his shoulder. 
 
“The time to bring the traitor to justice shall come. But it is not today.” 
 

Turn to 253. 
 
48 
Once again you find yourself the bearer of good luck. You tighten your hold on the reins of 
the Kraan as you fall off its back. Even though you have lost the use of one of your arms 
you manage to crawl back onto the leathery beast’s back and situate yourself in the saddle. 
 

Turn to 224. 
 
49 
“Zagarna, you cur!” You shout into the air,” come and face me!” 
 
Suddenly the spawn move to the side and path in-between bodies is created linking you 
and the large, red tent of the Darklord. Fear grips you as the large flaps of the tent fold 
outwards. 
 
However the creature that stands before you now is not Zagarna. 
 

Turn to 267. 
 
50 
“Zagarna’s Helghast have infiltrated the city,” says Qinefer, for the first time speaking up.” 
They have taken on the appearance of townsfolk and could be anybody. I cornered one this 
morning and he eluded me.” 
 
“This creates a new problem for us,” says Ulnar.” We need a weapon that can successfully 
destroy these creatures.” 
 
Suddenly a plan forms in your mind. If you can combine the blue-steel of your people with 
your own magic in a forge you could create the weapon making process of Irl-knor. The 
process is very draining however and not many survive. However it is the only way. You 
quickly explain your plan to Ulnar, knowing that you cannot delay.  
 
“If you allow me a forge and a few select items I can transform a sword into a weapon 
capable of destroying anything the Darklord throws at us.” 
 



Ulnar listens thoughtfully as you relay the requirements for creating this weapon,” the only 
forge hot enough for this sort of work is in Toran. And I know not if the guild city has fallen 
or if its flag still stands. However you shall be given my own horse, the swiftest in the land 
and a note from me, proving the significance of your mission. Seek out the aid of the 
Brotherhood of the Crystal Star, for you shall need it. And then you must complete your 
work at the Guild of Forging.” 
 
The wearisome king stands and walks over to a nearby window. The sky is still overcast 
and sparse rain drops now begin to fall. 
 
“You have the same deadline as Lone Wolf. Thirty days more Alasi, that is the very limit of 
our survival. I shall pray to Ishir and Kai for your safe return.” 
 

Turn to 241. 
 
51 

If you wish to extend 1 WILLPOWER point into your counterattack, turn to 98. 
If you wish to extend 2 WILLPOWER points turn to 180. 
If you wish to extend 3 WILLPOWER points turn to 245. 

 
52 
Extending 1 WILLPOWER point you summon a ball of electricity in your right hand and 
send the pulsating energy at the door. There is an explosion of wood and a bellowing of 
disturbed dust as the energy quarrel connects. The doorway is now open to you. 
 

If you wish to wait where you are turn to 86. 
If you wish to approach the doorway turn to 238. 

 
53 
At the cost of 2 WILLPOWER points you create two balls of electricity in each of your 
hands and hurl them at the Gourgaz. The blows pack more of a punch then you expected 
they would. The first quarrel of energy punches through the creature’s stomach and the 
second almost removes its head. 
 

Turn to 230. 
 
54 
You fight your way over to a supply cart and place your back against it (you gain 3 Valor 
points). The enemy presses in around you but your blows from your weapon keep them at 
bay. Fortunately for you they have not thought their attack through and are so hard 
pressed they can not bring archers in to bear nor can any Kraan launch an attack. The odds 
against you are extremely heavy but dawn is fast approaching and you need only survive 
for a few minutes. After that Lone Wolf shall purge the Darklord’s army into chaos and 
confusion. 
 
Pick a number from the Random Number Table. This is equal to the ENDURANCE you 
have lost while defending the cart. Within a few moments the sun begins to rise. 
 

Turn to 350. 
 
55 
Flinging aside your cloak you reveal your wooden Crossbow. With a quick fluid motion you 
release it from your belt and point it upwards at the descending Kraan. The leathery 



creature is unmoved by the presence of your ranged weapon and chooses not to avert its 
course. 
 
Pick a number from the Random Number Table. Remember if you possess Penetrate to 
add 1 to this number. If you possess Armsmastery with Crossbows add 2. 
 

If your number is between 0 and 4, turn to 119. 
If your number is 5 or greater, turn to 184. 

 
56 
As the Drakkarim storm the loft you fling your weapons from you and raise your hands in 
submission. The evil men look as if they are considering honoring your surrender when a 
burly Drakkar barges into the loft, a deep wound inflicted upon his chest. You recognize 
the work of your weapon and you let out a groan as the Drakkar steps forward and forces 
his spear through your stomach. 
 
Clutching the spear shaft with both hands you fall forward and land on the floor of the loft. 
Thankfully one of the more sympathetic Drakkarim reaches down and slits your throat 
with his sword. 
 

Your life ends here in Holmgard. 
 
57 
As you are leading your horse across the old wooden bridge on foot a rotted, wooden plank 
collapses beneath your weight and you plunge headfirst into the water. The river is not too 
terribly deep and you begin to strike out swimming towards the northern bank. Your horse 
has safely made it across the bridge and is awaiting you on the far side. As you wallow into 
the shallows a wave of terror passes over you as you feel sharp teeth grasp your leg. Though 
it is several minutes after dusk you can still see well enough of the creature that has latched 
onto your leg. 
 
It is a massive alligator-like animal with two heads. One of these heads has a firm grip on 
your right leg and the other is attempting to grasp on to your other one. Unless you act 
quickly the creature will drown you. If you are using a weapon with a blunt end 
(Warhammer, Mace, Quarterstaff) then add 4 to your COMBAT SKILL for this combat. If 
you are wearing Kalkoth Boots you may add 2 to your COMBAT SKILL for the duration of 
this combat. 
 

Storgh:  COMBAT SKILL 10 ENDURANCE 40 
 

If you defeat the creature within 4 rounds of combat, turn to 261. 
If the battle accedes 4 rounds of combat, turn to 85. 

 
58 
Precious time is lost as you do your best to console the frightened horse enough to saddle 
the brute. Eventually the brute calms down and allows himself to be saddled and 
harnessed however you have suffered several bruises and cuts on your hands and your 
arms (lose 1 ENDURANCE point). It is time to journey to Toran… 
 

Turn to 179. 
 
59 
The thugs are upon you when you dive for your fallen weapon(s). 



 
Pick a number from the Random Number Table. If you are a Paladin or a Ranger you may 
add 1 to this number. If you are wearing any type of chainmail armor or anything heavier 
you must deduct 2 from this number. 
 

If your number is between -2 and 5, turn to 320. 
If your number is greater than 6, turn to 292. 

 
60 
You release the action on the crossbow and watch the arrow fly across smoke and sky to 
imbed itself in the Death-knights death mask (you gain 3 Prudence points and lose 1 Valor 
point). With an inhuman cry he is thrown backwards off his beast and plummets to his 
death, many feet below. Enamored in your victory you lead your beast towards the ground 
and the battle. 
 

Turn to 284. 
 
61 
“It is madness! Half of the soldiers you have at your back are mere children. And the other 
half have seen far too many winters. If you lead this rag-tag ‘army’ of militia out onto those 
fields it will be slaughter!” Troke is obviously angry. 
 
Captain D’Val looks so furious that his command would be questioned by a mercenary that 
you are surprised that you cannot see steam blowing out of his ears. It is up to you to 
extinguish this fight. 
 
“Stop this bantering of old ninnies!” you reprimand both of them.” Zagarna’s army is going 
to pick at this city until it is gone. We need to counter attack now!” 
 
Troke is outraged that you took Captain D’Val’s side but the captain doesn’t seem to care 
about your opinion at all. 
 
“Go back to your mumsy’s milk…” 
 
Deciding to ignore the captain’s remark you turn to Troke,” please my friend. We need 
your help. These militia are all we have at the moment. They will have to do. The armies 
are not yet assembled and we need a counterattack. We cannot let them know that our 
defenses are weak.” 
 
Troke sighs,” as usual you are right my young friend.” 
 
“To arms!” 
 
D’Val gives you a wary glance and draws his sword. He hands you an army issue blade with 
a leather scabbard from his belt. 
 
“You may need this.” 
 
If you wish you may take the Short Sword. Count it as a normal weapon if you wish to keep 
it. 
 
The gates open up before you and the sunlight floods in, causing you to raise your arm in 
front of your eyes, shielding them from the sun’s rays. The militia move forward with a 



wild yell…towards inevitable death. Far away the gods look down upon the city of 
Holmgard with nonaligned looks of interest. 
 

Turn to 242. 
 
62 
Two more of the armed thugs fall to your fists before a sword cuts you on your left forearm. 
Wounded and defeated you try and flee but the angry men’s swords pursue you like 
enflamed hornets. 
 

Your life ends here. 
 
63 
On the far side of the hut there is a carved, wooden cupboard mounted on the wall. To your 
dismay you find it to be locked when you try to force it open. After a few moments of 
pulling at the handle you step back and take a closer look. 
 

If you have a Vial of Acid and wish to use it on the lock, turn to 348. 
If you have a set of Lock-picks and wish to use them, turn to 201. 
If you have a Dagger and wish to use that to try and pick the lock, turn to 220. 
If you do not have any of the above items or don’t wish to use them you decide to 
leave the hut and return to Toran. Turn to 92. 

 
64 
The Giaks fall one by one as you fight to keep the doorway to the gatehouse clear. There is a 
mighty spring and the South Gate closes. However there are still many spawn inside the 
city and they must be dispatched quickly. The marine who volunteered runs out of the 
gatehouse only to be felled by a Giak sword. The last two marines fight with you back to 
back. Within a few moments they are both hacked down. 
 

Turn to 158. 
 
65 
As you reach the exit to the stables the girl has disappeared from your sight. You look 
around for a few moments but she is nowhere to be found. 
 

If you wish to question the guard about the girl, turn to 104. 
If you wish to return to the horse and leave, turn to 177. 

 
66 
Both you and the girl whose name you’ve discovered is Qinefer are christened as Knights of 
the Realm. The next few days involve you resting and preparing to lead an attack against 
Zagarna’s forces. Despite the war raging about you, you manage to regain much of the 
health you lost in the past few days. You may restore half of the ENDURANCE points you 
have lost so far in this adventure.  
 
As a Knight of the Realm, on the second day you are taken to the Royal Armory and 
allowed to select any two of the below items that you wish. 
 

Warhelm (+3 ENDURANCE) 
Mace 
Bastion 
Sheath (contains 6 arrows) 



Longbow 
Short Sword 
2 Meals 

 
The morning of the fourth day arrives and Ulnar summons you and a few select other 
commanders to the Chamber of State. It is here that the first organized counterstrike 
against the dark forces of what is now popularly called ‘The Cordon’ is devised. 
 

Turn to 181. 
 
67 
The magician’s blast is a strong one and you must be quick to counter it. Extending 4 
WILLPOWER points you create your own dual balls of energy and fling them at the fast 
approaching quarrels of fire. The magic is dispelled by your attack but a sweat has broken 
out on your forehead. The sudden expense of so much WILLPOWER has drained you. You 
make a quick, silent note to check your use of WILLPOWER for now on. 
 

Turn to 296. 
 
68 
No sooner have you reached the top of the stairwell, the thugs storm the building via the 
doorway. They catch sight of you and you quickly turn and crash through an oak door. You 
are in a bedroom and you must make a hasty decision. 
 

If you wish to jump through the single window, turn to 138. 
If you wish to turn and fight the thugs, turn to 291. 
If you wish to throw up your hands in surrender, turn to 322. 

 
69 
Leaving the great hall behind you move on to the next room. Here is a weapons training 
facility for the Kai. Three Sommlending bodies lie prostrate in this room, dead spawn all 
around them. One of the dead Kai, a woman Savant, has had her head cut clean off from 
her body but it appears as if she had an honorable death. With a broken spear in one hand 
and a dashing warhammer in the other it seems as though she died taking as many Giaks 
and Drakkarim with her as she possibly could. 
 
A quick search of this room reveals the following useful items. You may take what you wish 
before continuing. 
 

Warhammer (Weapon) 
2 Gold Crowns (Go in your pouch) 
Bronze Bracers (Special Item, worn on your forearms) Adds 1 to your COMBAT 

 SKILL and 1 to your ENDURANCE. Cannot be used in conjunction with a 
 shield. 

Dagger (Weapon) 
3 Arrows 
Sword (Weapon) 
Potion of Laumspur (Backpack item) Adds 4 to your ENDURANCE when 

 swallowed after combat. 
 
Feelings of disgust and loathing for the Darklords fill you up as you move from room to 
room, distinguishing with your own eyes the death and destruction they bring to the free 



peoples of Magnamund. No survivors are found in the lower levels of the monastery and 
the smell of decay is about to drive you crazy. 
 

If you wish to leave the monastery grounds now, turn to 212. 
If you wish to ascend the stairs to the Tower of the Sun, turn to 289.  

 
70 
Extending 4 WILLPOWER points you create an impenetrable Shield about yourself just as 
the Drakkar looses his shaft. The shaft bounces off the magical shield and you release your 
grip on the magical boundary. Surprised that his marksmanship was to no avail the 
Drakkar is caught off guard. Before he can react you rush forward and strike him down 
with Soulforge. 
 
As you strike left and right with your weapon you continue steadily forward until the tent 
of Darklord Zagarna comes into view. 
 
“Come out, Zagarna!” You shout unto the air. 
 
Suddenly as if from an invisible command the forces of Zagarna stop their deadly press 
upon you and step away from the ground that lies between you and the massive, red tent. 
However it is not Zagarna who reveals himself from inside the massive tent. 
 

Turn to 267. 
 
71 
The first smithy nods at you approvingly before returning to his other customers. With 
great effort you push and shove your way through the ever-growing crowd in your attempt 
to cross the square. The clamor and upheaval that pollutes the streets of the city only 
worsens and you find it hard to keep hold of your belongings. Men and women run 
rampantly past you in search of shelter. Suddenly there is a loud high-pitched scream and 
with dismay you look up. 
 
A Kraan has been felled by a Sommlending arrow and has pitched towards the ground; its 
current path of descent right towards you. 
 
If you possess the Magi skill of Power Word and wish to use it to attempt to stop the 
creature’s fall turn to 28. 
 
If you don’t possess this skill or don’t wish to use it you must pick a number from the 
Random Number Table. If you are at least a level 2 Ranger you may add 1 to this number. 
If you are wearing any sort of chest armor other then leather or padded deduct 2 from this 
number. 
 

If your final number is between -2 and 3, turn to 136. 
If your final number is between 4 and 6, turn to 217. 
If your final number is greater than 7, turn to 162. 

 
72 
Lone Wolf twirls around and strikes down a rapier-brandishing zombie. As the zombie 
horde begins to thin out due to the expert blade-work of you and the Kai Lord you are 
struck from behind. As you pitch forward you turn to face your adversary, swinging your 
sword even as you fall. Your blow is deflected by the black sword of a massive Drakkar. The 



dark-armored marine draws a mace from his belt with his free hand and swings, aiming for 
your skull. 
 
Due to the fact that you are lying down you must deduct your COMBAT SKILL by 4 for the 
first 2 rounds of combat. You cannot evade and must fight the Drakkar to the death. 
 

Drakkar Marine: COMBAT SKILL 22 ENDURANCE 20 
 

If you win turn to 211. 
 
73 
“Zagarna’s Helghast have infiltrated the city,” you say.” They have taken on the appearance 
of townsfolk and there could be any number of them.” 
 
“This creates a new problem for us,” says Ulnar.” We need a weapon that can successfully 
destroy these creatures.” 
 
You draw your Blue-steel Sword and lodge the point in the massive table in front of the 
king,” This is my sword and it can kill the creatures. However, it is not strong enough to 
battle them effectively. I do have a plan however. If you allow me a forge and a few select 
items I can transform this sword into a weapon capable of destroying anything the 
Darklord throws at us.” 
 
Ulnar listens thoughtfully as you relay the requirements for creating this weapon,” the only 
forge I know of that is hot enough for this sort of work is in Toran. And I know not if the 
guild city has fallen or if its flag still stands. However you shall be given my own horse, the 
swiftest in the land and a note from me, proving the significance of your mission. Seek out 
the aid of the Brotherhood of the Crystal Star, for you shall need it. And then you must 
complete your work at the Guild of Forging.” 
 
The wearisome king stands and walks over to a nearby window. The sky is still overcast 
and sparse rain drops now begin to fall. 
 
“You have the same deadline as Lone Wolf. Thirty days more Alasi, that is the very limit of 
our survival. I shall pray to Ishir and Kai for your safe return.” 
 
Nodding your head you reach forward and place your hand on the hilt of your blue-gray 
sword. With a grunt of exertion you pull the blade from the oak table and return it to its 
scabbard. 
 

Turn to 241. 
 
74 
Taking the sigil from around your neck you place the wooden medallion into the groove on 
the pedestal. It fits perfectly and suddenly there is a rumble beneath your feet. The marble 
splits in two and an opening appears between the stone at the base of the pedestal. 
Reaching out you try and dislodge the sigil but it is imbedded deep within the stone and 
shows no sign of budging (remember to erase this item from your Action Chart before 
continuing). With your hand firmly gripping your weapon you slowly descend into the 
aperture. 
 
Within the cavity is a small staircase that leads down into a small, stone foyer. Inside this 
room there is a bed carved from oak and a small chest at its base. Two torches are placed 



upon a mantle at the head of the bed. You take up some tinder and flint that has been 
placed on the bed table and light the torches. Vast tapestries depicting the gods, past 
battles in which Sommerlund defeated the Darklords, and of various famous sights of 
Magnamund literally cover the stone walls. A quick search of the room and the small chest 
reveals the following items. 
 

Kai Archmaster Cloak (Special Item) This item does not count against your 12 
 Special Item limit however if you wish to keep it you must discard your 
 Magi Cloak. 

Warhammer (Weapon) 
Broadsword (Weapon) 
Carafe of Alether (Backpack Item) Adds 2 to your COMBAT SKILL when 

 swallowed directly before a combat. Effects wear off after 1 combat. 
Purse containing 3 Gold Crowns 
Studded Leather Armor (Special Item) Adds 3 to your ENDURANCE. It is 

 considered an overcoat. 
Enough food for 2 Meals (Backpack items) 

 
After taking one last glance of the room you decide that there is nothing more you can do 
here and descend the stairs of the Tower of the Sun. 
 

Turn to 212. 
 
75 
Luck is not with you this day and neither are the gods. As soon as you hit the ground below 
your leg breaks beneath you. Though you have survived the fall it is only a few moments of 
crawling through the bloodied grass before a Giak sees you and slits your throat with his 
bone knife. 
 

Your life ends here. 
 
76 
As your daring plan takes form in your mind you rush into the gatehouse and pull the lever 
that releases the massive main gate. As you leave the gatehouse and the gate begins to 
creep open Qinefer confronts you. 
 
“What are you doing?” she demands. 
 
“Close the gate behind me,” is all you say and you draw Soulforge from its sheath. 
 
“Zagarna will kill you just by looking at you!” Qinefer spits. 
 
Anger wells up inside you and you turn to the dark-skinned girl,” if I am to die this day 
then so be it. If my death waits for me upon those fields then I shall embrace it with open 
arms.” 
 
Qinefer draws her two swords from their sheaths.” Let me help you.” 
 

If you wish to accept Qinefer’s help, turn to 236. 
If you wish to refuse it, turn to 133. 

 
77 
Leaving your equipment behind you manage to climb through the window and out onto the 



battlements. The Drakkarim storm the loft and glare hatred when they see that they are 
not as lithe as you and cannot climb through the window. 
 
You allow yourself a short laugh at their plight but it is short-lived. The Drakkarim and 
Giaks that have made it inside the gate have managed to fight their way up the marble 
staircase and onto the battlements. Without your weapons you do not stand a chance and 
are swiftly cut down. 
 

Your life and quest end here. 
 
78 
Moving quickly you toss the grapple into the air and it latches on to the rail of the passing 
ship. With great strain you haul yourself up the side of the ship, using only the strength of 
your arms. Within a few moments you reach the railing and haul yourself drenched upon 
the deck. 
 

Turn to 282. 
 
79 
You take the phial of Pandama’s Brew and shake the liquid contents rigorously before 
forcing off the stopper. The liquid turns a light copper color the instant it comes into 
contact with air. Being careful to not drop the fragile phial you hold the Kai’s head with one 
hand while you lift the glass phial to his lips. As soon as the fiery-hot liquid begins to pour 
down his throat he begins to cough and sputter, but you make sure that not a single drop is 
wasted.  
 
Then you take the Herbal Stems and place them in your mouth and chew them, taking care 
to not swallow the bitter shoots. As soon as the stems have been turned to a pasty 
substance you remove the adhesive from your mouth and stick it directly into a nasty 
wound across the Kai’s chest (you gain 15 Compassion points and 10 Experience points). 
 
After a few moments the Kai’s breathing becomes more frequent and his eyes flutter open 
weakly. His lips part with a hoarse gasp and he says three words,” kill me, please.” 
 

If you wish to do as the Kai asks and end his life turn to 251. 
If you refuse to kill the Sommlending turn to 299. 

 
80 
As you leap for an alleyway (lose 1 Valor point) not far from where the Kraan fell you feel 
the creature nip your side with its beak. You land with ease but the Kraan has left a small 
wound just above your hip. Also the Kraan’s teeth tore open your pouch. Pick a number 
from the Random Number Table. This number is equal to the amount of crowns that have 
been lost. 
 

Lose 1 ENDURANCE point and turn to 121. 
 
81 
You desperately wish to keep talking to the girl but once again you feel sleep closing in on 
you. The world dims and you slump back in your bed, exhausted. Soon everything is black 
and the world around you shimmers and dissolves into something else… 
 
A scream emits from your mouth as you plummet towards the earth. Time is slowed down 
and then abruptly stops. The cries of battle are all around you. You are back above the 



fields of Holmgard. It is now that you realize that time has stopped only for you, and the 
Kraan a few meters below you. A Sommlending Knight hacks down a tall Giak with his 
broadsword. He turns to face his next enemy when a Drakkar slips through the bodies all 
around and skewers the man through the chest with his sword. The Sommlending falls to 
the ground with a groan. The Drakkar lifts his sword in the air with a howl of triumph. An 
ill-fired Giak arrow strikes him in the shoulder, twisting him around. A marine strikes him 
down with a giant mace before an arrow claims his life. The dead and dying can be seen all 
around from your place, halted in midair.  
 
You see the boy; Falka pierced by a Giak lance and left writhing in the tall grass to die 
slowly. You see the one called Qinefer slaying a towering Gourgaz with her sword upon the 
prince’s former horse. Two Sommlending Knights are cut off from the main bunch and are 
slaughtered by the swords of the Giaks. One Sommlending Captain lets out a howl and 
shakes his fist towards the sky as he cradles his son’s limp body in his arms.  
 
Now the rest of time stops and nothing moves. No man, beast, or Giak makes a single move 
other than breathing. 
 
Look. Look at all the destruction around you, young one. How would you like to know 
that you are just a pawn in my game? How would you like to know that you are only 
here because I need you to die? It is part of this fabulous game of the gods. Good moves 
are made, as are bad ones. Trades are made, sacrifices. 
 
The four of you are drawn into this against your own will, and each has their fate. The 
boy Lone Wolf shall become the greatest warrior in this world, and will ultimately be the 
one to save this land from the Darklords. Qinefer shall become rich, bestowed with titles, 
land, horses, whatever she wishes. The one you haven’t yet met, Banedon, shall gain love. 
And you my friend shall learn what it is to be broken. You will have to carry the mantle, 
the load for the others.  
 
Of you four it is you who will suffer the most pain, the most anguish, and very soon, 
death. In the end there will be only two. But could the two survivors have survived 
without the aid of not just one, but both of the other two? No. 
  
So in the end it shall be you who aided Magnamund the most, and it shall be you that she 
remembers least. 
 
With a lurch time speeds back up to normal and with a cry you hit the back of the Kraan at 
full speed. There is lurch as you are yanked back into reality and you sit up in your bed 
bathed in your cold sweat (you gain 2 Knowledge points). You clasp your hands together 
and they are damp and clammy. Holding them out before you, you see that they are 
shaking visibly. However you find that you are feeling much better than you were after the 
battle. You have gained 3 ENDURANCE points and1 WILLPOWER. 
 

Turn to 213. 
 
82 
The Helghast disintegrates at your feet and you raise Soulforge in triumph (you gain 3 
Valor points). The zombie crew are momentarily confused at the sudden demise of their 
leader but quickly forget it. As soon as the first zombie takes a step towards you there is a 
large boom. A ballista has been fired from aboard the Durenese warship at point-blank 
range. The ship beneath you begins to sink and you quickly run forward and leap onto the 



deck of the Durenese warship. No sooner do you land safely, the death-hulk erupts into 
flames. 
 

Turn to 186. 
 
83 
Wielding your weapon you charge at the massive, lizard-like creature. The beast is busy 
flaying apart a defenseless tavern boy armed with a short spear. The cold-blooded nature 
of this ‘battle’ has angered you to the point of no return. You strike the Gourgaz across the 
back but he appears undaunted. His thick, leathery skin must have absorbed most of the 
blow. The Gourgaz turns from the boy’s body, blood and meat hanging from his lower jaw. 
You must fight it to the death. 
 

Gourgaz: COMBAT SKILL 20 ENDURANCE 28 
 
If you are fighting with a Warhammer or a Mace, deduct 4 from your COMBAT SKILL for 
this combat as the creature’s scales can easily deflect such weaponry. 
 

If you win the battle, turn to 230. 
 
84 
Placing both hands upon the mortally wounded Kai’s chest you breathe a prayer requesting 
guidance and aid from Ishir. Beneath your hands the Kai’s chest begins to glow a bright 
yellow and you feel his wounds begin to close (you gain 2 Compassion points and 1 
Determination point). Most of his wounds disappear however you are unable to reverse the 
deadly gangrene that has settled within his blood (using your skill has cost you 3 
WILLPOWER points). You know you have prolonged his life but he only has a few more 
moments to live; no matter how strong he is. 
 
After a few moments the Kai’s breathing becomes more frequent and his eyes flutter open 
weakly. His lips part with a hoarse gasp and he says three words,” kill me, please.” 
 

If you wish to do as the Kai asks and end his life turn to 251. 
If you refuse to kill the Sommlending, turn to 299. 
If you wish to leave the Kai and the monastery turn to 212. 

 
85 
Suddenly the Storgh lashes out and your other leg is grappled by its second head. With a 
lurch the creature yanks you off your feet and pulls you screaming into the deep torrents of 
the River Unoram. Your hoarse cries are abruptly silenced as cold water quickly fills your 
lungs. 
 

Your quest ends here. 
 
86 
Suddenly you hear the faint click of a crossbow quarrel being released and you leap to the 
side. A single quarrel speeds past and disappears into the foliage that surrounds the south 
side of the hut. Drawing your weapon you quickly leap into the doorway before your 
assailant can reload. 
 

Turn to 325. 
 
87 
As you peer along the path to the right you recognize the tracks of a female black bear that 



is native to these parts. Due to the fact that it is summer the chances of this bear having a 
cub are fairly high, adding to the creature’s frenzy. The black bears of Sommerlund are 
very, very protective of their offspring and will fight to the death if they suspect that they 
are in danger (you gain 1 Prudence point and 1 Experience point). You decide that it is best 
to avoid a confrontation with this massive creature and you take the left path. 
 

Turn to 227. 
 
88 
To your surprise the suddenness of Brucee’s death does not shock you. By now you have 
become so enwrapped by the battle around you that you have no time for remorse. Upon 
your horse you ride through the thickest part of Zagarna’s forces intent on reaching the 
Giak archers on the far north far of the battlefield. A Drakkar sees you ride down upon a 
Giak and turns towards you.  
 
The spawn from Helgedad has already had most of his chainmail ripped away from his 
chest. Two sword wounds have raked his chest and a broken spear shaft has pierced his leg. 
He wields a massive broadsword in one hand. With one fell swipe he takes down two 
Sommlending knights who get between you and him. The younger of the two is still alive 
and attempts to crawl across the field and out of the fray. 
 
The Drakkar grasps a spear sticking in a Giak corpse with his free hand and begins to run 
straight towards you. You draw your weapon and urge your horse forward with a wordless 
war cry. If you are at least a level 2 Sentinel or have the knowledge of Animal Kinship you 
may add 2 to your COMBAT SKILL for this combat. 
 

Wounded Drakkar: COMBAT SKILL 19           ENDURANCE 18 
 

If you lose more ENDURANCE than the Drakkar during the first round of combat do 
not continue the combat and turn immediately to 222. 
 
If the Drakkar loses more ENDURANCE during the first round of combat do not 
continue the combat and turn to 116. 

 
89 
The Doomwolves are suddenly brushed aside as you bring Cervis around and crash 
through the forest to the left. The Doomwolves pursue you for only a few miles. As soon as 
you are certain that you have left them far behind you push further to the right into the 
forest; hoping that they will lose your scent in the dense foliage. 
 

Turn to 214. 
 
90 
Morning comes and hunger tears at your stomach (you must eat a Meal or lose 3 
ENDURANCE points). As you kick sand onto the dying embers of your campfire you spot 
the tracks of Doomwolves. You make a silent note to keep a keen eye out for these 
creatures on the road to Toran. 
 
As you cross the bridge you thank the gods that you chose to wait until morning to cross 
the river. The bridge is wooden and very frail. Twice boards break beneath your weight and 
you have to fight to regain your balance. Eventually you have crossed the white waters and 
press on northwards. 
 
Turn to 270. 



91 
Giaks fall two and three at a time as you attack like a windmill; your attacks seem to be 
everywhere at once. A Giak armed with a spear falls to the ground, his skull cleaved clean 
open. Bloodlust appearss to have taken its grip upon you and your mind becomes bent on 
the slaughter at hand. A hand rests on your shoulder and you are dragged back through the 
gates. No sooner have you been thrown inside, the gates slam shut causing howls of 
disappointment from the army outside. 
 
“Where is Troke?” 
 
Looking up your vision clears and Viveka’s face sharpens in your mind. Silent tears begin 
to stream down your face and you shake your head despairingly. The next few minutes 
involve you silently sitting in the dirt looking at your blood and ichor stained hands while 
Viveka threatens to commit every single slow, painful death that she can think of upon 
Zagarna and his brood. 
 
Your head hangs low and your tears bounce on the dust of the street. Suddenly realization 
hits you and you realize that you cannot let Troke die in vain, his life must mean 
something. Wiping away the tears that sting your eyes and spill down your cheeks you 
stand up and walk over to D’Val. It is only now that you realize that Viveka is nowhere in 
sight. 
 
“Where is Viveka?” you demand of D’Val. 
 
His head hangs low as he mutters,” she took a horse and rode for the eastern gate. She said 
that she is leaving for Durenor.” 
 
“It’s time to see the King,” is your only reply. Now is not time for thoughts of loss, regret, 
or… you stop, not allowing yourself to say the last word. 

 
Turn to 198. 

 
92 
Once inside the walls of Toran, Banedon leads you through its streets towards the guild 
hall of the Crystal Star. To your surprise Toran is fairly better than Holmgard at the 
moment. Banedon tells you that the Darklords only stopped at the guild city temporarily 
before continuing to Holmgard. The Magicians of the Crystal Star put up a wonderful fight 
and Zagarna was forced to abandon hope of taking the city in its present state. 
 
Already arduous construction has commenced to bring the city back to its once glorious 
grandeur. From perusing the ancient chronicles of the olden times in the massive and 
numerous libraries of Elzian you know that Toran is the most magnificent city in all the 
Northlands. Each one of its lofty, majestic guild towers gives the place a sense of mysticism 
and wonder. As you walk down the main road towards the central tower you see that much 
of this opulence has been lost in the battle that scoured the fair city’s walls. The residual 
signs of fire are seen ubiquitously throughout the city and it seems as if everything within 
the walls was erupted in a large inferno. 
 
Banedon confirms your suspicions. If it had not been for the Brotherhood of the Crystal 
Star she would have fallen instantaneously. A few of the towers have fallen and it is only 
now that you think to ask of the Forging Guild. 
 
Banedon crooks a finger further to the west,” she still stands, on the far western part of the 



city. The tower suffered much damage but the Dwarven smithies and crafters who dwell 
there built her to last for ages. Few can construct with a superior knowledge of the 
Dwarven laborers of Bor.” 
 
Soon you reach the heart of the city and before is the largest and tallest tower within the 
guild city. The Guild of the Brotherhood of the Crystal Star. The transcending tower 
appears to be the only building within the city walls that is untouched and unscathed by 
the presence of fire and brimstone. However you sense that the battle that followed the 
massacre of the Kai was one of profound sacrifice for the guild members. Banedon leads 
you through the halls of the guild tower and you encounter many wizards, each seeming to 
have their own, individual agenda. Banedon opens the door to a guest room and bids you 
sleep. 
 
“On the morrow we shall visit Kali and the Dwarven smithies. But until then you must 
sleep. For the task that you are about to bestow upon yourself will be very draining and it 
will be a miracle if you leave that forge, unscathed.” 
 
Cervis is left in the care of the Drodorin dwarves of the city. Banedon assures you that they 
are excellent horsemasters and that the white stallion will come to no harm. Satisfied you 
decide to take Banedon’s advice and get some well-deserved rest. If you have a Book and 
wish to read it you may do so before falling asleep (you gain 5 Knowledge points). 
 

Turn to 143. 
 
93 
Frantically you search for a way to escape (lose 2 Valor points and gain 2 Prudence points). 
The gate slams shut but many Drakkarim and Giaks have managed to fight their way inside 
the gateway. Within a few moments the six men guarding the doorway to the old gatehouse 
fall beneath the swords of their assailants. Drakkarim flood into the gatehouse and you 
must act quickly if you are to survive the assault. 
 

If you wish to fight the Drakkarim, turn to 209. 
If you wish to ascend the stairs to your left, turn to 170. 

 
94 
The crowds are literally swarming with townsfolk seeking for shelter and progress towards 
the nearest exit is slow. Suddenly you see a vacant alleyway leading away from square. Just 
as you reach it there is a loud high-pitched scream and with dismay you look up. 
 
A Kraan has been felled by a Sommlending arrow and has pitched towards the ground; its 
current path of descent right towards you. 
 

If you possess the Magi skill of Power Word and wish to use it to stop the creature’s 
fall, turn to 28. 

 
If you don’t possess this skill or don’t wish to use it you must pick a number from the 
Random Number Table. If you are at least a level 2 Ranger you may add 1 to this number. 
If you are wearing any sort of chest armor other then leather or padded deduct 2 from this 
number. 
 

If your final number is between -2 and 3, turn to 136. 
If your final number is between 4 and 7, turn to 217. 
If your final number is greater than 7, turn to 162. 



 
95 
At the cost of 3 WILLPOWER points you construct a magical shield about yourself and the 
arc of fire is deflected off of it. However the blow was a strong one and though you yourself 
are unharmed the shield was decimated. The moment’s threat extinguished you return to 
climbing the tower. 
 

Turn to 169. 
 
96 
The door of the gatehouse swings open with an ominous groan and you carefully step into 
the darkness. Your heart begins to pound heavily as your instincts scream from you to flee. 
 

If you have a Kalte Firesphere, turn to 11. 
If you have a Torch and Tinderbox or a Lantern, turn to 308. 
If you do not have any of the above items the darkness forces you to turn and leave 
the gatehouse. Turn to 100. 

 
97 
As nightfall the next day approaches you have reached another crossroads. The rain has 
shown no sign of stopping yet and you are drenched from head to foot. The road has forked 
two different ways. One path lies to the left, twisting slightly northward and the right path 
continues east into a patch of dense woods. 
 

If you have the discipline of Intuition and wish to use it, turn to 260. 
 
Otherwise you may take the left path. Turn to 25. 
Or you can take the right path. Turn to 347. 

 
98 
You expend 1 WILLPOWER point into a ball of electricity and send it to counter the arc of 
fire. However the fire consumes your electrical bolt of energy and continues its path 
towards you. Before you can react it strikes you and you are engulfed in flames. Your 
burning corpse falls backwards and slowly sinks beneath the sea. 
 

Your life ends here. 
 
99 
As you bring your weapon around in an attempt to kill the Kraan you find to your dismay 
that your weapon is too bulky. It gets caught in your Backpack strap and as you yank it free 
it falls from your grasp. No sooner has your weapon struck the ground you have begun to 
conceive an alternate plan to killing the Kraan. However you are far too late. The winged 
creature has reached its maximum point of ascent and with a squawk releases you from its 
grasp. With a cry of misfortune you hit the ground, every bone in your body instantly 
broken 
 

Your life and quest end here. 
 
100 
Just as you turn around a dagger slips into your lower spine and you let loose a muffled cry 
of agony. Bony fingers reach out from behind you and envelope your mouth. There is a 
wrench of the blade and you collapse, paralyzed from the chest down. You lie upon the 
floorboards in the darkness and something crouches down next you. 



 
With a moan of despair you look up into the face a Helghast. The creature ceremoniously 
raises its dagger and imbeds it in your heart. You gasp as a thin trickle of blood runs down 
your cheek. Within a few moments you surrender to the welcoming arms of death and 
allow one last breath to rattle from your lips. 
 

Your life ends here. 
 
101 
Covering your nostrils with the hem of your gray cloak you cautiously approach the body. 
You estimate that it has been lying here for days and his wounds suggest that he was killed 
by a Kraan. A very quick search of the body reveals the following items. 
 

Spear 
3 Gold Crowns 
Book 

 
The Spear is a normal weapon and the Book is considered a Backpack Item. The Gold 
Crowns are kept in your pouch. 
 

Turn northwards into the woods by turning to 256. 
 
102 
With a war cry that causes many within earshot to glance at you, your dig your knees into 
your horse’s side and speed across the field towards Brucee. Three Giak’s are dimwitted 
enough to stand in your way. The one that escape your horse’s sharp hooves has his face 
bashed in by your weapon. Within seconds you are upon the black armored Giak. He 
attempts to stab up at you from the side with his sword. Using a maneuver taught to you by 
your old Magi mentor, Wilas, you trap the blade between your side and your arm. With a 
slight twist you relieve the Giak of his blade, grasp it by the hilt, and shove it through his 
body, slaying him instantly (you gain 2 Valor points). You may keep this Giak Sword if you 
wish. Mark it on your Action Chart as a Weapon. 
 

If you possess the Magi skill of Intuition and have achieved the rank of Vagabond, 
turn to 339. 

 
Otherwise you must pick a Number from the Random Number Table. If you are on the 
path of a Sentinel or a Principalin you may add 2 to this number. 
 

If your number is between 0 and 4, turn to 172. 
If your number is higher than 4, turn to 35. 

 
103 
After your ordeals during the former battle the thought of being wounded unto the brink of 
death does not entice you. With a moan you push open the door of the barracks and lay 
down on the bunk. As your eyes flutter closed a man pushes open the door of the barracks 
and descends upon you. With a cry you fight to throw off your assailant. Without a word he 
reaches down and presses a knife to your neck. 
 
The man hesitates and allows you to see his face. It is no man but a Helghast and you have 
become entrapped by this minion of Zagarna. 
 



“I shall you see you in hell!” You spit in the Helghast’s face as he wrenches upwards with 
his blade, tearing the life from your body. 
 

Your life ends here… 
 
104 
“The girl with blonde hair?” inquires the guard.” She is the daughter of Captain D’Val; one 
of his daughters anyways. Not from his wife. The story is that one night he became piss 
drunk and bed with some eastern tramp. You can guess what happened from there. For 
some reason the king is fond of her and lets her come and pet the horses whenever she 
chooses. She is a bothersome little thing and has become quite the wayward soul now that 
her father isn’t around very often.” 
 
You simply nod and after a thought inquire him of the maiden’s name. 
 
“Her name is Lily.” 
 

Turn to 177. 
 
105 
Just as you fire an ill-fortuned Drakkar steps in front of the Gourgaz unknowingly. It takes 
the shaft in the side of the neck and falls to the ground. Cursing silently you put away your 
ranged weapon. 
 

Turn to 83. 
 
106 
The stench of this room is causing you to black out and you desperately need clean air. 
Covering your mouth and nose with the hem of your robe you storm up through a trapdoor 
and onto the upper deck of the death-hulk. However you now find yourself surrounded by 
the zombie crew. The death-hulk has now pulled along side another Durenese ship and is 
preparing to board it. 
 

If you wish to leap onto the deck of the Durenese ship, turn to 311. 
If you wish to fight the zombie crew, turn to 154. 

 
107 
The Kai Monastery is only twenty miles from the main road and it takes you only two hours 
before the hill upon which the monastery stands comes into view. You dismount from your 
horse and tie him to a tree before stepping out into the clearing and climbing the path to 
the monastery. The sight before you is one of terror. Sommlending men and women 
wearing various colored robes lie all around the outside of the monastery gates. The gates 
themselves have been torched and have fallen down. Inside the stone walls the courtyard 
can be seen and the grizzly scene hits you like a barbed shaft to the heart. 
 
The Kai of the monastery have all been torn to pieces. Only now do you have an inkling of 
an understanding of how Lone Wolf must have felt when he looked upon the faces of his 
dead kinsman. Looking around you see that it is not hard to ascertain that this was the 
work of Kraan. Broken spears made of twisted black wood suggest the presence of Giaks as 
well. 
 

If you wish to leave now and ride via the northern path towards Toran, turn to 212. 
If you wish to search the Monastery for survivors, turn to 156. 



 
108 
The only souls within the furnace room are you and Banedon. It takes three days for you to 
build the forge hot enough for your task. Though the heat absolutely astounds you; you 
suffer better than Banedon. The young wizard has grown accustomed to the temperate 
climate of the Lastlands and your time spent in the southlands gives you the greater 
advantage. After three days you can finally begin. The massive aperture before you is so hot 
that you can feel the perspiration that streams from your pores evaporate almost instantly. 
But this must be done or else all will fail. 
 

If you have at least three Iron or Bronze Rods you must use them now. Turn to 173. 
If you do not have these items, turn to 45. 

 
109 
To your astonishment you are quick to find hand and footholds. Before you know it you 
have nearly reached the top of the tower and have only suffered a few cuts and abrasions 
(lose 1 ENDURANCE point). 
 

Turn to 169. 
 
110 
An hour before dawn the boy Falka rouses you from your sleep. Quickly you down a small 
flask of honeydew wine that Brucee passes to you. You are hungry now and must eat a meal 
or lose 3 ENDURANCE points. 
 
Half an hour passes and the gray skies are on the very brink of letting the sun hit the plains 
before you. You and the other armies are only a few dozen yards into the forest and 
prepared to storm the fields at Qinefer’s signal. As far as you can tell the warrioress is 
somewhere on your left, a few contingents down. Your eyes scan the fields warily and the 
Giak hordes show no sign of life yet. 
 

If you have the skill of Intuition and wish to use it, turn to 13. 
If you do not have this skill or don’t wish to use it, turn to 219. 

 
111 
The first Drakkar collapses at your feet and you turn to face Lone Wolf’s assailant with 
him. Lone Wolf has only been slightly injured; the Drakkar’s sword has raked a short 
wound across his shoulder. However the Drakkar wounded far worse and it is the work of a 
moment for the combined skills of a Magi and a Kai Lord to bring the lone man down. 
 
Without stopping to search the bodies you and Lone Wolf leap out onto the deck of a 
nearby Durenese liner. 
 

Turn to 188. 
 
112 
As you wield the lighted torch in front of you the faces of a pack of Doomwolves are 
revealed from within the darkness. With your weapon in one hand and the torch in the 
other you chase away the wolves. You return to your camp sight and pile more wood upon 
the flames. The Doomwolves shall go hungry tonight. 
 

Turn to 90. 
 



113 
Captain D’Val sounds the order for a ‘meeting of commanders’ as he so puts it. You and 
five others descend into the massive hold and meet D’Val in his private chambers. The 
room is only slightly illuminated and the captain has chairs set up around a sturdy, oak 
tabletop. A map has been placed upon the table and secured to it with daggers. The only 
light in the room originates from two low-burning candles. One has been placed on the 
table and the other on the bookcase in the back of the cabin. 
 
You and the other five sit down around the table but Captain D’Val remains standing and 
paces around the table. The only person you recognize in the cabin other than the captain 
is his younger brother Frey. You can distinctly remember him fighting against the Lakuri 
pirates the night before. The remaining four must be the captains of the other vessels. 
 
“Just for those of you who haven’t been briefed, this morning Zagarna’s broods set up 
camp in the fields surrounding the city. Lucky for us the harbor is still within our 
possession so we won’t have to worry about fighting through the Darklord’s hordes in 
order to reach the city,” D’Val stops pacing and sits down heavily upon the only vacant 
chair, his chainmail rattling. 
 
“Using the telescope the foreman has relayed to me that at the moment the city is not 
under any threat save a few Kraan wreaking havoc upon the townspeople. Everyone inside 
the city is trying to leave and everyone outside the city is desperately trying to get in it! It 
seems the enemy of the day is chaos and confusion. This is the plan boys. We are going to 
dock at the quay and make our way to the main gates. I’m sure that our help will be most 
appreciated there. You have until the sun rests straight above your wet-eared heads to get 
to those gates. So don’t loiter.” 
 
Every head within the cabin nods, knowing it is their duty to pass the orders on to the 
officers that follow them. Without a word everyone stands up and slowly works their way 
across the room to the door. 
 

If you wish to leave with the other captains, turn to 41. 
If you wish to talk to Captain D’Val privately, turn to 206. 

 
114 
Dawn comes and you quickly stifle the remaining embers of your night’s fire and pack all 
your belongings on Cervis. He is unusually nervous this morning and securing your 
equipment takes longer than you hoped it would. You take one last glance back towards the 
bridge that you so dangerously crossed the night before and mount your horse. Without 
another look back you take off north. 

 
Turn to 270. 

 
115 
Not wishing the girl’s company you take a swing at her head (you lose 2 Honor points), 
hoping to knock her out. However the blow is clumsy and she quickly evades it. No sooner 
does your fist pass above her head you feel your feet knocked out from under you. The last 
thing you remember before darkness takes you is Qinefer standing above you, her hand 
drawn back in a tight fist (you lose 4 Valor points). 
 
Fortunately you are only out for a few minutes before your eyelids flutter and you return to 
consciousness. The gate before you is once again closed and you quickly climb the staircase 
and stare out over the wall of the city. 
 

Turn to 350. 



 
116 
The blow is a good one and the Drakkar falls heavily to the ground. With ease you leap off 
of your horse. Twirling your weapon over your head expertly you prepare to deliver the 
final blow. Your strike hits nothing but grass. The Drakkar rolls away from you and climbs 
to his feet. He is still armed with his broadsword and is prepared to fight you to the death 
despite the grievous wound you have inflicted upon his neck. 
 

Near-death Drakkar: COMBAT SKILL 19 ENDURANCE 10 
 

If you win, turn to 160. 
 
117 
For three days you sleep in the guest bedroom that Banedon has had prepared for you 
inside the guild of the Brotherhood of the Crystal Star. Upon awaking on the fourth day 
you feel refreshed and rejuvenated (you may restore 7 ENDURANCE points and you gain 3 
WILLPOWER points). Within an hour you meet up with Banedon and he introduces you to 
the captain of a massive airship, the Skyrider.  The captain is of course, a dwarf, and he 
greets you with a massive embrace which threatens to break all the small bones in your 
back.  
 
Cervis, the stallion King Ulnar gave to you is left behind in the stables of Toran. The airship 
is delicately flown and does not have the luxury of the capacity for carrying animals. 
 
It takes virtually no time at all for the Dwarven oarsmen to lift off. The massive airship 
rises into the air and points southeast, and for Holmgard (you must eat a Meal here or lose 
3 ENDURANCE points). 
 

Turn to 337. 
 
118 
Somehow you manage to lose the thugs while fighting your way through the crowd. As you 
near the main gates you realize that a hole has been torn in your Backpack. A quick search 
of its contents reveals a few items missing. If you have any items in your Backpack slots 1 
and/or 4 they are now gone. Mending the broken fibers takes only but a minute and you 
are back on your way. Looking up at the position of the sun you realize that you have only a 
few minutes to reach the gates and you quicken your pace. 
 

Turn to 142. 
 
119 
As you release the trigger on your Crossbow the quarrel flies wild and misses the Kraan 
completely. The beast hits you like a thunderbolt and you are thrown to the ground, your 
Crossbow falls from your grasp. The Kraan lands beside you and you rise to your feet to 
fight the beast.  
 
Looking down with horror you see that a massive wound has been inflicted in your 
stomach by the Kraan’s teeth. This moment’s hesitation is all the Giaks need. They leap 
from the back of the Kraan and their spears pierce your body. 
 

Your life ends here. 



120 
With a splash you hit the water and descend beneath the surface. As your momentum 
slows you arc upwards and break the surface of the black water, greedily gasping at life-
giving oxygen. Quickly you clamber aboard a nearby Durenese ship, thanks to the helping 
hands of two crewmembers. As soon as you are aboard a death-hulk pulls along side the 
port side and grappling hooks latch onto the rail. You see the captain of this ship begin to 
organize a defensive action when a black arrow pierces his chest and he slips back into the 
sea. 
 

If you wish to organize a defensive maneuver, turn to 195. 
If you wish to leap aboard the death-hulk, turn to 4. 

 
121 
This side street has avoided you the trouble of dealing with the crowds that litter the 
streets of Holmgard. Swiftly you stick to the alleyways and smaller streets as you make 
your way towards the main gates. Judging by the position of the sun D’Val’s counterattack 
is going to be attempted in just a few minutes. With this new knowledge you quicken your 
pace. 
 

Turn to 142. 
 
122 
The black bear falls upon the pathway, limp and lifeless. As you turn from the body a small, 
bear cub crawls up beside the body of its mother, mewing like a kitten. Suddenly a wave of 
deep sorrow fills you as you curse yourself from depraving this child from its mother. If 
you have an extra meal in your backpack and wish to do so you may offer it to the bear cub 
before continuing along the track. If you choose to give the small cub some food (erase 1 
Meal from your Action Chart) you gain 3 Compassion points. 
 
You ride another mile along the path before the forest becomes do dense for you to 
continue in this direction. 
 

If you wish you can retrace your steps and take the left path at the fork in the road. 
Turn to 227. 
Or you dismount and guide your horse though the less dense part of the forest 
northwards. Turn to 347. 

 
123 
Diving to the side you feel the first bolt of magical fire sear past your unprotected heals 
giving you minor burns (you lose 3 ENDURANCE points). As you regain your balance and 
composure the second bolt of fire descends upon you. Against backing down you hold the 
Soulforge before you. The quarrel of energy suddenly changes trajectory and is absorbed by 
the blade. 
 

Turn to 296. 
 
124 
Using the force of your shoulder you knock down the door to an abandoned building. A 
cascade of dust swarms around you as you dive into the now opened doorway. Quickly you 
look around searching for a hiding place. There is an indentation in the floorboards and 
you recognize a trapdoor that must lead into some sort of cellar or larder. No back door can 
be seen but there is a staircase to your left. 
 



If you wish to run up the stairs, turn to 68. 
If you wish to hide in the cellar, turn to 262. 
If you wish to stay here and fight them as they come through the doorway, turn to 
317. 

 
125 
With your weapon drawn you slowly approach the Kraan corpse (you gain 1 Valor point). 
You stop as suddenly there is movement behind the already stinking carcass. Two Giaks 
shakily climb to their feet and draw their weapons as soon as they take sight of you. The 
first Giak’s spear tears at the hem of your shoulder and a slight cut is inflicted (lose 1 
ENDURANCE point).  
 

At any point you may evade combat by leaping upon your horse and riding north. 
Turn to 148. 

 
Giak Raiders: COMBAT SKILL 15  ENDURANCE 23 

 
If you manage to kill them both (you gain 1 Valor point), turn to 14. 

 
126 
The girl unwraps a gold sash from around her neck and places it in your outstretched, limp 
hand. 
 
“I found this tied around your arm. It is a sacred emblem of my people and it would be very 
difficult for one such as you to possess one.” 
 
Her facial expression turns from one of curiosity to confusion,” but then again, you aren’t 
Sommlending are you? 
 
You avoid the question,” you are Talestrian? You are very far from your homeland young 
girl.” 
 
She snorts,” I am not much younger than you are my friend.” 
 

Turn to 81. 
 
127 
It is a miracle in itself that the guild city still stands and your heart lightens every step you 
take towards the city walls. The plain surrounding the city offers almost no cover but you 
see no signs of the enemy anywhere. You are about two-hundred meters from the city gates 
when the slowly creep open. Four riders wearing blue star and sky cloaks; trademark robes 
of the Magicians of the Crystal Star ride out from these gates. As they near you the 
youngest of the four, who you judge to be at least a year younger than yourself, raises his 
hand in friendship. 
 
“Hail, rider!” 
 

If you are wearing a Magi Cloak, turn to 344. 
If you are wearing a Kai Archmaster Cloak turn to 263. 
If you are not wearing any cloak, turn to 278. 

 
128 
Wielding Soulforge before you, you leap to your feet and run towards the sorcerer at full 



speed (you gain 2 Valor points). With a wild yell you leap forward and prepare to impale 
the evil man with your sword. 
 
“Silminis Ofus Excilae Deq!” Vonotar shouts the words into the wind and suddenly you 
find you cannot move. Vonotar obviously notices the look of surprise in your eyes. 
 
“Ah young magician, you are surprised that my spell is so similar to your own Power Word 
spell. Yes they are very much the same only mine is much more affective as you can tell. 
We shall meet again.” 
 
With those words Vonotar produces a small crystal and hurls it to the floor of the tower. 
There is an explosion of flame and then a poisonous, green gas fills the room up. The gas 
forces both you and Lone Wolf to cover your nostrils. Thankfully you are released from the 
sorcerer’s spell and can now move about. 
 
As the fumes from the gas threaten to fill your lungs with its toxic vapor you and the Kai 
Lord leap from the tower to the deck below. As you recompose yourselves you gaze out 
across the water to see Vonotar oaring a small boat away from the battle. Lone Wolf 
prepares to leap into the sea and swim after the sorcerer but you place a hand on his 
shoulder. 
 
“One day this vile sorcerer shall be brought to justice. But it is not this day.” 
 

Turn to 253. 
 
129 
The Darklord’s army is undaunted by the unexpected attack and relishes in the slaughter of 
Holmgard’s civilians. A giant Gourgaz with a massive Battle-axe flattens two Sommlending 
marines and removes the head of a farmer armed wielding a pitchfork with its sharp claws. 
Across the din of battle you see D’Val trip a Drakkar and pin him to the ground with his 
sword. He shouts across the battlefield at the top of his lungs. 
 
“The Gourgaz! They feed the Giaks’ lust for battle, kill it!” 
 

If you have the Magi-magic skill and wish to use it, turn to 53. 
If you have a Crossbow/Longbow and wish to use it, turn to 176. 
If you wish to fight the Gourgaz in melee combat, turn to 83. 

 
130 
Cervis has only taken about a dozen steps down this path when you hear an ill-omened 
howl from the north, directly in front of you. Without warning three giant wolves break 
from the cover of the surrounding foliage and surround your horse. Cervis’ eyes roll back in 
his head and he neighs in terror. Only now do you see that one of these wolves sports two 
Giak riders. Bringing Cervis around to bear you strike down with your weapon, splitting 
the skull of the first Giak. 
 
With a wild, maniac yell the second Giak leaps from the back of the Doomwolf in order to 
escape the trampling hooves of your horse. More of the vicious creatures leap from the 
forest more often than not, carrying Giak riders. With one hand grasping tight the reins of 
your horse you flay the air about you with your weapon. Two more Giaks are torn from 
their mounts by your furious blows. A Doomwolf launches itself through the air, its claws 
outstretched and aimed for your chest. Twisting around you bring your weapon to bear and 
fill its mouth with cold steel. But now more of the wolves are appearing and it will be 
moments before you are surrounded. 



 
If you wish to flee into the woods, turn to 89. 
If you wish to stay and fight, turn to 161. 

 
131 
With that you and Banedon shake hands in friendship. You and the other riders ride for 
the open gate of Toran and within a few moments you are inside the city. A sigh escapes 
your lips and a shadow lifts slightly from your soul. Your quest is closer at hand and you 
have plenty of time to return to Holmgard. 
 

Turn to 92. 
 
132 
The blow is so great that you tumble away from your mount. Side by side, you and the Giak 
pitch towards the ground. If it is any consolation to you, you are able to strangle the Giak 
to death before your body brakes upon the fields of Holmgard. 
 

Your life ends here. 
 
133 
“No.” 
 
You bodily shrug past the girl and enter the threshold of the gatehouse. As you stand in the 
entryway you gaze out across the fields of Holmgard at the armies of Darkness. The evil 
spawn sleep, totally unaware of your presence. 
 
Suddenly Qinefer walks up beside you and gazes out onto the field herself. Obviously she 
will not be outdone. She is determined to fight along side you. 
 

If you wish to accept her help, turn to 236. 
If you wish to immobilize her to keep her from the fight, turn to 182. 

 
134 
You gather your nerve and make a running leap through the single window of the 
gatehouse. You land and roll in the dusty street, coming up swinging your weapon. A Giak 
falls back, wounded mortally. To your dismay the other marines have fallen in battle and 
you stand alone against the remaining spawn. 
 

Turn to 158. 
 
135 
To your dismay the Dagger’s blade snaps near the hilt as you try to force open the iron 
padlock (erase this item from your Action Chart). Muttering in disbelief you abandon the 
cupboard door angrily. Banedon tries not to laugh at your plight but you are in no mood to 
be scorned. After shooting him a warning look he stifles his giggles and you both leave the 
hut. As soon as you pass through the doorway your mood lightens. You have gotten what 
you came for and that is all that matters. 
 

Turn to 92. 
 
136 
With a cry of despair you dive in an attempt to get out of the falling creature’s way to the 
ground. The gods look upon you with disfavor on this day and you trip over your own 
equipment, falling upon the street. The Kraan lets out one last screech and hits your fallen 



body with such a great force that your skull is compressed to dust instantly. 
 

Your life and quest end here in Holmgard. 
 
137 
With a look of cool confidence you draw your Crossbow and loose the quarrel at the lone 
archer. At the same instant the Drakkar looses his own shaft and you twist left and bend 
your upper body backwards. The enemy shaft passes within a hair’s breadth of your face 
and imbeds itself in the neck of a Giak behind you. Your quarrel pierces the eye of the 
Drakkar archer, immediately dispatching him (you gain 3 Prudence points). 
 
Using your ranged weapon has left you open to attack. A Drakkar steps forward and 
prepares to skewer you with his sword. 

 
If you wish to discard your Crossbow and draw a melee weapon, turn to 192. 
If you wish to parry the blow with your Crossbow, turn to 215. 

 
138 
As you crash through the window pane and glass a hastily thrown dagger lodges itself in 
the window frame, only inches from where you were before. Thankfully you are uninjured 
as you hit the ground and roll. Shaking the glass from your robe you climb to your feet. By 
the time the men have climbed back down the stairs and reached the street you have 
disappeared into the crowd and on your way to the main gates. 
 

Turn to 142. 
 
139 
“Hail the ship!” 
 
Your voice cries shrill in the morning air. After a few moments two unshaven Durenese 
heads peer over the railing of the Durenese warship and a rope is quickly lowered down to 
you. Grunting with strain you hold on to the rope as you are hauled up onto the deck of the 
ship.  
 
Because of the moldiness of the rope you constantly slide back down and by the time you 
have reached the railing you have suffered rope burn (lose 2 ENDURANCE points). 
Flopping like a fish you roll over the rail and land on the deck of the ship. 
 

Turn to 282. 
 
140 
You draw your sword and lunge forward, piercing the creature’s left arm. With a howl it 
backs into the shadows. However you sense that victory is close at hand and you are not 
about to let the Helghast escape. 
 

Helghast: COMBAT SKILL 23 ENDURANCE 30 
 
No weapon other than the Blue-steel Sword will affect this creature. If you have in your 
hand a Kalte Firesphere add 1 to your COMBAT SKILL for this combat only. Due to the 
creature’s psychic attack you must deduct 1 ENDURANCE point for every round of combat 
that it is alive. 
 

If you win, turn to 202. 



141 
A second thug is dispatched as you land an open-handed blow to his neck. His spine is 
instantly shattered and he collapses without a word (you gain 2 Valor points). The 
remaining thugs rush forward but they are swiftly disarmed and slain with their own 
weapons. Within the work of a few moments you have defeated all of the angry thugs. 
Without a word you take your weapons and return them to their sheaths. 
 

Turn to 324. 
 
142 
The main gates. It seems as if every man, woman, and child within the city has assembled 
before the great gates. To your astonishment it does not take long for you to find your 
friends in the confusion. Troke is busy arguing with D’Val and from what you can see this 
‘debate’ is quickly going sour. 
 

Turn to 61. 
 
143 
The next morning you awake refreshed (you may restore 5 WILLPOWER points and 5 
ENDURANCE points). An hour before dawn Banedon knocks at your door and bids you 
follow him. To your delight it has decided to not rain on this day and the gray skies foretell 
a sunny day. In Banedon’s study you make a list of all the items that you will need for the 
forging the sword. Each sword forged by a Magi is different, hence the materials different. 
In your mind you design what sword you want to have. Some of the below items are 
optional, some are required. 
 

Blue-steel 
Book of Forging (optional) 
Iron or Bronze Rods (3 total) 
Some sort of hard steel 
Mithril Rods (optional) 

 
Banedon leads you through the streets of Toran to the Forging Guild. Inside these massive 
halls of silver, bronze, and stone Banedon leads you the guild shop where you can buy 
whatever you need. Banedon hands you a purse of 15 Gold Crowns shrugging. 
 
“It is all I have.” He says, almost apologetically. 
 
The clerk stands behind a massive oak table and it is obvious that he is of the Dwarven 
race. He proudly shows you the items that he is willing to sell. You may buy whatever you 
can afford but remember, if you do not purchase all of the correct items to create a 
trustworthy weapon it will fail. If you fail this weapon-making process the results could be 
deadly to you and whoever else is in the forge, so choose carefully. 
 

Iron Rods – 4 Gold Crowns each 
Bronze Rods – 2 Gold Crowns each 
Hunk of Adamantite Metal – 15 Gold Crowns (hardest steel known) 
Hunk of Bronin – 10 Gold Crowns (hard steel) 
Hunk of Dwarven Fire-steel – 8 Gold Crowns (hard steel) 
Hunk of Durenese Steel – 4 Gold Crowns (hard steel) 
Hunk of Sommlending Steel – 3 Gold Crowns (hard steel) 
Mithril Rods – 15 Gold Crowns each (2 max.) 

 
After purchasing what you feel you need, turn to 32. 



 
144 
As you slash, punch, and kick your way towards the faraway main gates of Holmgard you 
realize that your attempt is futile.  
 

If you wish to stand your ground and wait for the dawn, turn to 54. 
If you wish to surrender to the enemy forces, turn to 302. 

 
145 
You deftly remove the Dagger from your belt and plunge it into the Kraan’s unprotected 
neck. The dark spawn’s eyes begin to mist over and with a cry of despair it releases its hold 
on your pack (the Dagger is torn from your grasp; deduct it from your Action Chart). No 
longer being carried by the Kraan you pitch towards the ground below. 
 

Turn to 5. 
 
146 
Within a few minutes of riding you and Banedon arrive at a small wooden hut, constructed 
upon the brink of a small clearing. This must be the dwelling of the man the wizard spoke 
of. Franck. You call out his name and there is no answer. 
 

If you have the Discipline of Intuition and wish to use it, turn to 199. 
If you wish to bang on the door with your fist, turn to 27. 
If you wish to draw your weapon and barge down the door, turn to 225. 
If you have Magi-magic and wish to use it to knock down the door, turn to 52. 

 
147 
As soon as you stop blowing on the whistle the creatures decide to disperse and within a 
few moments there is no trace of them. Confident that you will not again be bothered 
throughout the night you settle down to sleep. 
 

Turn to 90. 
 
148 
Riding hard for the next few miles your beast soon becomes tired and you slow to an easy-
going trot. Nightfall approaches as you reach the Unoram Bridge (you are very hungry now 
and must eat a Meal or lose 3 ENDURANCE points). Sleep tugs at your mind and your 
eyelids begin to droop. You realize that you might as well set up camp here for the night 
and set off early in the morning. 
 

If you wish to sleep on the south bank, turn to 293. 
If you wish to set up camp on the north bank, turn to 57. 

 
149 
Despite its arduous training in the city of Helgedad the Kraan soon accepts that you are its 
new master and must subdue itself to your every whim. With glee you direct the creature 
towards the ground and unbalance several Drakkarim warriors as the Kraan’s wings bowel 
them over. As you take back into the air several Giak riders see that you have stolen one of 
their mounts and descend upon you. A Kraan with two riders on its back pulls up beside 
you and one of the Giaks leaps through smoke and air to land on your mount, right behind 
you. 
 

If you wish to bring your Kraan to a sudden halt, turn to 272. 



If you wish to add to your creature’s speed, turn to 305. 
If you have a weapon and wish to attack the Giak, turn to 6. 

 
150 
All of the buildings are barren save one. In this building you find a discarded Giak Spear. If 
you wish you may take this weapon (remember you can only carry a maximum of two 
weapons). There is also a large Battle-axe propped up against the single-roomed house’s 
hearth. After being satisfied that you have left no corner unlooked you abandon the 
building and remount your horse. Taking care to avoid the blazing inferno of dead bodies 
you turn your horse north. 
 

Turn to 330. 
 
151 
You are halfway up the marble steps when there is a moan and the South Gate begins to 
open. A dark figure slams open the door of the gatehouse and slinks past the now opening 
gate. The severity of the situation dawns on you and you cry up towards the marines on the 
wall. 
 
“The gate’s been breached, form up and counterattack now!” 
 
Ten marines see you and quickly descend the stairs, only a few steps behind you, swords 
drawn. With a cry you launch yourself at the tide of spawn before you and the first 
Drakkar’s life comes away in your hands. A second Drakkar lunges forward. You duck and 
his curved blade cuts the air above your head. 
 

Drakkar: COMBAT SKILL 18 ENDURANCE 24 
 

If you win the combat turn to 345. 
 
152 
At the cost of 2 WILLPOWER points you let a single section of your mind depart the battle 
and investigate the dark tower. You sense a great evil of which you cannot explain in words 
within its dark depths. There is the essence of a man within this evil. This man’s aura is 
one of greed, anger, jealousy, and most of all…sorrow. 
 
“I do not know, Lone Wolf. But it is a great evil.” Is the only answer that you can give the 
Kai Lord. 
 

Turn to 72. 
 
153 
Adjacent to a vacant alleyway on the south side of the square is a small smithy that arouses 
your suspicion. It is an outdoor smithy and there are two men standing under the tent-like 
setup. One of them is showing a few officers the different array of weapons he has to offer. 
The other is sitting on a three-legged stool with a hammer in one hand and a fiery-hot 
sword in the other.  
 
He places the sword on the anvil and pounds it with the hammer with all of his strength. 
There is a loud sizzle as he imbeds the finished product in a bucket of cool water. The man 
sets it aside to allow the metal to cool and harden. You join the officers and glance over the 
weaponry. The two smithies will only accept Gold Crowns as payment. 
 



Swords – 5 Gold Crowns 
Warhammers – 9 Gold Crowns 
Maces – 4 Gold Crowns 
Daggers – 4 Gold Crowns 
Spears – 5 Gold Crowns 
Arrows – 2 Gold Crowns ea. 
Crossbow Quarrels – 3 Gold Crowns ea. 
Guard Helm (+2 ENDURANCE) – 6 Gold Crowns 
Axes – 5 Gold Crowns 
Book of Forging – 2 Gold Crowns 

 
The Book of Forging is a Backpack item and the Guard Helm is a Special Item. All other 
items are considered weapons. Remember you can only carry two weapons at once. 
 

As soon as you have completed any purchases turn to page 71. 
 
154 
With a muffled yell of defiance you swipe your sword around your body while pressing 
forward; decimating the zombie crew. Suddenly a creature in black robes pushes its way 
through the zombie crew and stands in front of you, a twisted black sword in its 
unnaturally shriveled hand. Its voice is piercing, hollow, and forlorn. 
 
“I have come for you, Vakeros.” Says the Helghast.” Give yourself up now and your death 
shall be swift.” 
 
The Helghast is an undead creature and as you wield Soulforge you may double any 
damage you inflict on the creature. At any time you may evade combat by running back 
along the deck and leaping onto the deck of the Durenese ship. Turn to 311. 
 

Helghast: COMBAT SKILL 24 ENDURANCE 30 
 

If you manage to slay the abomination, turn to 82. 
 
155 
Suddenly you recognize this part of town. This is where you pursued the assassin who tried 
to strangle you in the inn! With renewed vigor you push aside those who block your way 
and struggle through the sea of bodies. Finally you reach the steps of the cathedral and 
push open the door. It is déjà vu as once again the door slams open with a load noise and a 
contingent of chanting bishops stop what they are doing and one by one turn to look at 
you. It is with relief you see a slight smile tug at the archbishop’s lips. 
 
“So it is our young friend once again fighting the good fight.” Says the archbishop in a 
booming voice. 
 
You struggle to speak but running has relieved you of your breath and all you can do is 
wheeze and cough. After a few moments you gain enough breath to be able to speak,” 
townsfolk are after me. “They think I am in league with the Darklords.” 
 
The entire cathedral has its eyes on you. There are several bishops and priests kneeling 
before the Alter of the Sun. Even two Sun Lords, members of a religious sect of the Knights 
of the Realm, are present. Suddenly the doors burst open behind you and you wheel 
around, drawing your weapon. 
 



The red-bearded man and his friends storm into the place, weapons drawn. This time a 
smile tugs at your lips as the Archbishop booms,” How dare you defy this place of harmony 
and worship?!” 
 
The intrusion is clearly seen as a horrific insult to the members of the cathedral and the 
two Sun Lords draw their broadswords. As soon as the madmen see the two armed knights 
and the angry faces of those inside they decide to make a hasty retreat. 
 
The Archbishop turns to you and smiles,” you are a good man. I can see that much in you. 
Continue to fight the enemies of Kai and he shall protect you against all Evil. It is a 
dangerous time for an outlander in this city. Be cautious.” 
 
The elderly man dips a white clothe in a crystal bowl of clear water and dabs your forehead 
with it while muttering the last verse of the Kai mantra. 
 

Without fear, 
Without loss. 
Let’s make great Kai, 
Proud of us. 

 
Gradually you begin to feel a warm glow spread throughout your body. You are amazed 
when you feel thoughts of hurt and despair lift from your mind and you feel vigor spread 
through your limbs (you gain 5 Honor points and 10 Experience points. Experience points 
may be used towards any Virtue class). You mutter your thanks and exit the building, 
closing the doors behind you. Within a few moments of walking along the streets you find 
the road that leads to the southern gates of Holmgard. 
 

Turn to 142. 
 
156 
The great oaken doors to the monastery are black and nearly ash. As soon as you place 
your weapon on them they crash inwardly, sending a cascade of dust into the air and 
causing you to cough heavily until it settles. Inside the great hall the bodies of Giaks and 
Kai alike are strewn across the floor. The antechamber is littered with bodies and the stink 
of long-dead corpses. Three vertical windows with partially shattered glass are all that 
allow light into the hall; the rays of the setting sun set an orange glow to the room, 
accurately depicting a setting of remorse.  
 
One Kai Lord wearing a silver cloak sits with his back to the massive hearth, his longsword 
crusted with black blood still held tightly in his grasp. The bodies of several dead Giaks and 
even a large Drakkar are strewn around his body; their wounds suggest that it was this 
Kai’s blade that put an end to them. His chainmail tunic has several tears in the links and 
his own blood lies splattered on the bronze-colored skin of the dead Giaks that surround 
his body. He died fighting.  
 
To your surprise the top half of his body suddenly lurches slightly forward and he coughs 
blood onto the corpse of a Giak, strewn across his lap. Your astonishment baffles you. How 
could a Kai have possible survived this butchery? And how could he still be alive after two 
weeks of lying on the bloodied floor of the main antechamber? You kneel beside the Kai 
and lift his head until it is level with yours. The fair-haired Kai’s lips are chapped and 
cracked, his eyes swollen shut from the gangrene that has settled into his wounds. He is 
very close to death, the fact that he still alive alone is a miracle. 
 



If you have the Magi Discipline of Rejuvenation and wish to use it, turn to 84. 
If you have a phial of Pandama’s Brew and some Herbal stems and wish to use them, 
turn to 79. 
If you do not have this skill or these items or simply don’t wish to use them, turn to 
240. 

 
157 
As you sharpen your use of your skill of Divination you sense that imminent danger lies to 
the north-east. Your use of this skill has drained you and you fear to extend more in order 
to find out what manner of creatures await you to the north-east. Shrugging your head in 
submission you turn from the north-east path, willing to endure a possible attack from 
Kraan. 
 
“Better the foe you know than the foe you don’t know.” You mutter to yourself. 
 

Turn to 227. 
 
158 
Suddenly there is the sound of thundering hooves and you turn to see a dozen horsemen 
turn onto Brass Street, weapons drawn. The leader is the girl Qinefer and her white horse 
bowls right into the first couple Giaks. With a shout you join the fight. The spawn 
outnumber the riders by three to one but the riders have the advantage of height and 
surprise. Quickly you pinpoint the leader. He is a massive Drakkar, clad in black armor. 
 
You may evade combat after two round by turning to 314. 
 

Drakkar Lieutenant: COMBAT SKILL 24 ENDURANCE 36 
 

If you win, turn to 254. 
 
159 
A dire moan escapes your lips as there is the sound of the splintering of wood and you feel 
your foothold slip. About halfway up the hulking tower of the death-hulk a foothold proves 
too slippery for you to keep a good grip. As your feet fall out from under you, you grasp a 
wooden spar. However the spar only holds your weight for a few moments before it 
splinters and finally falls away. 
 
Screaming in panic your body hits the hard deck of the death-hulk and bounces off into the 
sea. Stunned from the fall you have no hope of swimming to the surface of the icy waters. 
Your muscles soon freeze up and your life’s air escapes your lungs. As you plunge deeper 
into the frozen depths of the unknown you sense the feeling of something warm, and for a 
moment you believe that you have returned to your homeland. However all you are feeling 
is your own fiery, hot blood coursing its last through your veins. Silence. 
 

Your life ends here. 
 
160 
The Drakkar crumples at your feet and you quickly remount your horse. No sooner have 
you balanced yourself upon the stallion’s back you feet sharp claws digging into your 
shoulder and you find yourself airborne! The Kraan have managed to get into the air and 
are now periodically snatching up Sommlending and carrying them high enough into the 
air to drop them to their deaths. One of these creatures has grabbed you by the Backpack! 



Realizing your current predicament you know you must kill the creature before it climbs 
too high into the air. 
 

If you have Animal Kinship and wish to use it, turn to 246. 
If you have within your possession a Hunting Horn and wish to use it, turn to 30. 
If you have a bladed weapon other than a Dagger and wish to use it, turn to 301. 
If you have a Dagger and wish to use it, turn to 145. 
If you have any other weapon and wish to use it, turn to 99. 

 
161 
Adrenaline courses thickly through your veins as you relish in the battle before you (you 
gain 1 Valor point). Striking downwards you throw a now mortally wounded Giak off of his 
mount. The Doomwolf responds by leaping upwards and digging his teeth into your 
forearm. Pick a number from the Random Number Table. If this number is a 0 or a 1 you 
have dropped your weapon and can no longer use it. 
 

Doomwolf: COMBAT SKILL 15  ENDURANCE 21 
 

If the combat lasts longer than three rounds, turn immediately to 343. 
If you win in three rounds of combat or less, turn to 89. 

 
162 
Surpassing what you believed to be your limits in agility you leap out of the way of the 
plummeting Kraan with relative ease (you gain 1 Prudence point). The foul creature hits 
the ground with great force and you are relieved to have escaped its path of descent. 
 

Turn to 8. 
 
163 
The stall is not a large one; therefore not many items could be hidden inside it. All you find 
is a small purse with 1 Gold Crown in it and a lengthy coil of Green Rope. Satisfied you 
have not overlooked anything you adjust your equipment and approach the white horse 
with caution. 
 

Turn to 177. 
 
164 
Pick a random number from the Random Number Table. 
 

If your number is between 0 and4, turn to 310. 
If your number is between 5 and 9, turn to 258. 

 
165 
With ease you draw the Crossbow that you keep loaded and hanging from your belt. The 
horse beneath you takes several moments to steady as you aim along the firing pins at the 
Giak. Without a second more to lose you gently squeeze the trigger and your quarrel speeds 
across the battlefield. The quarrel strikes the Giak right between the eyes and he falls into 
the bloody grass (you gain 2 Prudence points and 1 Valor point). 
 
No sooner has Brucee climbed to his feet; two Giak arrows imbed themselves into his 
already wounded body. With a faint cry he too falls to the ground, his body lies on top of 
the Giak who was just moments before attempting to slay him. 
 

Turn to 88. 



166 
A large, cloaked form rises in front of you and its mere presence fills you with mortal 
terror. No flesh can be seen save the creature’s clawed hands; the loose, dark robes cover 
its entire body. A large hood covers the creature’s face and all that can be seen within the 
complete void within are two fiery, ember eyes. 
 
In each clawed hand is a large, gray Battle-axe, writhed in black flame. The creature opens 
its mouth and the smell of sulfur consumes the air about you. The creature speaks and you 
recognize the chilling words to be the language of the Dark Tongue. As if forgetting itself 
the creature quickly switches its words to Sommlending. 
 
”My name is Argaa-Aruith, lieutenant of Darklord Zagarna,” his words are venom upon 
your ears.” His supreme darkness is not impressed by you two troublesome swine. If your 
deaths is what you seek, I shall aid you in your quest!” 
 
If you have within your possession a Helghast Dagger you may add 2 to your COMBAT 
SKILL for this combat. The dagger is a Darkland weapon and as such inflicts extra damage 
against the spawn that are bred within its dark cities. The creature is a member of the 
undead and Soulforge deals double damage upon it. Due to the aid of Qinefer you may add 
10 to your COMBAT SKILL for this combat only. 
 

Argaa-Aruith: COMBAT SKILL 27   ENDURANCE 40 
 

If you manage to defeat the creature within 5 rounds of combat (you gain 2 Valor 
points and 5 Experience points), turn to 285. 
If the combat exceeds 5 rounds of combat, turn to 335. 

 
167 
Thankfully your balance is even greater than you expected and your hold upon the Kraan’s 
reins is not dislodged. Though shaken you manage to hold your position in the saddle 
quickly regain your balance. 
 

Turn to 224. 
 
168 
With a wrench the Drakkar finally falls beneath your blows but now you are surrounded 
and it is the work of moments before you are cut down by the onslaught. 
 

Your life ends here in Holmgard. 
 
169 
After readying both Soulforge and your own nerves you leap upwards and onto the balcony 
that rests upon the top of the tower. The wind has taken up and your cloak flutters in the 
wind. There are streaks of red and orange among the clouds along the eastern horizon 
which you now face. A hunched figure turns towards you ominously. 
 
“So this is the magician that she has chosen to pit against me,” the hunched figure is 
indeed a Sommlending man, burdened by both the hump on his back and his obvious age. 
 
“The day is young and so are you,” sneers the old man. He raises his hands above his bald 
head and conjures two bolts of fire.” Let us see if you can contend with the might of the 
Brotherhood and the sheer power of the Nadziranim.” 
 



Without another word he flings the screaming fireballs  towards your head. 
 

If you wish to counter the magic with your own Magi-magic, turn to 67. 
If you wish to do nothing, turn to 271. 
If you wish to dive out of the way, turn to 123. 

 
170 
As the Drakkarim rush into the building you turn and sprint up the stone stairs with your 
blood pounding in your ears. Bursting through a door you find yourself in the loft of the 
gatehouse. There is a single window leading out onto the battlements. 
 

If you wish to try and climb out the window, turn to 295. 
If you wish to fight your way back down the staircase, turn to 16. 
Or you can surrender to the Drakkarim. Turn to 56. 

 
171 
As the sun begins to trace its way across the skies further and further to your left you allow 
Cervis to slow to an easy trot. You have made great time the past few days and though the 
stallion is strong, you do not wish to spoil him. Nightfall approaches and you decide to 
make camp beside the highway.  
 
After searching the area you find a nice enclosed grove of trees, merely a few yards from 
the highway that would serve your purpose nicely. Not only will it keep the rain off but the 
thick needled branches should serve to avert the watchful eyes of Kraan. 
 
Pick a number from the Random Number Table. 
 

If your number is between 0 and 3, turn to 277. 
If your number is between 4 and 9, turn to 330. 

 
172 
The Giaks have begun to regroup and a troupe of them has begun to fire arrows into the 
fray with their bows. Two arrows strike Brucee and he falls to the ground, mortally 
wounded. Three black arrows clang off of your steed’s armored flank and another slices the 
skin of your shoulder (deduct 2 ENDURANCE points). However your attention is upon 
Brucee. With a faint cry he slips to the blood covered grass, dead before he hits the ground. 
 

Turn to 88. 
 
173 
You take three rods and place them near enough to the fiery furnace so they begin to meld 
together. Banedon holds the rods with his magic as you take up a pair of tongs which are 
made from a metal which cannot melt. Using the tongs you painstakingly twist the three 
rods together until they are one metal. The malleable metal is quick to melt and you take 
great care to make sure it does not grow too hot. Quickly you set this hunk of metal to the 
side for now you must make the center of the blade. The center metal must be very strong 
yet malleable for maneuverability and flexibility of the sword. 
 

If you have a hunk of Adamantite, Bronin, Fire-steel, Durenese Steel, or 
Sommlending Steel, turn to 2. 
If you don’t have a hunk of any of these metals, turn to 45. 



174 
With anger writhing in your eyes you toss your weapons aside take a wild swing at the girl. 
Your blow hits only air as she ducks and comes back up; her blow connects with your 
stomach, doubling you over. 
 

At any time you may back down by turning to 297. 
 

Qinefer: COMBAT SKILL 20 ENDURANCE 25 
 
You cannot use any weapon or magical bonuses for this fight. If you possess Unarmed 
Combatry or have reached Level 3 in any Virtue you may add 2 to your COMBAT SKILL 
for this fight. 
 

If Qinefer loses more ENDURANCE points in the first two rounds of combat, 
discontinue battle and turn to 235. 
If you lose more ENDURANCE than Qinefer in the first two rounds of combat then, 
turn to 297. 

 
175 
As you plummet downwards you turn and face the large Durenese warship that looms 
below you. As soon as you hit the deck you crouch and roll, effectively absorbing most of 
the blow. 
 

Turn to 282. 
 
176 
Drawing your ranged weapon you descend to one knee in order to steady your aim. It takes 
a few seconds of patience before there aren’t any fighting Giaks or Sommlending between 
you and the Gourgaz. As you exhale you fire. Pick a number from the Random Number 
Table. Make sure to add any bonuses that may apply including Penetrate. 
 

If your number is between 0 and 5, turn to 105. 
If your number is greater than 5, turn to 3. 

 
177 
The white stallion bucks as you struggle to place the saddle upon his back. The beast is a 
breed of Durenese stallions, which are known for their obduracy and doggedness. The 
horse’s name is Cervis. As you let loose the bar and let the horse out of its stall the beast 
wheels around you are thrown into a pile of straw. The beast glares at you with a mad fire 
in its eyes and you know that you must console the beast. 
 

If you have the Magi Discipline of Animal Kinship, turn to 229. 
 
Otherwise you must pick a number from the Random Number Table. If you are a Paladin 
you may add to this number based on what level of a Paladin you are. For example of you 
are a level 2 Paladin you may add 2 to this number. 
 

If your number is between 0 and 6, turn to 58. 
If your number is greater than 6, turn to 312. 

 
178 
“Pardon?!” exclaims Qinefer and her hand rests on her sword. 
 
You climb to your feet and stare her directly in the eye. She responds by removing her 



helmet and letting it fall to the dusty street,” I have lost far more in the last few days than 
you could possibly imagine. Too many people have died because of me.” 
 
The contempt of this young woman disgusts you beyond reason,” I have shed more blood 
today than most do in a lifetime. I am sorry if you revel in war, but I do not.” 
 
She responds by loosening her grip on the hilt of her sword and punching you straight in 
the lower jaw. The blow sends you reeling but you manage to stay on your feet. She lets her 
weapons fall to the street and sneers at you with a fire in her eyes. 
 

If you wish to swing back, turn to 174. 
If you wish to back down, turn to 297. 

 
179 
The gate briefly opens up before you and you slip past the Darklord’s army before dawn 
approaches. You set out along the north road at a fast pace, the urgency of your mission 
well aware in your mind. The ride to Toran is not a long one however you are detoured 
often in order to avoid the frequent patrols of scouting Giaks and the occasional passing 
Kraan. Your horse, Cervis, becomes passive to your commands and to your great relief has 
decided that you are his friend. However hiding the beast in the dense shrubbery often 
proves difficult when danger is present. 
 
For a while you actually consider abandoning the beast but two factors deter you from this 
possible prospect. First of all Cervis is the personal property of King Ulnar and if you were 
to abandon him to the wild beasts of the forests the punishment would undoubtedly be 
severe. The second is that despite the fact that the horse carries with it several extra 
burdens you would most certainly be making less progress on foot. 
 
After ten miles of riding north-west along the road you come to a fork in the road. The 
right track is dungy and filled with potholes. It veers off towards the north-east. The left 
track is considerably wider than the right and is a continuation of the road you are now on 
as it continues northwest. Consult your map before choosing which path to take. 
 

If you possess the Magi Discipline of Trailmanship, turn immediately to 87. 
If you don’t have this skill but do possess the Magi Discipline of Divination and wish 
to use it, turn to 331. 
If you wish to stay on the main road, turn to 227. 
Or you can take the right path north-east. Turn to 281. 

 
180 
Transforming your own life energy into a ball of electrical energy with your free hand you 
lose 2 WILLPOWER points. As the quarrel of fire descends upon you, you fling your ball of 
electricity in its path. There is a shower of sparks as the two magical missiles cancel each 
other out. The force of blast sends your senses reeling (you lose 1 WILLPOWER point and 1 
ENDURANCE point) but you manage to hold your grip on the rope. Undaunted by the 
attack you continue your ascent higher. 
 

Turn to 169. 
 
181 
Later that night…  
 
The second hour of midnight falls upon Sommerlund and the harvest moon casts its pale, 



orange glow upon the fields of Holmgard. A slight wind has picked up and whispers across 
the plain, causing the furrows of corn and wheat to weave silently back and forth. The foul 
hordes of Zagarna sleep, preparing for a day of fire slinging in the morning. They are 
impervious to the thought that the warriors and knights of Sommerlund might launch an 
effective attack against them…from where they expect it least. 
 
With careful silence you and Qinefer lead the way across the fields, passing straight 
through the dark forces’ camp. Just as Ulnar hoped, you cross the plains and ascend into 
the forests that overview the city from the south. Your lieutenant is a short, plump man 
who has seen too many dinners easily laid out before him. Short talk is all you desire with 
him. Your conversation lasts long enough to ascertain that his name is Brucee. In your 
contingent there is one boy who interests you however. His name is Falka and you estimate 
him to be a few years younger then yourself. 
 

If you wish to continue your conversation with Brucee, turn to 237. 
If you wish to approach the boy Falka, turn to 248. 
If you wish to catch a few hours sleep before dawn, turn to 22. 

 
182 

If you possess the Magi Discipline of Unarmed Combatry and have reached the rank 
of Vagabond you may automatically, turn to 313. 

 
Otherwise you must now pick a number from the Random Number Table. If are at least a 
level 3 Ranger or Warrior you may add 1 to this number. If you possess Bronze Bracers you 
may add 3 to this number. 
 

If your number is between 0 and 4, turn to 115. 
If your number is greater than 5, turn to 316. 

 
183 
As you pour your soulstuff into the blade you feel weak in heart and body but you refuse to 
give up now that you are so close. The heat of the forge tears at your mind, and your body 
begs for sleep. Tears stream down your face in torrents as your bruised arm lifts the 
hammer again and again. You can feel the life being sucked from you and absorbed by the 
sword before you but you do not care. Reckless with abandon you lift the heavy hammer 
and strike the sword as hard as you can. Sparks splatter you and you lose 3 ENDURANCE 
points. Banedon stands by helplessly, knowledgeable to the fact that this you must do 
alone. 
 
This is the final stretch of the forging. You must complete the sword before the heat from 
the forge causes you to lose consciousness. Fight this battle as a normal combat only you 
cannot use any weapon, armor, or magical combat bonuses. If you have used a Book of 
Forging for creating this weapon you may add 1 to your COMBAT SKILL for this combat 
only.  If your current WILLPOWER level is higher than 15 you may add 2 more to your 
COMBAT SKILL for this combat. 
 
(Note: Health potions may be taken at any time during thing this combat, unlike normal 
combats. This is the only exception.) 
 

Dwarven Forge of Toran: COMBAT SKILL 20    ENDURANCE 100 
 

If you manage to survive 5 rounds of combat, turn to 274. 



If your ENDURANCE reaches 0 before 5 rounds of combat are completed, turn to 
315. 

 
184 
There is a portentous clicking sound as you pull the trigger and a quarrel is released in the 
direction of the Kraan. Your aim is far from abysmal and the heavy quarrel pierces the 
Kraan in the breast, right beneath its black heart (you gain 1 Prudence point). The creature 
lets a screech and it folds its wings beneath it as it plummets, head first, towards the 
ground. There is a loud thud and a whirlwind of dirt and dust as the Kraan hits the ground 
and skids to stop beneath a Sommlending Oak. 
 

If you want you can now mount your horse and quickly ride north. Turn to 148. 
If you wish to approach the fallen Kraan, turn to 125. 
Or if you want you can load another quarrel in your Crossbow. Turn to 286. 

 
185 
Using your knowledge of the Power Word spell you reach out to Kraan that is about to pass 
below you. You can feel the WILLPOWER being sapped from your mind (you lose 3 
WILLPOWER points) as you fight to halt the Kraan from its current path of flight. 
 

If your current Willpower level is 15 or higher, turn to 46. 
If you have less than 15 Willpower points, turn to 244. 

 
186 
As the blazing inferno of the death-hulk returns to its rightful place beneath the waves the 
crew of the Durenese ship give a cry of victory. However a new threat looms over the 
Durenese ships. 
 
From a high tower on a massive death-hulk magical bolts of fire leap from its dark interior, 
lighting Durenese and zombies alike in unholy flames. You sheath Soulforge in its clothe 
sheath and replace it on your back. As soon as you are convinced that your equipment is 
secure you take a deep breath and leap into the icy waters. As you strike out towards the 
death-hulk you feel the freezing waters causing your muscles to numb and become weak. If 
you are wearing any type of armor other than leather or padded you must discard it now or 
risk drowning. Pick a number from the Random Number Table. This is the amount of 
ENDURANCE you have lost due to the chilly water (0 counts as 0). 
 

If you are still alive, turn to 298. 
 
187 
At the last second you tug on the reins of your Kraan and the beast lurches to the right of 
its former flight path. Your weapon appears in your hand and you strike across your body 
to the left, connecting with the wing of the Zlanbeast (you gain 2 Valor points and 5 
Determination points). The creature lets out a squawk and careens sidewise, smashing 
bodily into a passing Kraan. The two creatures’ wings become entangled and they plummet 
towards the ground. Both the beasts land in the middle of the battle, sending a torrent of 
earth and dust into the air. 
 

Turn to 284. 
 
188 
Luck is with you this day and you land safely aboard the Durenese liner Kalkarm. Aboard 
this liner the soldiers have been involved in a desperate fight but have proven to be the 



victors against the zombie hordes. As they busily hack away at the grapples from a nearby 
death-hulk Lord Axim emerges from the smoke and mist. His face is severely bloodied and 
his shield badly scarred. Otherwise he appears unharmed. 
 
“Thank the gods you are alive, Lone Wolf. The fight has been bitter and our loses are high, 
but I am heartened to see you standing before me now,” he says and leads Lone Wolf to the 
ship’s rail. “Look yonder, their flagship is ablaze.” 
 
The huge death-hulk is indeed slowly sinking beneath the waves, while the semi-dry 
timbers burn merrily. Axim now turns his attention from the death-hulk to you and Lone 
Wolf. 
 
“I failed to slay Vonotar…” mumbles Lone Wolf under his breath. At Axim’s request Lone 
Wolf explains who Vonotar is. “Vonotar was once a member of the Brotherhood of the 
Crystal Star. He is as a formidable foe as he is an elusive one.” 
 
“He shall return to plague us,” says Axim at length. 
 
There is a sudden silence but then Axim continues…” it is a sad day for us my friends. 
Viveka is dead.” 
 
After a moment of silence you speak up,” what happened?” 
 

Turn to 340. 
 
189 
As you knock the zombie horde aside you reach forward and release the mechanism on the 
ballista. The weapon is thrown back across the Durenese ship’s deck as the large projectile 
tears a massive hole in the side of the death-hulk. The Durenese soldiers raise their 
weapons and give a cry of victory as the death-hulk descends beneath the waves in a fiery 
inferno. 
 

Turn to 186. 
 
190 
The stench of the rotting corpses fills your nostrils and your stomach heaves as nausea 
envelopes you. However you manage to maintain control of your bowels and you make a 
quick search of the two Giak bodies. 
 

2 Spears 
Sword 
4 Gold Crowns 
Silver Ring (Special Item, worn on finger) 
Vial of Acid (Backpack item) 
Laumspur Leaves (restores 3 ENDURANCE points when swallowed after combat) 

 
After a quick search of the saddlebag on the back of the Kraan you also reveal a Dagger, 2 
more Gold Crowns, enough food for 1 Meal, and a Warhammer. You may take whatever 
you wish before mounting Cervis and riding north. 
 

Turn to 148. 
 
191 
Luck is with you this day as must be the favor of several gods. Just as you have almost 



reached the ground a Kraan passes beneath you. The dangerousness of this stunt is well in 
your mind as you reach out your hand and prepare for the impact of hitting the Kraan. A 
silent prayer mutters from your lips as you fight to control the panic that arises in your 
soul. 
 

Turn to 210. 
 
192 
Throwing the Crossbow from you (discard this weapon from your Action Chart) you draw a 
melee weapon and deflect the blow. However the Drakkar has a hidden dagger clutched in 
his other hand it its blade slashes your cheek, inflicting a shallow cut (deduct 1 
ENDURANCE point).  
 
However that move is this Drakkar’s last and your weapon strikes him on the side of the 
head, knocking him aside. As you strike left and right with your weapon you continue 
steadily forward until the tent of Darklord Zagarna comes into view. 
 
“Come out, Zagarna!” You shout unto the air. 
 
Suddenly as if from an invisible command the forces of Zagarna stop their deadly press 
upon you and step away from the ground that lies between you and the massive, red tent. 
However it is not Zagarna who reveals himself from inside the massive tent. 
 

Turn to 267. 
 
193 
Leaning down you grasp the hilt of the fallen broadsword in your right hand but then with 
a sigh let it slip from your fingers (you gain 3 Compassion points and 3 Honor points). 
With a groan you fall to your knees, breathing heavily. The Drakkar seems more surprised 
than thankful that you have chosen to spare his life. 
 
With a hiss of pain you force yourself to climb to your feet, doing your best to ignore the 
pain that wracks your body. Liquid has seeped down your brow and you wipe the blood-
sweat combination from your eyes with the back of your hand. You stumble forward 
towards the gates as the last of the Sommlending knights back into them. As you pass the 
Drakkar you place your weapon beneath his chin. 
 
“Tell your master to do himself a favor.” You say with desperation heavy in your voice.” 
Tell Zagarna I said for him to go home. Because next time, I will not spare any of his 
spawn…” 
 
With that you meticulously drag your exhausted body into the closing gates of Holmgard 
and finally let darkness overtake you. 
 

Turn to 24. 
 
194 
As you descend the ridge and ride into the village your suspicions are confirmed; the town 
has been forsaken. As many of the villages in northern Sommerlund, Tyso has been put to 
the sword and the torch by the Darklord armies. At first you are justly paranoid of your 
surroundings but the tracks that the Giaks and Drakkarim have left are days old. The town 
is empty and deserted and the ominous wind that sweeps through the streets sends shivers 
down your spine. Most of the buildings are no longer standing; many have only small-
burning embers as remains. 



 
Many tracks head the opposite direction that you are riding, south. This suggests that the 
villagers saw the Darklord’s army coming and tried to run for Holmgard. Silently you pray 
that some of the refugees managed to make it.  
 
One thing you are expecting but you do not find on the streets of the port-city are the 
bodies of townsfolk. As you reach the northern side of town you see why. 
 

Turn to 303. 
 
195 
Wielding Soulforge in front of you, you cry out to the crew of the Durenese liner with a 
confidence you don’t feel.” Repel all borders! Charge!” 
 
About twenty soldiers take up the cheer and race along after you across the deck of the 
warship. You lift your sword high above your head and slash away a grappling hook. The 
men around you quickly follow suit. A zombie leaps onto the deck of the Durenese ship and 
raises his cutlass above his head. One swipe from your sword lobs his head into the air. As 
you cut loose another grappling line you see three Durenese soldiers try and push a ballista 
across the deck to over where the fighting has begun. 
 

If you wish to help the soldiers with the ballista, turn to 38. 
If you wish to keep cutting grappling lines, turn to 137. 

 
196 
The Wispwater and the other four Sommlending liners dock in the harbor and you gather 
your equipment together. Troke joins you and Viveka upon the forward deck and makes 
sure his longsword is loose in its sheath. His face appears long and grim, conflicting with 
its habitual, cocky grin. It’s as if he realizes that his mood has altered so he grins slightly. 
 
“I don’t know about you two younguns. But I’m ready to split some Giak skulls.” 
 
The three of you make your way into the city. Just as D’Val relayed earlier it is teaming 
with pandemonium and anarchy. Its occupants run rampant through the streets screaming 
murder. In the disarray you lose sight of the other crewmembers of the Wispwater and 
barely manage to keep a hold of your companions. 
 
“Why hasn’t the king called a curfew?” you shout to Troke over the uproar. A big man with 
a course, red beard bumps into you and you almost love your footing on the slippery 
cobblestones. 
 
Troke points above his head to hundreds of Kraan that have begun to circle over the city, 
blocking out the sun,” It appears that the king has a bigger problem sitting on his lap right 
about now.” 
 
“What do we do now?” you ask. 
 
“I am going to head for the gates,” says Troke and Viveka nods her agreement,” I have all I 
need and there seems to be no sense in standing in the middle of this hubbub.” 
 

If you wish to join your friends, turn to 327. 
If your supplies are low and would like to stock up, turn to 18. 

 



197 
When you offer nothing to prove your origins the magician Banedon shakes his head 
slowly. 
 
“I am sorry, but we cannot invite you into the city. It has taken all of our skill and magic in 
order to keep Zagarna’s agents from inside its walls. We cannot afford to make exceptions 
for anyone. If you have not left the vicinity of Toran by nightfall you will be slain.” 
 
Three weeks later you have failed to find entrance to the city and your senses alarm you to 
the fact that Holmgard has fallen. You may be interested to learn that after Zagarna’s 
takeover of Sommerlund you elude his agents for almost three months before your capture, 
torture, and eventual death. 
 

Your quest ends here. 
 
198 
It is two hours after midday when you and Captain D’Val storm into the Chamber of State. 
The King looks up from the massive table set in front of him. 
 
“Good, you have returned.” 
 
The table set out in front of the king and his advisors is that of massive proportions. A huge 
map has been lain out across the whole of it and intricate wooden figurines which 
represent the Darklord’s and Ulnar’s forces are placed strategically across the map. 
 
“Things do not go well, m’Lord,” reports D’Val in military fashion,” the militia 
counterattack bought us some time and some Giak heads but other then that simply cost us 
a lot of lives. It will take them a few days to reorganize themselves. Right now they are busy 
throwing themselves at the gates. I have archers and boiling pots of petroleum holding 
them off. As long as they keep attacking the gates they will just be adding their own to the 
dead.” 
 
King Ulnar’s face is tired and wearisome. Still shocked from the death of Troke and the 
abandonment of Viveka you sit down in a vacant chair and try not to think of his gruesome 
death. Ulnar, his advisors, and a few assorted barons begin shouting at each other while 
trying to come up with strategies for penetrating the cordon.  
 
Suddenly you are shaken from your thoughts as the doors to the Chamber of State are 
thrown open.  A contingent of guards bring in a dark-skinned young woman before the 
king. The conversation that ensues is of no interest to you. Your interest is only resparked 
when another person is brought into the chamber. Only this person is fair-skinned and 
dressed in green. As he passes by you while approaching the king you look up at him and 
he at you. In that moment something passes between you; the recognition of one warrior to 
another. 
 
“A Kai!” shouts a baron. 
 
The Kai Lord tells his story. All the Kai have been massacred by Zagarna and Vonotar’s 
forces save he. Ulnar inquires him of his name and the boy replies,” Lone Wolf.” 
 
The proceedings after that are very droll. 
 



Suddenly Ulnar stands,” here is the situation. I am in need of someone to travel to Durenor 
and retrieve the Sommerswerd for me. The Vakeros and the warrioress are not 
Sommlending so the Sword’s powers would be latent and suppressed in their hands. So I 
have little choice other than to send the Kai, Lone Wolf.” 
 
You and the Kai exchange another quick glance. 
 
“I am also in need of warriors to lead my armies now that they are almost assembled 
within the walls,” he motions towards the dark-skinned girl,” You, Qinefer or whatever 
your blasted name is. From what I hear you have slain many a Giaks and are quite the 
warrior. Now is your chance to prove it. You are going to be captain of a contingent. As are 
you Alasi. You may each have lieutenants to serve under you. Go now. You will be told 
what to do in the morning.” 
 

Turn to 66. 
 
199 
The use of your skill costs you 2 WILLPOWER points (you gain 1 Prudence point). You 
sense that someone is lurking for you in the shadows of the hut and is preparing to ambush 
you as soon as you approach the door. Your senses tell you that you must act quickly in 
order to counter his attack. 
 

If you wish to bang on the door with your fist, turn to 27. 
If you wish to draw your weapon and barge down the door, turn to 225. 
If you have Magi-magic and wish to use it to knock down the door, turn to 52. 

 
200 
“Ishir, guide my hands.” You whisper. 
 
The bow becomes taunt in your hands as you pull back the drawstring as far as it will allow. 
The iron point of your shaft glistens in the sunlight as you point it at the breast of the 
Kraan. As you exhale you release the shaft and it zooms up into the air and imbeds itself in 
the chest of the Kraan (you gain 2 Prudence points). With a scream the beast descends 
through the air, dead before it hits the ground. 
 

Turn to 125. 
 
201 
With great care you remove the set of Lock-picks from the large pocket in your robe and set 
to work. You bid Banedon be silent as you listen intently to the various clicks and noises 
the lock makes as you work. Within a few seconds you quickly twist the lock-pick you have 
chosen and the cupboard doors spring wide open (you gain 3 Experience points). 
 

Turn to 247. 
 
202 
As the Helghast lets out its last dying shriek you reach forward and grasp its black dagger 
(you gain 3 Valor points and 5 Experience points). To your astonishment the vile creature 
disintegrates before you and within a few moments nothing remains of the spawned 
abomination. You thrust the Helghast Dagger in your belt and spit contemptibly at the spot 
where the Helghast fell. 
 
If you wish to keep it the Helghast Dagger it is considered a Special Item. If you choose to 



use it in combat it is considered a normal dagger unless specified otherwise in the text of 
the adventure. 
 
Now you turn your attention to the gates. To your horror they have been opened wide and 
an onslaught of Giaks and Drakkarim are flooding into the city. You grasp your sword and 
step out into the street swinging. The head from a grimacing Drakkar is lobbed off and 
strikes the wall of the gatehouse. You are hard-pressed as you stand alone defending the 
wide gateway. One Drakkar ducks beneath your sweeping blade and draws his own. 
 

Drakkar: COMBAT SKILL 18 ENDURANCE 24 
 

If the combat is ended within four rounds of combat, turn to 252. 
If the combat exceeds four rounds, turn to 168. 

 
203 
Suddenly during the night there is an ominous howling that pierces the pitch darkness. A 
second howl strikes the wind but this time your head snaps up from your bed of pine 
needles. This one was closer. You rise to your feet, draw your weapon, and peer into the 
darkness that surrounds you. 
 

If you have a Torch and wish to dip it in your campfire, turn to 112. 
If you wish to investigate the howls, turn to 9. 
If you wish to stay where you are, close to the fire, turn to 328. 

 
204 
At the last second you leap from the back of the Kraan and fly through the air straight 
towards the oncoming Zlanbeast. Unfortunately the Death-knight is ready for you and you 
heart is instantly pierced by the point of his broadsword. 
 

Your life ends here. 
 
205 
Only fifty of the original seventy ships that left Hammerdal now enter the Holmgulf. The 
day passes by very slowly as the Durenese ships plod through the waters, intent on 
reaching Holmgard. Lord Axim has taken control of the fleet as Admiral Calfen was slain in 
the first few moments of battle. Axim names the Kalkarm as his flagship. As darkness 
approaches the highest towers of Holmgard come into view along the southern horizon. 
You and Lone Wolf stand against the fore rail of the Kalkarm in impatient apprehension. 
Lord Axim appears next to you. 
 
“We shall enter the harbor under the cover of darkness.” 
 
The Durenese warships slip easily into the port of Holmgard. An ensemble of civilians 
greet you, Lord Axim, and Lone Wolf as you descend a boarding ramp and stride onto the 
dock. There is the sound of hooves on cobblestones and Qinefer rides up upon the back of 
Prince Pelathar’s horse. The Cloeasian and the Kai Lord share a brief embrace and Lone 
Wolf strides away, beckoning for you to follow him. A civilian hands you a reigned horse 
and you quickly mount. Lone Wolf mounts a horse as well and the three of you ride away 
from the harbor. 
 
Soon you leave the crowd behind and you reach the main gate of the city. Its watchtower 
has been badly damaged by fireslingers yet its charred timbers still stand. Lone Wolf 
dismounts. 



 
“Here I must go alone.” 
 
Qinefer nods her head and Lone Wolf ascends into the tower. Suddenly an idea sparks in 
your mind. You already know Lone Wolf’s plan to kill Zagarna. But his task would be easier 
if somehow Zagarna was beckoned out of hiding. 
 

If you wish to provide a distraction for Lone Wolf, turn to 76. 
If you wish to let the Kai Lord face this task on his own, turn to 309. 

 
206 
“Captain.” 
 
D’Val stops studying the map in front of him and glances up at you with a scowl of distaste. 
 
“Yes boy.” 
 
“What of me and my friends?” you ask carefully. 
 
“You and your friends are not under the employment of me nor of the King of Sommerlund 
for that matter. Once we reach the city what you do from there is of your own accord.” 
 
The captain leans back in his chair and stares blankly at the ceiling. Something is troubling 
his mind but you can’t quite figure out what it is. 
 
“Captain…” 
 
“Get out!” shouts the captain and with a nod you decide to make a hasty retreat. 
 

Turn to 41. 
 
207 
The cries of the crew and the sound of splitting timbers fill your ears as you are thrown to 
the side. When you climb to your feet you find that the Durenor is pitched at an angle. The 
ship is taking on water, very quickly. You have lost sight of Axim and Lone Wolf but you 
see Viveka leap forward onto the deck of the death-hulk. 
 
“Abandon ship!” screams Calfen,” Abandon ship!” 
 

If you wish to leap onto the deck of the death-hulk, turn to 34. 
If you wish to leap into the sea, turn to 120. 

 
208 
Your weapon drops from your hand as the Helghast begins a mental assault upon your 
mind while walking towards you. Its crooked finger forces you to your knees and you are 
powerless to fight back. With one swift slash from its blade your life is wrenched from your 
body. 
 

Your life and quest end here. 
 
209 
There are five heavily-armed Drakkarim inside the gatehouse and you must fight them as 
one enemy. Due to the cramped space you cannot evade and must fight them to the death. 



 
Drakkarim: COMBAT SKILL 20       ENDURANCE 45 

 
If you win the combat in five rounds or less (you gain 4 Valor points), turn to 134. 
If the combat takes longer than five rounds, turn to 39. 

 
210 
With a loud thud you hit the Kraan straight in the middle of the back. To your dismay you 
roll off the back of the beast and if it weren’t for your quick thinking you would have 
continued a plunge to certain death. Just as you roll of the Kraan’s back you reach out with 
your left arm and clutch the beast’s harness. The force of the whiplash twists you around 
and you let out a cry as you feel your shoulder dislocate. Tears stream unbidden from your 
eyes as you fight to hold on to the creature that is flying at breathtaking speeds. The Giak 
that sits upon the saddle of the beast looks down and sees you helpless with your arm 
tangled in his mount’s harness. 
 
He swings down at you with his sword and you barely manage to parry with your own 
weapon using your free hand. The blow is so great that both your weapon and his sword 
are torn away and fall towards the ground below (deduct one weapon from your Action 
Chart). The Giak reaches one hand down and grasps you by the neck. You reach up with 
your good hand and seize him by his arm. With a shriek of dismay he strikes you across the 
face. However you are undaunted and manage to throw him from the back of the Kraan. 
 
It is with great difficulty that you manage to clamber up onto the beast’s back and free your 
arm from the harness. With a howl of glee you quickly subdue the beast to your command. 
However your left arm is badly injured. Until told otherwise you cannot use a Shield in 
combat and if you use a two-handed weapon you must deduct 2 from your COMBAT 
SKILL. There is a sheathed Dagger in the saddle if you wish to take it. 
 

If you wish to direct the Kraan back to the ground turn to 284. 
If you wish to use the beast in battle turn to 149. 

 
211 
Shaking the corpse of the Drakkar from you, you rise with sword in hand. A zombie that is 
barely holding itself together is cleaved in two by the power of your newly forged sword 
and you can feel its rigorous energy flowing through your body. As the bodies of the zombie 
crew fall beneath your blows you shout over to Lone Wolf. 
 
“We must climb that tower. I’ll take the far end if you take this end and we’ll meet at the 
top!” 
 
Lone Wolf grimly nods his agreement and with a flash of his golden sword creates a 
pathway to the tower. Taking advantage of the situation you run along the deck to the far 
side of the tower and stare up at its top. 
 

If you have a Rope and Grapple and wish to use it, turn to 19. 
If you do not have this item or do not wish to use it, turn to 332. 

 
212 
Leaving the scene of destruction and carnage behind you walk down the path and untie 
Cervis from the tree. As you take off along the path heading north-east the sun finally sets 
behind the horizon of the oaken forest. You pull your cloak closer around you as the night 
becomes chilly. However you refuse to stop until the path you are on finally rejoins with 



the main road heading north towards Toran. It is here that you set up camp and allow 
yourself to fall asleep. 

 
Turn to 330. 

 
213 
To your delight you find that you have the strength to finally leave your bunk. Not only this 
but your arm is totally healed and you no longer need suffer any combat penalties from 
using it. You are extremely hungry now and if you do not eat a meal you shall lose 5 whole 
ENDURANCE points. 
 
You look around the barracks and you find that you are alone. The blonde girl is nowhere 
to be seen. All your equipment has been stowed safely beneath the bunk and you quickly 
gather it up. With new confidence you open the door and step out into the street. The 
damaged city of Holmgard greets you with a dull, overcast morning.  
 
Thunder rolls and sparse strikes of lightning can be seen across the dark sky. The clouds 
themselves are dark, imitating the mood of Kai, the sun God, and appear ready to let loose 
their torrents of rainwater at any given moment. A fairly strong wind has picked up and it 
sweeps the dust of the streets in an array of irregular patterns. The streets are mostly 
emptied. The only person you can see is a beggar, shuffling his way along Brass streets, 
shaking his head side to side and muttering to himself. 
 
Cries of battle can be heard though they are faint. You turn and look towards the southern 
wall of the city. Upon its massive battlements you can see men dressed in the colors of the 
Knights of Sommerlund letting loose a torrent of arrows upon the fields on the other side. 
 

If you wish to make your way to the South Gate, turn to 321. 
If you wish to return to the Chamber of State, turn to 20. 
Or if you wish you may return to your bunk on page 103. 

 
214 
For three days you ride onwards north-east. Luckily you were able to find enough fruit and 
roots along the way sufficient to satisfy your hunger. After referring to your map you judge 
that you are close to Toran. Almost instantly the trees just stop and you thank the gods. 
Vowing to never ride through a blasted forest again you dismount Cervis and take a look 
about your surroundings. About a mile north of you is the city of Toran. Like Holmgard it 
has suffered major damage. It seems as if the wizards of the Crystal Star were able to fight 
of the flames of the Darklord’s army but many of the famous guild towers have fallen. 
Though the city is still far off you are close enough to see that the walls still stand and there 
is no enemy around that you can see. 
 
With renewed vivacity and a refreshed spirit you nimbly leap upon the back of your horse 
and push him to a gallop. 
 

Turn to 127. 
 
215 
The Drakkar’s sword edge buries itself into the wooden shaft of your Crossbow and sticks 
there. Using the blow’s momentum you fling both the Crossbow and the enemy’s sword 
from you (deduct the Crossbow from your Action Chart). The Drakkar is taken by surprise 
and you quickly draw a melee weapon. Before he can react you strike a blow on the side of 
his head, sending him tumbling. 



 
As you strike left and right with your weapon you continue steadily forward until the tent 
of Darklord Zagarna comes into view. 
 
“Come out, Zagarna!” You shout unto the air. 
 
Suddenly as if from an invisible command the forces of Zagarna stop their deadly press 
upon you and step away from the ground that lies between you and the massive, red tent. 
However it is not Zagarna who reveals himself from inside the massive tent. 
 

Turn to 267. 
 
216 
With a screech that has been known to strike fear into anyone who hears it the Kraan 
crumples and falls to the ground (you gain 1 Valor point for not evading). The havoc within 
the square is brought to a standstill as soldiers and civilians alike give a hurried cheer at 
your victory. One Sommlending marine walks up to the creature and stabs it twice with a 
javelin as if to be sure that it is dead. 
 
Deciding that the square is far too large and crowded to cross you push your way through 
the crowd to a small alleyway that you have spotted. To your delight the alleyway is vacant. 
You can make your way back to the main gates by these side streets much easier then by 
taking the main roads. 
 

Turn to 121. 
 
217 
At the last second you dive out of the way of the plummeting Kraan and hit the 
cobblestones quite hard, bruising your arm (deduct 1 ENDURANCE point). The dust falls 
off you as you climb to your feet and you are relieved to notice that other than scraping up 
your arm a little bit you are unharmed. 
 

Turn to 8. 
 
218 
The Drakkar looses the shaft and you quickly dive out of its flight path. However you have 
lost your balance and collapse upon the ground. Your advantage of the fight now gone it is 
the work of a moment for a mace to come crashing down upon your skull. 
 

Your life and quest end here. 
 
219 
“Bring me a horse!” 
 
Falka leads a brown and white stallion to you and quickly harnesses the beast. With ease 
you leap onto its back and draw your weapon. Qinefer has already told you what the signal 
will be and now you wait for it. The sight that you see next is one that is held in high 
regards of Sommerlund, and is considered one of its greatest treasures: the dawn of the 
great city. 
 
The very tip of the fiery sun rises above the eastern horizon on your right and makes the 
war-torn city of Holmgard glimmer and shine in all of its glory. Today you are not allowed 
the luxury of enjoying the sunrise. For today the sunrise calls you to bloodshed and death. 



Brucee firmly straps a helm to his head and draws his short, stubby sword from its sheath. 
Your contingent of forty warriors, knights, and cavalry riders advance behind you, all 
thoughts of lost sleep behind them. They clutch their weapons as if their lives depend on 
it… they do. 
 
You draw your weapon and point it in front of you and towards the fields of Holmgard. 
With the loudest, deepest voice you can muster you call out to your soldiers,” advance!” 
 

Turn to 33. 
 
220 
Removing your Dagger from your belt you set to work immediately. The weapon proves to 
be bulky and you find a hard time releasing the mechanism in the padlock. Several minutes 
pass by and you still haven’t managed to open the cupboard. Banedon looks upon you with 
boredom and you beg for a few more moments. Suddenly you feel you have it but you must 
decide what action will now open the padlock. 
 

If you wish to jerk the dagger to the left, turn to 135. 
If you wish to jerk the dagger to the right, turn to 287. 
If you wish to press the dagger further in, turn to 40. 

 
221 
“Hold Vonotar!”  
 
There is a shout unto the wind and suddenly the green-clad figure of Lone Wolf steps into 
the tower, his golden sword rose in both hands. Lone Wolf stands, green cloak fluttering in 
the wind, opposite from you. Vonotar stands in the center of the tower, directly in between 
you and the Kai Lord. 
 
“How I shall delight in the irony of your death, Lone Wolf,” says Vonotar. He raises his left 
hand towards the solitary figure. 
 
“Your quest has failed Lone Wolf. Now you must die.” 
 
With that a flash of orange flame leaps out towards Lone Wolf but this magical attack is 
absorbed by the golden blade of the Sommerswerd. A smile snakes at Lone Wolf’s lips as 
he observes the look of fury upon Vonotar’s face. 
 
Slowly you and the Kai Lord circle the traitor from opposite ends of the tower. Vonotar 
constantly wheels around, this way and that, unsure of where the next attack will come 
from. Lone Wolf twirls the Sommerswerd in his right hand, the golden blade’s bright light 
moving liquidly about his body. 
 
With a snarl Vonotar lets loose another bolt of fire but this one also is absorbed by the 
power of the Sommerswerd. 
 

If you wish to attack Vonotar while his attention is diverted, turn to 128. 
If you wish to stay where you are and prepare for a defensive maneuver, turn to 47. 

 
222 
As you ride past the Drakkar he dodges to the side and his spear tears upwards into your 
side (you lose 5 ENDURANCE points). With a cry of dismay you fall from your horse and 
land heavily upon the blood-sodden ground. As you are climbing to your feet the Drakkar 



strides up to you and strikes you over the head with the shaft of his spear. Unless you are 
wearing some sort of helm you must deduct 2 ENDURANCE points because of the blow. 
 
For the first two rounds of combat you are trying to climb to your feet so unless you are 
fighting with some sort of shield you must deduct 4 from your COMBAT SKILL. 
 

Wounded Drakkar: COMBAT SKILL 19 ENDURANCE 18 
 

If you manage to slay the Drakkar, turn to 160. 
 
223 
Clutching the rope with one hand you wield Soulforge with the other. As the arc of fire 
descends upon you it is suddenly diverted and is absorbed by the bluish blade. Having 
successfully extinguished the current danger you return the sword to its sheath and 
continue climbing the tower. 
 

Turn to 169. 
 
224 
The Giak’s screams are heard as he nose-dives towards the ground below. Shrugging off 
the creature’s death you strengthen your hold on the Kraan’s reins and fight to lose your 
pursuers. It is tough work piloting the Kraan through the smoke-filled air and quite frankly 
the Giak riders are far more skilled at it then you are. Within only a few short moments 
your mount has suffered several cuts due to the enemy Kraan’s teeth and their riders’ 
sharp swords. Suddenly the pursuing Kraan veer off to the side and glance around to see 
what caused them to divert their course. Looking up you see a mounted Zlanbeast 
plummeting straight towards you. You soon recognize the creature upon its back to be 
Drakkarim Death-knight. 
 

If you wish to avoid combat and divert your beast to the ground, turn to 284. 
If you wish to engage in combat with the Death-knight, turn to 37. 

 
225 
With one slam from your body the door caves inward and your fill the doorway, weapon in 
hand. A shiver shoots down your spine as there is a click and then the whoosh sound from 
the releasing of a crossbow quarrel. The quarrel has been shot at point blank range it 
strikes you in the middle of the forehead. You are dead before you fall back into the arms of 
a very surprised Banedon. 
 

Your life and quest end here. 
 
226 
As you continue to blow on the whistle the whining of the wolves’ turns from that of 
annoyance to anger. As soon as you have realized your mistake you are too late and the 
pack leaps forward, desperate to silence the noise. 
 
Within a few short moments you are torn to pieces. 
 

Your life ends here. 
 
227 
After several miles of riding along the main road it twists north. The horse beneath you is 
indeed a strong stallion and you ride hard along the road at a fast pace. It is well before 



nightfall when you decide to rest and consult your map. It seems that you are only a mile or 
so south of the river, Unoram. Consult your map before deciding what action to take. 

 
If you wish to press on to the Unoram Bridge, turn to 148. 
If you wish to wait awhile and allow Cervis to rest, turn to 323. 

 
228 
Placing Soulforge within its sheath you draw your Longbow and loose a shaft at the lone 
archer before he can fire. The shot is a good one and strikes the Drakkar in his left eye, 
dispatching him instantly. However by pausing to use your ranged weapon you have left 
yourself vulnerable. 
 
A Drakkar warrior strikes at your head with his sword and you swiftly parry with your 
Longbow. The wood is snapped in half and the blade continues its descent into your soft, 
vulnerable flesh. The last thing you remember is bloody grass, swaying softly in the 
morning breeze. 
 

Your life ends here. 
 
229 
Long have the Vakeros been known as skilled horsemasters and your skill of Animal 
Kinship combined with these racial traits allow you to sooth the horse’s fright. You mutter 
a soft mantra and steadily place your hand on the beast’s mane. Almost instantly the horse 
stops pawing at the ground with his hooves and allows you to harness him. 
 
“I am your friend, Cervis.” You say in a calm tone,” We shall be great friends you and I.” 
 

Turn to 179. 
 
230 
As the Gourgaz crashes to the grassy ground the Giaks around it freeze in terror. It is only 
now you remember that Giaks are only strong when formed around a centralized leader. If 
the leader falls, havoc ensues. Not only this but Gourgaz secretions are also known to 
heighten bloodlust levels in Giaks. 
 
However this is just a small victory in the face of many defeats. Looking around you can 
see that only about a hundred of the armed civilians are left alive. And they are being 
quickly slaughtered. 
 
“Retreat!” 
 
Captain D’Val’s familiar voice rises over the clangor of battle and the cries of dying men, 
women, and horses. Suddenly the pitiful handful of Sommlending rush back towards the 
city. You are one of the back runners and you can feel the Giaks on your heels. Up ahead 
you see Viveka make it to the gates and help others stumble inside. Beside you Troke 
struggles to keep up, eventually letting his heavy longsword drop in the grass. 
 
Gradually you manage to pull ahead of the others including Troke. The gates are only a few 
meters in front of you now and the Giak arrows passing overhead seem less and less 
dangerous. 
 
Suddenly you hear Troke cry out and you quickly turn around. Troke has been pinned by a 
javelin through his shoulder to the ground. With a bellow of dismay you quickly rush 



towards him. But the Giaks reach him first. One of them reaches down and slits his throat 
with no remorse. Angered beyond reason and apprehension of what is going on around 
you, you cry like a wounded animal. Rushing forward you behead the Giak who killed your 
friend and wheel upon his fellows. 
 

Giak Troupe: COMBAT SKILL 15 ENDURANCE 30 
 

If you win, turn to 91. 
 
231 
Oxygen is ripped from your lungs as you hit the cold waters of the sea head-first. The force 
of the drop causes you to plummet beneath the waves several feet. Struggling against the 
weight of your Backpack you swim upwards and break the surface of the freezing water. 
You gulp in fresh air and quickly latch on to the passing Durenese warship with both 
hands. 
 

If you have a Rope and Grapple and wish to use it, turn to 78. 
If you wish to climb the side of the ship, turn to 346. 
If you wish to call to sailors on board, turn to 139. 

 
232 
As you step out into the fields of Holmgard the gates slowly clamber shut behind you, 
sealing you from the safety of the outer courtyard. The vast army of the Darklord sleeps 
before you, unaware of your presence. You unsheathe Soulforge and wield the blade before 
you in the gray, before-dawn. The sword’s power rushes up your arms and consumes your 
body with more power than you have ever felt before (you gain 10 Experience points). 
 
This power is felt in your speech as your voice pierces the crisp, morning air,” Zagarna, 
show yourself you swine. I call you out. Come and face me!” 
 
The hordes that sleep outside the walls soon arouse and looks of puzzlement are seen on 
their faces as they contemplate this lone warrior with a blue sword standing before them so 
valiantly. 
 

If you wish charge and fight your way to Zagarna’s tent, turn to 338. 
If you wish to continue trying to draw the Darklord out of hiding, turn to 49. 

 
233 
With the swiftness of a cat you draw your bow, notch a fletched arrow, and fire all in one 
swift motion. The Giak drops his toothed sword and falls away from the fallen officer, the 
shaft imbedded deep within his black heart (you gain 1 Prudence point and 1 Valor point). 
Brucee unsteadily climbs to his feet and waves at you. However salvation of his life was not 
meant to be on this day. No sooner has he regained his balance two Giak arrows cut him 
down. One hits the fleshy part of his thigh and the other neatly pierces his neck. With a 
groan he slips on the bloody ground. 
 

Turn to 88. 
 
234 
You raise the Brass Whistle to your lips and blow out a shrill note on it. Suddenly the eyes 
adapt a frantic look to them and the howls turn into whining sounds. It is only now that 
you realize you are dealing with wolves. As you continue to blow on the whistle the wolves 
continue to whine. But soon their eyes look angry and they begin to pace the fire. 



 
If you wish to blow on the whistle louder, turn to 226. 
If you wish to stop blowing on the whistle, turn to 147. 

 
235 
Clenching your fist you catch Qinefer off guard and you land a solid blow on the side of her 
head, sending her to her knees (you gain 5 Valor points and 5 Experience points). Her 
personal guard have just stood watching the skirmish and are stunned to see their leader 
defeated. Qinefer lets out a howl of rage and charges towards you. Her arms wrap 
themselves around your stomach and she slams you to the dirt. It is a work of moment for 
you twist her around and pin her to the ground. 
 
“Yield!” You shout in her face,” Yield or I shall break every bone in your body.” 
 
She glares defiantly at you but then sighs,” I yield.” 
 
You climb off her and dust yourself off. After whipping away a trickle of blood that runs 
down your mouth you turn to one of the knights and ask for a horse. 
 
“Come, Qinefer, I need to have a few words with the king.” 
 

Turn to 275. 
 
236 
“I would be glad of your aid,” you say to Qinefer (you gain 3 Prudence points and 7 
Humility points). 
 
Qinefer just nods and brandishes her swords in earnest. You turn to a guard and order him 
to close the gatehouse behind you. You and the warrioress stride out into the fields of 
Holmgard and the gates slowly close behind you. The armies of Zagarna are fast asleep and 
unaware of your presence. However, Qinefer soon remedies this. 
 
“ZAGARNA!” Her voice pierces the soft, morning air with harsh malevolence. You draw 
Soulforge and brandish it before you with master skill. The hordes of the Darklord rise 
from their slumber at Qinefer’s brash shout and stare aghast at the two armed warriors 
who stand alone before them. 
 
Qinefer moves to attack but you stay her hand. 
 
“Come Zagarna! Let’s finish this once and for all.”  
 
Suddenly the hordes begin to shift and a path appears in between the bodies of the evil 
spawn. The path leads directly to a large, red tent. The tent of Zagarna. Both you and 
Qinefer hold your breath as the tent flaps open. However it is not Zagarna who stands 
before you now. 
 

Turn to 166. 
 
237 
Brucee is so plump that you find yourself wondering if the older man would suffer any loss 
if he were to land, stomach first, upon his sword! Shaking your head despairingly you 
wonder how the soldiers of Sommerlund became so inept. You are not surprised when the 
older man ignores your questioning and settles down in the grass contemptibly and 



smokes some Lanra grass in his pipe. Shrugging your shoulders you also lay down in a 
comfortable bed of grass beneath a small oak treeling. Despite your acute senses and 
appalled reaction to the smell of Lanra you find yourself drift into sleep… 
 

Turn to 110. 
 
238 
As soon as your form fills the doorway there is a click of a crossbow and a wooden quarrel 
hits you full force in the forehead. Your body is thrown back heavily into the unexpecting 
arms of Banedon. Within moments you begin to cough up blood and finally sigh as death 
takes you in its arms. 
 

Your life ends here. 
 
239 
The Drakkar falls to his knees as your weapon pierces the armor on his side. With a groan 
he lifts one hand and begs for mercy. During the fight the Drakkar had his helm dislodged 
and now you can look directly into his eyes. Blood pours from a wound on his face and 
mixes with the mud that has caked itself around his head. His plead seems sincere however 
the deaths of the two Sommlending marines is still fresh in your mind. 
 

If you wish to kill the Drakkar, turn to 279. 
If you wish to spare him turn, to 193. 

 
240 
The Kai’s head slumps forward and rests on your chest. You hold the young man’s face to 
your breast for a few moments before laying the body on the floor, his face towards the 
ceiling of the antechamber. You close his eyes with the palm of your hand and place his 
arms in a cross position across his chest. The clasp on his brooch is difficult but you finally 
remove it and place it upon his breast. Than you cover his body as best as you can with the 
silver cloak. If you wish you may take the dead Kai’s Longsword as he will no longer need 
it. 
 

If you wish to leave the monastery grounds now, turn to 212. 
Or you can continue to search the monastery. Turn to 69. 

 



Part 2: The Forge 
 
241 
That night you rest peacefully and thankfully your sleep is not interrupted by horrible 
nightmares. You wake and take a hot bath, instantly feeling refreshed (restore 5 
ENDURANCE points and 2 WILLPOWER points). You return to the Chamber of State 
where Ulnar personally hands you a King’s Note. Mark the King’s Note under your Action 
Chart as a Special Item. You fold the letter in half and place it in your robe pocket. 
 
A baron friend of Ulnar greets you outside the chamber doors and hands you a leather 
pouch. With a wink he strides away, returning to the barracks. Inside the pouch are the 
following. 
 

Potion of Laumspur (+4 ENDURANCE, 1 dose) 
Arcane Potion (Restores 6 WILLPOWER when swallowed) 
3 Gold Crowns 
Dagger 
Book of Forging 

 
You may take any of the items before leaving the Chamber of State and making your way to 
the stables (you must eat a Meal here or lose 3 ENDURANCE points). 
 

Turn to 319. 
 
242 
As the midday sun beats down on the Darklord’s army they raise their heads to see the 
main gates of Holmgard open. You feel yourself forced to move forward as the army of 
militia rushes out into the fields. Giak arrows hit the forerunners and they fall to be 
trampled by those behind. A second volley hits the militia army and more armed civilians 
fall with arrows sticking from arms, legs and heads. A man with an apron and a butcher’s 
cleaver is running beside you screaming his lungs out. An arrow strikes him in the groin 
and he falls to his knees with a high-pitched scream. A second arrow fills his mouth, 
sending him to his maker. 
 
There are few soldiers upon the field under D’Val’s command and the recruits are poorly 
armed and poorly experienced. The civilian army hits the Giak forces and falls away like a 
raindrop upon a house. Troke was right; it wasn’t going to be a battle. It was going to be a 
slaughter. Silently you wish that you weren’t apart of this insane madness. 
 
Your first swing decapitates a luckless Giak and you quickly find yourself drawn into the 
battle. Two Giaks try and circle you to come at you from different sides. 
 

Giak 1: COMBAT SKILL 11 ENDURANCE 18 
 
Giak 2: COMBAT SKILL 12 ENDURANCE 16 

 
If you win, turn to 129. 

 
243 
The man falls dead you and you inspect his body closely. He is indeed Vakeros, his dark 
skin betrays this fact. However he is no Magi. He was probably a soldier, a member of the 
army who deserted and fled north. You search his person and his dwelling for any times 
that may come of any use to you. 



 
Blue-steel Sword (Adds 1 to your COMBAT SKILL when used in combat) 
2 Gold Crowns 
Enough food for 2 Meals 
Warhammer 
Crossbow (empty) 

 
If you wish to make a more thorough search, turn to 63. 
If you are content leave the dwelling and return to Toran. Turn to 92. 

 
244 
The last reserves of Willpower sap from your system and have no strength left to even 
possibly survive the fall. Your bones break upon the fields of Holmgard and your soul 
ascends to the next world… 
 

Your life ends here. 
 
245 
At the expense of 3 WILLPOWER points you free one of your hands from the rope and 
create a ball of electrical energy. You can feel lances of energy pulsing around your 
outstretched hand as the ball grows larger. Despite its danger you face the presence of the 
quarrel of fire descending upon you without fear. At the last possible second you hurl the 
magical quarrel of electricity upwards. There is a clash of sparks as your attack totally 
consumes that of the figure within the tower (you gain 2 Experience points). As the 
remains of your attack dematerialize you continue your ascent of the tower. 
 

Turn to 169. 
 
246 
Clearing your mind you send a mental picture to the Kraan of it putting you safely upon the 
ground. To your surprise the effect is working on the creature. However, no sooner than 
the Kraan has begun to drift lazily back towards the ground a Sommlending arrow pierces 
its neck. With a screech its claws let go of your backpack and you find yourself plummeting 
towards the ground. 
 

Turn to 5. 
 
247 
Inside the cupboard are the following items (you gain 5 Determination points). You judge 
that the old Vakeros, Franck, most likely possessed these items when he was a soldier. 
When he abandoned his officer he stowed these items away so that nobody could connect 
him to be a deserter. You may take whatever you wish. 
 

Short Sword 
Sheath (contains 4 Crossbow quarrels) 
8 Gold Crowns 
Vakeros Longshield (Adds 3 to your Combat Skill when used in combat) 
Potion of Alether (increases COMBAT SKILL by 2 for the duration of one combat) 
Dry Rations (Count as Meals, there is enough here for 2 Meals) 

 
As soon as you are done you close the cupboard door and leave the hut. 
 

Turn to 92. 



 
248 
To your surprise you find that Falka is even younger then you believed him to be, barely 
thirteen years old. To small to wear chainmail or carry a sword his only armor is a stiff, 
metal cap and his only weapons a worn down short sword and a dagger which he has 
thrust in his boot. He shrugs at your inquiries at how he was able to join the army at such a 
young age. 
 
“Ia joned the militha forthes,” says the boy with difficulty. It is now you see where a sword 
has recently pierced the boy’s cheek,” they thigned me up for the army.” 
 
With support that you don’t feel you pat the boy heartily on the back,” don’t worry, we are 
going to be fine.” 
 
With that you lay back and let your eyelids droop (for talking with the boy you gain 2 
Compassion points and 2 Humility points). 
 

Turn to 110. 
 
249 
Freeing the sword from its scabbard you wield it in front of the four magicians in the most 
non-threatening way you can manage. 
 
“This sword is made from the steel of my people and its powers are great. However it is not 
great enough to slay the stronger minions of the Darklord. If you allow me a few select 
materials and the use of the Forge of Toran I can transform this sword into a weapon 
powerful enough to even contend with a Darklord.” 
 
Banedon nods his head,” I have read of this. The Magi weapon-making process is a legend 
in the north. From what I have heard this procedure is very draining, and can even kill the 
forger.” 
 
Nodding your head you return the weapon to its scabbard,” that is a risk I am willing to 
take. Too many of my friends have died in the fight for the Lastlands. I will not allow any 
more of them to die.” 
 
“Fair enough,” says Banedon as he gestures towards the city.” For now let us rest and come 
morn I shall aid you in your quest. 
 

Turn to 131. 
 
250 
The last Drakkar falls (you gain 6 Valor points) and you wipe your bloodied weapon on 
your cloak. You make a quick search of their bodies and find 2 Swords, a Dagger, a Short 
Sword, enough food for 1 Meal, and a Brass Ring. The Brass Ring is a Special Item and is 
worn on your finger. 
 

Turn to 134. 
 
251 
With tears in your eyes you slowly nod your head and take up a discarded dagger in both 
hands. It is with great difficulty that you force yourself to lift the blade and turn its point on 



the fallen Kai. Upon seeing your disinclination the Kai speaks again,” Do it. I am dying, let 
me die with honor.” 
 
Slowly you inch the blade forward and place it upon the neck of the Kai and close your eyes 
as salty tears spring unbidden from their ducts. With a twist of the blade you end the fallen 
warrior’s suffering (you gain 5 Honor points). 
 

Turn to 240. 
 
252 
As the Drakkar falls beneath your blows the Sommlending on the walls turn their attention 
to the onslaught and fire their bows into the ranks before you. A dozen marines rush down 
the marble stairs and with a cry you launch yourselves upon the tide of spawn together. 
 

Turn to 7. 
 
253 
“Come, Lone Wolf.” 
 
Side by side you and Lone Wolf race across the corpse-littered deck of the death-hulk 
flagship. Without warning two Drakkarim warriors emerge from a wooden doorway 
brandishing their weapons. The two Drakkarim split; one begins to circle you, the other, 
Lone Wolf. You must fight the Drakkar to the death. 
 

Drakkar: COMBAT SKILL 17 ENDURANCE 25 
 

If you win the combat in 3 rounds or less, turn to 111. 
If you the combat reaches a 4th round do not continue. Turn to 29. 

 
254 
The Drakkar lieutenant falters beneath your blows and with a twirl of your weapon you 
bring it down upon his head, splitting his skull (you gain 10 Valor points). The Drakkar 
collapses upon the street and you wheel around to see that the rest of the onslaught have 
been dispatched by Qinefer and her riders. 
 
Qinefer gets off of her horse and walks over to you. She nods her approval,” not bad. You 
aren’t half-bad a warrior I suppose. However it took you long enough to kill the brute.” 
 
“Don’t insult me, you Cloeasian half-breed.” You spit at her feet. 
 

Turn to 178. 
 
255 
You and Qinefer put your backs against each other and face the pressing hordes together. 
You know that you cannot last long against the foe but suddenly your eyes peer out 
towards the gray before-dawn. If you can hold off the enemy for just a few more minutes 
Lone Wolf’s plan will go into effect and the hordes will be plunged into chaos and 
confusion. Due to Qinefer’s aid you may add 10 to your COMBAT SKILL for this battle. 
 

Darkland Battalion: COMBAT SKILL 25 ENDURANCE 200 
 

If you manage to survive for 8 rounds of combat, turn to 350. 
 



256 
A few miles later darkness begins to approach and you quickly consult your map as long as 
you have light left. A quick estimate of your position leads you to believe that you are about 
ten miles away from reaching the village of Tyso. Deciding that it would be best to rest here 
you light a small fire and curl up beside it. A few meters away Cervis paws the ground 
nervously and neighs softly. Clutching your weapon tightly to your chest you reluctantly 
allow your eyes to close. 
 
The next morning you awake quite refreshed and ready to continue your journal with 
renewed vigor (you must eat a Meal here or lose 3 ENDURANCE points). Though it is 
raining quite heavily you decide against letting the weather dampen your mood and 
despite the dark nature of your mission you gallop towards Tyso with a smile on your face 
and a whistled tune at your lips. Twice you must hide beneath the foliage in order to escape 
the watchful eyes of passing Kraan. Within the hour you have reached the village of Tyso. It 
lies at the bottom of a valley and you are on top of a ridge that overlooks the town. The 
valley offers no protection from any watchful eyes in the sky and you can see small pillars 
of smoke spiraling skyward from the various buildings. 
 

If you wish to approach the village, turn to 194. 
If you wish to avoid the village, skirt around the valley while staying in the woods, 
and ride north towards Toran, turn to 336. 

 
257 
As you fight your way along the street you realize that losing the pursuing thugs is going to 
take more than just luck. 
 

If you have the skill of Trailmanship and wish to use it, turn to 15. 
If you have the skill of Shadowskill and wish to use it, turn to 334. 
If you do not have either of these skills, turn to 118. 

 
258 
During the night you suddenly wake with fever wracking your body. You pull your cloak 
tighter around your body and crawl as close to the fire as you dare without getting burned. 
The fight with the storgh combined with the severe cold of the river you fell into has caused 
you to become sick. Throughout the night you wretch several times and by the time the 
fever breaks near morning you have lost 5 ENDURANCE points due to the effects sickness 
and the loss of sleep. 
 

If you are still alive, turn to 114. 
 
259 
Quickly you turn and launch yourself through the doorway and into the gatehouse. It is 
dark within the room and it takes you a moment to find the lever that opens and closes the 
gate. With a heave you thrust the lever upwards and the gate slowly begins to creep shut. 
The six marines outside are having a very hard time fighting off the spawn that have 
managed to get inside. Other Sommlending fighters are trying to descend the marble stairs 
to help but they are cut off by the evil creatures. 
 

If you wish to charge outside into the fray, turn to 134. 
If you wish wait for the enemy to come to you, turn to 93. 

 
260 
At the cost of 2 WILLPOWER points you sense that a pack of Doomwolves are traveling 



towards the intersection along the left path. Anxious to avoid these foul creatures at any 
cost you quickly turn down the right path. Soon the woods become dense and you 
dismount Cervis and hack through the woods with your weapon. 
 

Turn to 347. 
 
261 
The Storgh releases its grip on your right leg as you flay the creature alive (you gain 2 Valor 
points and 2 Determination points). With a sharp hiss it retreats into the deeper part of the 
river, defeated. Breathing heavily you drag yourself up onto the northern bank of the river 
and quickly set up camp. Before you allow your eyes to finally flutter shut you tie Cervis to 
a nearby tree and grasp your weapon close to your breast. 
 

Turn to 164. 
 
262 
As you force the cellar door open (you gain 1 Prudence point) the smell of rich wine, moldy 
cheese, and musty fruit hits you like a ton of bricks. Using your cloak to guard your nose 
from the smell you descend into the cellar and close the door behind you. You find a small 
corner in the dark and listen intently as the thugs enter the household. After a few 
moments of searching they give up and you hear their footsteps fade away. You wait a few 
more moments and then burst from the cellar, gulping in fresh air. Due to the powerful 
aroma of the unkempt contents in the cellar you have lost 2 ENDURANCE points. Within a 
few moments the smell no longer plagues your nostrils and nausea is lifted from your 
senses. 
 
You take a few moments to regain your strength and then with caution you leave the house 
by its rear door and make your way south towards the gates. It only takes a few more 
minutes for you to find the road that leads to the gates. 
 

Turn to 142. 
 
263 
Suddenly the young rider cries out in dismay and begins to scream orders to the other 
three riders. 
 
“His cloak, it is that of a Kai! All the Kai are dead save one and this is not he. This must be 
another Helghast, kill it!” 
 
Panic wells up in you and you raise your hands in desperate friendship and you pray a 
quick mantra for the gods. Before you can explain yourself four staves are leveled at your 
chest and the blasts that ensue tear apart your body. 
 

Your life ends here outside Toran. 
 
264 
The thugs descend upon you with glee and you twist the side. You bring up your fist and 
the first thug goes down hard, sporting at least a few broken teeth. However there are still 
several of the men left and it will take more than a few lucky punches in order to survive 
against the well-armed men. 
 

If you possess the Magi Discipline of Unarmed Combatry, turn to 141. 
If you do not possess this skill, turn to 62. 



 
265 
As the Zlanbeast bears down upon your mount you draw the crossbow from beneath your 
cloak and steady it as much as possible (you gain 1 Valor point). You must pick a number 
from the Random Number Table. Remember that if you possess Penetrate you may add 1 
to this number at the expense of 1 WILLPOWER point. If you possess Armsmastery in 
Crossbows you may add 2. 
 

If your number is between 0 and 6, turn to 14. 
If your number is 7 or higher than, turn to 60. 

 
266 
As you plummet downwards you turn and face the ground. The massive deck of the 
Durenese flagship is before you and you brace for impact. As soon as you hid the deck with 
a thud you quickly roll forward, to avoid most of the impact. Unfortunately you do suffer a 
few scrapes from the landing (deduct 1 ENDURANCE point). 
 

Turn to 282. 
 
267 
A large, cloaked form rises in front of you and its mere presence fills you with mortal 
terror. Standing at just under eight feet tall the creature is a sight to behold…and to strike 
fear into one’s soul. No flesh can be seen save the creature’s clawed hands; the loose, dark 
robes cover its entire body. A large hood covers the creature’s face and all that can be seen 
within the complete void within are two fiery ember eyes. 
 
In each clawed hand is a large battle-axe, writhed in black flame. The creature opens its 
mouth and the smell of sulfur consumes the air about you. The creature speaks and you 
recognize the chilling words to be the language of the Dark Tongue. As if forgetting itself 
the creature quickly switches its words to Sommlending. 
 
”My name is Argaa-Aruith, lieutenant of Darklord Zagarna,” his words are venom upon 
your ears.” His supreme darkness is not impressed by you, lone magician. If your death is 
what you seek, I shall aid you in your quest!” 
 
If you have within your possession a Helghast Dagger you may add 2 to your COMBAT 
SKILL for this combat. The dagger is a Darkland weapon and as such inflicts extra damage 
against the spawn that are bred within its dark cities. The creature is a member of the 
undead and Soulforge deals double damage upon it. 
 

Argaa-Aruith: COMBAT SKILL 27 ENDURANCE 40 
 

If you manage to defeat the creature (gain 5 Valor points and 10 Experience points, 
turn to 17. 

 
268 
The red-bearded man falls to your feet mortally wounded. His consorts are already dead or 
dying around you (you gain 7 Valor points and 3 Determination points for not evading). A 
quick search of their bodies reveals several useful items. Two swords and an axe have been 
broken during the fight and rendered useless so you discard them from the pile of 
belongings. 



Sword 
Warhammer 
Brass Whistle (Special Item, worn around neck) 
2 Daggers 
Enough food for 1 Meal 
Decanter of Wine 
Short Sword 
Rope 
4 Gold Crowns 

 
You may take whatever you wish. Before you leave the building you drag the bodies into 
the house and shove them in the larder. Though the fight was not your fault you would 
prefer to avoid any other accusations and fights.  
 

As soon as you are satisfied that the bodies will not be found anytime soon you may 
leave the house by the back door and make your way south towards the main gates. 
Turn to 142. 
 
Or you may search the house for valuables. Turn to 333. 

 
269 
It is now that for the first time you hear the chilling voice of Darklord Zagarna himself. 
 
“TAKE HIM!” 
 
The very fibers of the large red tent shake as the Darklord angrily commands his forces to 
attack. Standing alone before the forces of darkness you find yourself hard pressed and you 
know that you cannot survive for long. 
 

If you wish to dive inside the tent of Zagarna, turn to 283. 
If you wish to try and fight your way back to the city gates, turn to 144. 
If you wish to hold your ground, turn to 318. 

 
270 
Leaving the Unoram Bridge far behind you ride northwards, towards the distant guild city 
of Toran. The weather is fair on this day and the road is cleared of any merchants and 
travelers. In fact you do not spot a soul for the next thirty miles. You stop and rest when 
darkness falls and continue on in the morning. This morning it has begun to rain heavily 
across the Sommlending landscape and you find yourself tightening the strap on your Magi 
hood in order to keep the water from your face. 
 
Because of the lack of the sun you cannot tell but you guess that it is about noon when you 
come to a crossroads in the highway (you must eat a Meal here or suffer the loss of 3 
ENDURANCE points). A crosstree sign has been set up and points north, south, east, and 
west. The north stake has the letters TORAN printed upon it. The south stake points down 
the highway from which you came and writ upon it is the word, HOLMGARD. On the east 
stake are the words VILLAGE OF TYSO and on the west stake KAI MONASTERY. 
 

If you wish to stay on the road leading north, towards Toran, turn to 171. 
If you wish to take the left path towards the Kai Monastery, turn to 300. 
If you wish to turn east towards Tyso, turn to 97. 



271 
As the quarrels of unholy fire soar towards you they suddenly divert course and are 
absorbed into the blade of Soulforge. It is now that you remember that one of the blade’s 
magical properties is the ability to absorb magic. You make a mental note to not forget this 
useful fact again. 
 

Turn to 296. 
 
272 
The Kraan immediately responds as you yank back on the reins with all of the strength you 
can muster. The Giak immediate loses its balance and is thrown forward. However you did 
not think far enough ahead to realize that this would cause the Giak to pummel straight 
into you. The now airborne Giak hits you square in the back and you are jerked from the 
saddle. 
 

If you are a Steward or a Paladin, turn to 167. 
 
Otherwise you must pick a number from the Random Number Table. 
 

If your number is between 0 and 4, turn to 48. 
If your number is between 5 and 9, turn to 132. 

 
273 
“Come out Zagarna!” you shout.” What? Are you afraid that even you shall perish upon my 
blade?” 
 
Zagarna’s voice booms out over the land,” NO BLADE CAN SLAY ME!” 
 
Looking east you see that the sun is about to rise and a soft smile tugs at your lips. You turn 
back towards Zagarna’s tent. 
 
“Your reign of terror has come to an end.” 
 

Turn to 350. 
 
274 
Raising the hammer one more time you strike the sword that lies upon the massive anvil 
and let it drop to the floor. The hammer clatters on the clay tile and you stagger back from 
the forge. Despite your strenuous ordeal you find the strength to speak only a few words to 
Banedon. 
 
“Open the door!” 
 
The doors of the forge are cast open and light from the torches of the Dwarven tunnels fills 
the room up. Banedon throws himself upon a lever and slowly dies down the fires of the 
forge. For two days you and Banedon lie upon the floor of the forge sleeping with lack of 
inhibition. Upon awakening you see the face of the dwarf, Kali looking down upon you with 
interest. He whistles,” Two weeks down here lad, I did not know one could survive so 
long.” 
 
A thought wrenches you from your sleep,” pray tell, master dwarf! What is the date?” 
 
Kali tells you and you realize that you are almost out of time. You have only seven days to 
return to Holmgard or all is lost. 



 
“I must leave now!” 
 
Banedon is now awakened and he quickly grabs your arm in protest,” No Alasi, Now we 
must return to the guild and rest. I have an airship that will take you to Holmgard in a 
matter of hours.” 
 
Nodding your head gravely you turn your head to the finished sword. With a revered stride 
you approach the weapon sitting on the anvil. Within your mind it is as if the sword speaks 
to you; begging you to pick it up. The weapon is a two-bladed sword, easily held in one 
hand. The blade is as light and flexible as copper yet as strong as dragon scales. The blade’s 
color is the blue-steel which is familiar to you and to your countrymen. It is a true Dessi 
weapon. You pick up the weapon and begin to move it in slow circles about your head. The 
weapon is so sharp that when you swish it about your head it is as if the blade cuts the 
atoms within the very air about you. 
 
You are satisfied. But now to determine the magical effects of the weapon. The weapon has 
a base COMBAT SKILL bonus of +4. If you added strains of Mithril (the number of rods 
makes no difference) to the outer part of the blade during forging then the base COMBAT 
SKILL bonus is +5 and you have a base WILLPOWER bonus of +1. You sense that the 
weapon turned out greater than you hoped for; for not only can it damage Zagarna’s 
agents, the undead, but it is especially powerful against such creatures. The weapon will 
cause you to inflict double damage when fighting with an undead creature. 
 

If you created the weapon with Adamantite than you also have a +3 WILLPOWER 
bonus. 

If you created the weapon with Bronin than you also have a +2 WILLPOWER bonus. 
If you created the weapon with Fire-steel than you also have an additional +2 bonus 

which you may use towards WILLPOWER, ENDURANCE, or COMBAT SKILL. 
If you created the weapon with Durenese steel than you have an additional +1 to your 

COMBAT SKILL. 
If you created the weapon with Sommlending steel than there are no additional 

bonuses. 
 
(Note: ENDURANCE and WILLPOWER bonuses are in effect as long as you have the 
sword in your possession.) 
 
Banedon approaches you as you lower the blade,” a sword must have a name.” 
 
The blade once again speaks to your mind and it is now that you realize that this sword is 
you. It is your every own soulstuff that gives this weapon its magical properties. Your mind 
and the mind of the sword are the same. 
 
“Soulforge.” You say with confidence.” The sword is named Soulforge.” 
 
Banedon wraps the blade in leather clothe and you tie the weapon over your shoulder, 
letting it rest between your Backpack and your back. Soulforge counts as a Special Item. 
Make sure to mark this on your Action Chart as well as its properties. 
 

Turn to 117. 
 
275 
As you enter the Chamber of State the King’s personal advisor ushers you and Qinefer 



aside. Both of you receive hasty, medical treatment (you may restore 8 ENDURANCE 
points and 4 WILLPOWER points) before you are ushered to the king. Ulnar listens to 
your tale of the breaching of the South Gate with great despair and a look of moodiness,” I 
fear that I estimated poorly and the city will not survive another thirty days. If the Kai does 
not return soon it shall fall.” 
 

If you have a Blue-steel Sword, turn to 73. 
If you do not possess this Special Item, turn to 50. 

 
276 
As soon as you leap up onto the supply cart an arrow snakes out from the enemy horde and 
pierces your shoulder. With a cry you fall backwards off the cart and into the waiting arms 
of Drakkarim warrior. Despite your desperate plea for mercy you are instantly cut down. 
 

Your life ends here. 
 
277 
During the night you are waked by a rustling of leaves. Leaping to your feet, weapon in 
front of you, you find yourself facing a large constricting serpent called a Nourg. The 
creature’s body is as twice as thick as your arm and its red and orange scales make 
identifying unmistakable. The Nourgi serpents are native to these parts and thankfully 
have no poisonous or even dangerous bite. However they are known for stealing babes in 
the middle of the night and squeezing them to death with the powerful coils of their bodies. 
There are three of these creatures and you must fight them to the death.  
 
Unless you have a Torch and wish to light it with the flames from your fire you must deduct 
3 from your COMBAT SKILL for the duration of this combat due to the lack of light. If you 
possess the Magi Discipline of Animal Kinship you may add 1 to your COMBAT SKILL for 
this combat only.  
 
If you possess a Wyrmbane Bracelet you may add 2 to your COMBAT SKILL for this 
combat only. The Wyrmbane Bracelet is a charmed artifact which emits a scent, distracting 
any snake or serpent which the wearer may encounter (mark the affects of this item on 
your Action Chart). 
 

Nourgi Serpents: COMBAT SKILL 18 ENDURANCE 12 
 
If you kill the serpents you quickly dispose of their bodies and settle back to sleep; your 
weapon held close to your chest. 
 

Turn to 330. 
 
278 
Raising your hand in turn you shout back,” hail riders. I am a warrior magician of Dessi, 
seeking your aid.” 
 
“My name as Banedon,” says the youngest of the four. 
 
The rider on Banedon’s left is a tall, towering female with jet black hair that descends to 
her knees and she looks upon you with mistrust. The riders stop their horses a few meters 
in front of you and they look you over.  
 
The rider on Banedon’s far right is a modest-looking man who shakes his head in 
disbelief,” impossible, no Magi has been scene this far north in over a score years.” 



The female rider snorts contemptibly,” The ‘Magi’ are content to hide in their mountain 
fortresses and leave the rest of the world to its fate. How many times have our elders sent 
for their aid when beset by the Darklords? Even now when the Lastlands stand upon the 
brink of destruction they cower.” 
 
She says the word ‘Magi’ as if it were a curse word and it enflames you into anger. Your 
hand rests on your weapon but the one named Banedon begs you to release your grip. 
 
“It is true…he must be a Magi. The King sent word of a tan-skinned magician traveling to 
Toran but I did not expect it to be true. Still, proof is needed.” 
 

If you have a King’s Note, turn to 43. 
If you do not have this item, turn to 197. 

 
279 
Leaning down you grasp the hilt of the fallen broadsword in your hand and with a grunt 
you swipe the head from the Drakkar (you lose 5 Compassion points and gain 2 Prudence 
points and 2 Valor points). His fallen body crumples and collapses in the bloodied grass. 
The broadsword slips from your grasp and you crumple to the ground yourself. It is with 
great strain that you crawl through the dirt towards the gates. The wounds of this battle 
have begun to take a toll on your mind and body. Blood seeps from several wounds 
scattered across your body and your arm has become stiff and sore. As the last of the 
Sommlending marines back towards the gates still fighting, you manage to crawl to your 
feet and stumble through the open gates before the rest of your strength leaves your body. 
 
Darkness takes you… 
 

Turn to 24. 
 
280 
Unfortunately you misjudge the leap and your head strikes the rail of the ship. Shaking the 
surprise from your head you turn your attention back upon the tower. However you have 
given the being within the tower all the time he needs to send a second quarrel of fire in 
your direction. With a cry you are consumed in unholy flames and within seconds there is 
nothing left of your body but ash. 
 

Your life ends here. 
 
281 
Traveling along the right track is slow and arduous as potholes factually litter the track and 
reduce progress. About a mile down this path there is a loud roar and you are suddenly 
thrown from your horse by a large, furry paw. You hit the ground with a load thump and 
you find yourself on your back helpless. 
 
Looking up you find yourself staring into the emotionless, black eyes of a massive black 
bear. The creature rears up onto its back legs and lets out a loud growl towards the sky. Its 
paws are massive and its claws long enough to fray apart your body within moments. 
 

Black Bear (Maternal Frenzy): COMBAT SKILL 23 ENDURANCE 15 
 

If you manage to kill the beast, turn to 122. 
 
282 
As you struggle to your feet the crew of the Durenese liner crowd around you, their eyes 



filled with curiosity. As soon as you are standing you wave to Banedon aboard the Skyrider 
as the massive airship heads south towards Holmgard. 
 
A figure clad in green pushes through the crowd of sailors that now surrounds you and 
clasps you on the back heartily. As soon as you recognize this person you smile from ear to 
ear. 
 
“Hail Lone Wolf,” you say with a slight bow,” how goes your quest?” 
 
The Kai Lord pats the scabbard at his side proudly,” the Sommerswerd is mine and I am 
prepared to fulfill my destiny.” 
 
With pride yourself you draw Soulforge from its make-shift sheath and wield it before you 
with expertise,” I myself have found a new friend as well. And I have a feeling she shall 
become useful in the battle to come.” 
 
All around you soldiers run to the bow of the ship, prepared to repel boarders. A man of 
obvious military fashion stands to the right of Lone Wolf. He draws his sword and nods his 
head at you approvingly. 
 
“Welcome to the Durenor, Alasi. Lone Wolf has told me much about you. You shall be 
welcome in the battle to come, young one.” Says the older man.” My name is Lord Axim. 
This is Admiral Calfen.” 
 
The admiral is definitely older than Axim and has a military swagger about him. He also 
nods at you before turning to his soldiers.” Bring up the ballista! Archers; formation two on 
the aft deck. Everyone else prepare to cut grapples!” 
 
Suddenly through the fog the death-hulks appear and every soul on the Durenese ship is 
filled with imminent doom. The moral drops instantly and Calfen has to yell at the top of 
his lungs to get his men moving. As the death-hunks come closer you hear Axim gasp in 
shock. 
 
“Thousands, there are thousands of them.” 
 
He is talking about the zombies that are aboard each massive hulk. All of these ships have 
been raised from their watery graves and their original crews manned them. 
 
A loud wail rises into the air as the crew of the Durenor shudder at the thought of fighting 
the undead. But you are not looking at the death-hulks anymore. It just hit you who Lord 
Axim was and suddenly your mind flashes back. 
 
“Who exactly are you?” you remember asking as you turned the coals of the campfire. 
You remember Viveka hesitating; as if any talk of her family discomforted her. She 
sighed and looked as if she would get up and leave but then thought better of it. 
 
“I am Viveka, daughter of Lord Axim of Ryme…” 
 
Viveka sees you at almost the same moment you see her. She is standing next to her father, 
her sword drawn and ready. A dagger is clutched in her teeth but she almost drops it as she 
sees you. Your first impulse is to run over and embrace her but you know that it isn’t the 
time. The lead death-hulk, brandishing a large battering ram, skims across the gray waters 
towards the Durenor. 
 

Turn to 207. 



283 
As you force back the flaps of the red tent and step inside you are rooted to the spot with 
unfathomable terror. The large lizard-like creature before you is so immensely evil that just 
looking upon him has sealed your doom. Blood pours from your ears, eyes, and your 
mouth as you collapse to your knees. You mumble meaningless words that are barely 
audible and within moments you sink down on your face. 
 
The sight of the Darklord has driven you mad and within a few moments there is no life 
within your hollow body. 
 

Your life ends here. 
 
284 
The Kraan obeys your command to take you lower and towards the ground. As soon as it is 
low enough you leap from its back and hit the ground rolling. As you rise to your feet you 
see that you have landed only a few dozen meters from the gates of Holmgard and are at 
the front of the Sommlending lines. You cry out encouragement to those under your 
command and the remaining Sommlending cut through the spawn hordes like a knife 
through cheese. As you near the gate an armored man in black steps out in front of you and 
with two swipes of his broadsword cleaves two Sommlending marines in two. He turns and 
faces you, holding his massive weapon out in front of him. You cannot evade this warrior 
and must fight him to the death. 
 

Drakkar Swordsman: COMBAT SKILL 20 ENDURANCE 21 
 

If you manage to defeat the Drakkar, turn to 239. 
 
285 
There is a loud cry that fills the air as Argaa-Aruith, lieutenant of Darklord Zagarna 
collapses on the grassy fields of Holmgard. Stepping forward you flip back the hood of the 
creature to reveal your foe’s face. 
 
Stepping back, you let loose a muffled scream. The creature before you is not a creature of 
this world but some abomination from within the pits of Helgedad itself. Argaa-Aruith has 
a face that resembles a Helghast only the creature has been severely mutated and 
mutilated. Qinefer stands aghast as you raise Soulforge and deliver the final blow. 
 
Examining the body you see that both of Argaa-Aruith’s axes were badly damaged in the 
fight by Qinefer’s blows and cannot be used. Within moments the body disintegrates into 
dust. 
 
It is now that for the first time you hear the chilling voice of Darklord Zagarna himself. 
 
“TAKE THEM!” 
 
The very fibers of the large red tent shake as the Darklord angrily commands his forces to 
attack. Suddenly and Qinefer find yourselves hard pressed by Drakkarim and Giak forces. 
 

If you wish to try and fight your way back to the city gates, turn to 21. 
If you wish to fight back to back with Qinefer right where you are, turn to 255. 
If you wish to try and fight your way to Zagarna’s tent, turn to 306. 

 



286 
Holding the Crossbow in one hand you pull back the drawstring and set a fresh quarrel in 
the groove hollowed out on the top of the Crossbow. Using great care you slowly let go of 
the string, effectively reloading the weapon. You hold the weapon out in front of you as you 
peer at the corpse of the Kraan and you begin to suspect that the pair of Giaks died in the 
crash. However all such assumptions are demolished as the two Giaks climb out from 
behind the corpse, badly shaken from the impact. 
 
The Giaks soon take sight of you and they draw their weapons. You fire the Crossbow and 
the first Giak is thrown back by the force. The creature lets his sword slip from his fingers 
as he stares down at the quarrel that has pierced his neck to a tree (you gain 2 more 
Prudence points). The second Giak lets out a howl of rage and attacks you. 
 
Due to the fact that you must put away your Crossbow and draw a melee weapon deduct 6 
from your COMBAT SKILL for the first two rounds of combat. 
 

Giak Raider: COMBAT SKILL 14  ENDURANCE 16 
 

If you win, turn to 14. 
 
287 
To your satisfaction there is a slight click as you force the dagger’s blade to the right and 
the padlock springs open. Allowing yourself a short yell of glee you quickly remove the 
padlock and let the doors of the cupboard spring wide. Both you and Banedon peer 
dubiously into the contents of the cupboard. 
 

Turn to 247. 
 
288 
Though your search is extremely thorough you do not reveal any more items within the 
dwelling. Abandoning your fruitless search you return the street outside. 
 

Turn to 142. 
 
289 
With revered silence for the dead you slowly ascend the main, spiraling staircase that leads 
up the Tower of the Sun. Many of the Kai had made their last stand on these steps and the 
only knowledge that gives you heart is that there are far more dead Giaks and Drakkar than 
there are Sommlending. The Darklords spared not a soul. Even the women, children, 
servants, cooks, everyone died. At last you ascend into the orange glow of the sunset and 
the fresh air shrugs off the cling of death from around your mind. A slight wind picks up 
and you breathe deep, trying to cleanse your mind of the horrors you have just seen. 
 
Before you is an intricate tabernacle, cut from marble and inlaid with veins of gold, silver, 
and golden-green bronze. The only marking upon the pedestal is a small groove cut into 
the stone, upon its highest point. 
 

If you have a Sigil of Kai, turn to 74. 
If you do not have this Special Item you are satisfied that there is nothing of value in 
the tower and you leave the monastery grounds. Turn to 212. 

 
290 
The tracks of Doomwolves can be seen intermingling with those of the Drakkar and Giaks 



that make up Zagarna’s armies. You make a mental note to keep an eye out for signs of 
these vicious wolves as you travel onwards to Toran. The Doomwolves are a malevolent 
breed and are renowned for their profound hunting abilities when formed in packs (you 
gain 3 Knowledge points). 
 

Turn to 336. 
 
291 
Unfortunately for you the thugs have already reached the top of the stairs and when you 
turn around you are caught off guard. You are thrown to the floor and a sword’s point 
pierces your shoulder, effectively pinning you to the floorboards. The thugs decide to take 
their time and it isn’t until two hours later your last breath escapes your lips.  
 

Your life ends here in Holmgard. 
 
292 
Your hand grasps your weapon and you roll forward, evading the sword stroke of the 
closest thug. Caught off guard by your nimbleness the first two thugs fall to your quick and 
steady blows from your weapons. The remaining thugs surround you and you must fight 
them as one enemy. 
 

City Thugs: COMBAT SKILL 16 ENDURANCE 25 
 

If you win the combat (you gain 1 Valor point), turn to 324. 
 
293 
After some thought you decide to sleep on the south bank of the river and save crossing the 
bridge until morning (you gain 1 Prudence point). It is the work of moments to create a 
makeshift shelter, tie off Cervis to a nearby tree, and settle down in a bed of pine needles. 
You clutch your weapon to your breast and finally allow your eyes to close. 
 
Pick a number from the Random Number Table. 
 

If your number is 4 turn to 326. 
If your number is 0-3 turn to 90. 
If your number is 5-9 turn to 203. 

 
294 
As soon as the harsh notes of the Hunting Horn hit the air the creatures within the woods 
disperse. They obviously recognize the hunting call of the Durenese huntsman and 
northland rangers. Confident that your sleep will become unbothered you settle back down 
to sleep. 
 

Turn to 90. 
 
295 
As you scramble through the tight window you find that your equipment is far too bulky for 
you to make it though the small space. Neither your backpack, your weapons, nor your 
weapon-like Special Items will fit through the opening. 
 

If you wish to abandon the window and fight your way down the stairs, turn to 16. 
Or you can discard your backpack, weapons, and weapon-like Special Items and 
climb through the window. Turn to 77. 



296 
Clap. Clap. Clap, clap, clap. The magician strides towards you clapping his hands in 
obvious mockery. 
 
“Bravo, bravo, young magician. Pray tell, do you know who I am?” 
 
Though you do not know how you could possibly have known a word forms within your 
mind and you spit out the word as if you had drawn poison from a wound and spat it upon 
the earth. 
 
“Vonotar!” 
 
The magician nods his aged head,” yes I am Vonotar. And I am sure you have been 
wondering why I have gone to such lengths to have you killed. The answer is simple. I plan 
to conquer Magnamund. Sommerlund is just the first nation that shall fall to my immense 
power. The Darklords? Just pawns, mere pawns! Very soon the Lastlands shall be mine 
and the Darklords disposed of by me personally.” 
 
Unconsciously your hand tightens its grip upon the hilt of Soulforge and you grit your teeth 
in disgust of this power-hungry madman. 
 
“There are some who believe you to be the messiah, the savior of Dessi. Now I cannot have 
some ‘savior’ running about can I? Of course even if you do become this prophecy wonder 
you could never contend with my might. However, I am not one to take chances. And so it 
is now you come to your final end.” 
 

Turn to 221. 
 
297 
Grudgingly you bow to Qinefer and admit defeat. 
 
“My battle isn’t with you.” You say. 
 
“It is good for you that it is not, I think,” she says with a sneer as she picks up her fallen 
sword, dusts it off, and returns it to its scabbard. 
 
A horse is harnessed for you and you congratulate the surviving wall defenders and 
encourage them to keep up the good work. You turn to Qinefer. 
 
“I have a few words for the king.” 
 

Turn to 275. 
 
298 
At last you drag yourself onto the deck of the death-hulk. A wave of zombies lumber 
towards you and simply dragging your weapon from its sheath seems to sap the rest of 
your strength. Holding your weapon out in front of you, water dripping from your hair and 
clothing, you prepare to fight to the finish. As the zombies begin to tear at your flesh and 
clothes you hear a defiant yell and a figure, seemingly flying through the air, lands upon 
the deck the death-hulk. 
 
Lone Wolf draws a golden sword and sends zombies tumbling left and right with deadly 
accuracy. His vigor seems to add to your own and you quickly strike down the undead that 



are nearest to you. As both you and Lone Wolf fight off the zombie horde he arcs one finger 
towards the dark tower that is constantly loosing fire upon the Durenese ships. 
 
“Tell me magician, what foul wizardry is this?” 
 

If you have the Discipline of Intuition and wish to use it, turn to 152. 
If you have ever possessed a Silver Medallion, turn to 42. 
If you have never owned this item or do not have this Discipline or do not wish to use 
it, turn to 72. 

 
299 
With tears springing unbidden in your eyes you shake your head side to side and collapse 
on the stone floor. The Kai lowers his head sadly and speaks again,” do not fret young one. 
If I was you I wouldn’t be able to take the life of another easily either. I am almost finished; 
stay with me awhile.” 
 
Within a few minutes the Kai breathes his last and his bloodied head slumps forward in 
submission to death (you gain 5 Compassion points). 
 

Turn to 240. 
 
300 
The prospect of visiting the Kai Monastery arouses your curiosity. Since you were a mere 
babe you have sat and listened intently to the elder’s tales of the Sun God’s chosen elite. 
You remember the story of how a blind Kai Archmaster while visiting the southern 
province of Casiorn once defeated a host of Agarashi single-handedly, armed with only a 
broadsword. The Archmaster’s name was Battle Hawk. You remember how Lord Rimoah, 
head of the Regnanti, told about how the young Sommlending was sightless yet the rest of 
his senses were stronger than most by far. The young Kai had spent his entire life focusing 
his other five senses. You remember chuckling and trying to correct Rimoah. Everyone 
knows that there are only five senses. Rimoah just smiled wisely and told you that to the 
Kai there were six senses; touch, smell, sight, taste, sound, and the sixth sense, the ability 
to sense danger. 
 
Much like our own Discipline of Intuition, said Rimoah softly, yet for the Kai, it is a 
naturally developed talent. It costs them no will to sense any danger that may be around 
them. 
 
Inwardly you smile softly. Yes, the Kai Monastery would be a promising place to visit as 
long as you are in this part of Sommerlund. After all it is on the way to Toran, and that is 
probably the last place Zagarna’s agents will bother looking for you. Besides, maybe Lone 
Wolf was wrong. Maybe some of the other Kai Lords had managed to survive the massacre 
and needed aid. 
 
Leaning down you whisper in Cervis’ ear. You smile contently as he twitches the ear in your 
face, almost with slight irritation. Without a word you turn and Cervis breaks into a fast 
trot, heading west, into the forest. 
 

Turn to 107. 
 
301 
With slight difficulty you manage to draw your weapon and with a grunt you plunge its 
blade into the belly of the Kraan. The black, leathery creature squawks in dismay and 



irritation. While still fighting to gain altitude the creature snakes its beak down and it nips 
your shoulder (lose 1 ENDURANCE point unless you are wearing Chainmail or Scalemail). 
You wait a second to gain your strength and then twist the blade. The Kraan gives out a cry 
and lets go of your Backpack causing you to plunge to the earth. 
 

Turn to 5. 
 
302 
You place Soulforge in its sheath and raise your hands up in surrender (you gain 5 
Prudence points). A Death-knight exits Zagarna’s tent and strides up to you on a 
magnificent warhorse. Drakkarim and Giaks have you surrounded but still keep their 
distant. The death of Argaa-Aruith is still fresh in their minds. The Death-knight stops 
within a few meters of you and looks down at you, his yellow eyes gaze hatred through his 
death-mask. 
 
“Zagarna has commanded me to end your life. Your escapade is now over.” 
 
The sun begins to rise in front of you and a smile tugs at your lips. 
 
“You are right, it is over.” 
 
With that you draw your weapon and leap forward, knocking the Death-knight from his 
mount. 
 

Turn to 25. 
 
303 
The stench of burning flesh plagues your nostrils as you turn a street corner and a sight 
fills you with dread. Burning. The bodies of the villagers who were unable to escape elude 
the Darklord’s wrath have been thrown in a pile on the east side of town and set aflame. 
Though the flames have obviously been lapping at the corpses for several days now they 
are still burning, ever slowly. The blazing inferno is so hot that your horse rears back a few 
feet in order to escape the scalding air that cascades around the firestorm. 
 
The sight of this action fills you with loathing for Zagarna and puts a new meaning to your 
quest. Silently you vow to kill the Darklord even if you must sacrifice your own life in order 
to put an end to his madness. 
 

If you have the discipline of Trailmanship, turn immediately to 290. 
If you wish to leave the village behind, turn to 336. 
If you wish to search the abandoned buildings on this quarter of town, turn to 150. 

 
304 
“Who are you?” you ask the girl, trying to stand up. 
 
“I am the one who saved your life,” she snorts contemptibly. “And if I were you I would be 
thankful.” 
 
The vanity of this girl is plain and right now you don’t even wish to begin to test how far 
her limits go. You decide to approach her with a different question. As soon as you open 
your mouth to inquire her name she places one finger on your lips and giggles. 
 
She smiles openly and giggles again. “Not now.” 
 

Turn to 81. 



 
305 
The creature beats its wings faster at your persuading snap of the reins. The Giak behind 
you stumbles backwards and fights to regain his balance. Anther snap of the reins and the 
Kraan gains even greater speed. You can feel the creature beneath you strain with all its 
might to carry out your commands. Glancing behind you, you see the Giak teeter and then 
plummet off of the Kraan’s back. 
 

Turn to 224. 
 
306 
“Follow me!” you shout to Qinefer and you begin to cut and slash your way towards the 
dark, red tent of Zagarna. Wary that you killed their lieutenant the Drakkarim and Giaks 
are hesitant to attack you with full force so it is relatively easy for you to reach the tent. The 
tent stands before but two guards stand outside of its opening. They are imperial Death-
knights and you must fight them as one enemy, alone. For Qinefer is busy protecting your 
back. 
 

Death-knight: COMBAT SKILL 22 ENDURANCE 32 
Death-knight 2: COMBAT SKILL 23 ENDURANCE 30 

 
If at any time you reach a tenth round of combat do not continue fighting, turn to 
350. 
If you manage to slay both of them, turn to 23. 

 
307 
The magician named Banedon nods his head as you tell him of your quest,” If you allow me 
a few select materials and the use of the Forge of Toran I can create a weapon powerful 
enough to even contend with a Darklord.” 
 
Banedon nods his head,” I have read of this. The Magi weapon-making process of 
Erthsindir is a legend in the north. From what I have heard this process if very draining, 
and can even kill the forger.” 
 
Nodding your head you return the weapon to its scabbard,” that is a risk I am willing to 
take. Too many of my friends have died in the fight for the Lastlands. I will not allow any 
more of them to die. However, I do need to find some Dessi blue-steel and I have no idea 
how I may obtain it this far north.” 
 
One of the other wizard riders, a tall, thin man with a long, gray beard speaks up for the 
first time,” Pardon correcting you Banedon, but there has been a native of Dessi who has 
visited these parts recently. That odd fellow who lives in that hut north of here.” 
 
He turns his attention and talks directly to you,” a magician who called himself Franck of 
Anasundi arrived here about four years ago. Stark mad he was. He only comes into the city 
every few weeks or so, prefers to keep to himself.  Met him once and it didn’t take much 
contemplating to realize he was quite eccentric! He has a sword made with the metal you 
seek.” 
 
“Come then,” says Banedon. He bids his followers return to the city and they ride back to 
the gates.” We shall find this Franck and buy this sword off of him.” 
 
With that you and the Banedon ride around the city walls and north into the woods. 
 

Turn to 146. 



308 
Light illuminates the room just in time for you to see a robed figure force down a lever on 
the right wall of the room. Looking out the single window you see to your horror that the 
gate has begun to open. The creature before you turns and lets out a very fearsome howl 
(you lose 4 ENDURANCE points). You recognize the creature as a Helghast and the 
thought of such a creature raises nausea in your bowels. The Helghast lunges forwards and 
its skeletal fingers snake out towards your throat. With a cry you leap to the side and turn 
to face the beast. The creature howls again, but this time you are prepared for the blast and 
you shield your ears. 
 
The Helghast unsheathes a jet-black sword from beneath his robes and wields it in front of 
him, the point premeditated towards your heart. In his other hand is a twisted dagger 
which cuts the air with a venomous hiss. 
 

If you have a Blue-steel Sword turn to 140. 
If you do not possess this weapon turn to 208. 

 
309 
Bidding silent farewell to Lone Wolf you turn from the watchtower and climb the marble 
staircase onto the outer wall of Holmgard. It is here that you gaze out onto the fields which 
harbor the enemies of Sommerlund. Silently you watch as the end of the war unfolds 
before you. 
 

Turn to 350. 
 
310 
Thankfully you sleep peacefully through the night and when you awaken you feel strangely 
refreshed despite your battle with the storgh the night before. You feast on a few apples 
before dawn and then settle down to receive a few extra hours of sleep before sunlight. 
Throughout the night you have restored 2 ENDURANCE points and 1 WILLPOWER point. 
 

Turn to 114. 
 
311 
As you land on the deck of the Durenese warship you see that a few Durenese marines have 
pushed forward a large ballista and have aimed the weapon at the hull of the death-hulk. 
But now they are heavily beset by the zombie crew and will be overrun within moments if 
you do not intervene. 
 
You raise Soulforge above your head and charge forward. As you flay your weapon left and 
ride the zombie crew are decimated. However for every zombie you dispatch two more leap 
onto the Durenese deck. 
 

Zombie Crew: COMBAT SKILL 14  ENDURANCE 30 
 

If you win, turn to 189. 
 
312 
The stallion is a stubborn beast and precious time is lost as you do your best to console the 
brute. It takes several minutes for the horse to be calmed enough for you to place the 
saddle on is back and harness him. You mount the horse and you hiss from the pain that 
spreads through your arm. The horse has left several abrasions and bruises on your arms, 



legs, and hands. Unless you possess Rejuvenation you lose 3 ENDURANCE points due to 
the pain. 
 

Turn to 179. 
 
313 
With one blow to the back of the neck the Cloeasian girl crumples into your arms (you lose 
2 Honor points). You drag her over to the gatehouse and leave the collapsed body in the 
hands of a very startled guard. 
 
“Close the gate behind me.” You order the guard before turning and striding away from the 
gatehouse. 
 

Turn to 232. 
 
314 
The Drakkar Lieutenant’s bastard sword cuts the air above your head as you duck and roll 
away from him. You stand off to the side, holding your weapon in front of you, breathing 
deeply. You have sustained several wounds and you feel yourself begin to falter beneath the 
Drakkar’s blows. 
 
The Drakkar rushes forward, his blade poised for blood. As he passes you twist to the side 
but the sword slashes backwards and catches you in the back of the thigh (you lose 3 
ENDURANCE points). 
 
With a groan you collapse to one knee. The Drakkar’s next blow is barely parried by your 
own weapon. Rising to your feet you knock the Drakkar’s sword aside with your weapon 
and punch him square in the face with your clenched fist. A mailed fist catches you in the 
side and you stumble back. 
 
Suddenly almost out of boredom Qinefer draws her longbow and sends an arrow into the 
Drakkar’s chest. Almost as if refusing to die the Drakkar manages to stay on his feet and 
glare defiantly at the warrioress before a second arrow pierces his death-mask. 
 
Qinefer climbs down from her horse and helps you to your feet,” you’re welcome.” 
 
“I don’t need your help, Cloeasian brat.” You spit contemptibly as you shrug your shoulder 
from her grip. 
 

Turn to 179. 
 
315 
As your pour your very life and soul into the blade you feel your very being become empty. 
Screaming in horror you try to stop but the blade feeds off your soulstuff and sucks it from 
every last atom in your body. Banedon peers down at you when you collapse to the floor of 
the great forge but you are unresponsive. Your normally dark skin is pale white and your 
corneas have disappeared. Though you are breathing there is nothing alive within you. For 
what is the body without the soul? 
 

Your quest ends here. 
 
316 
With a quick blow to the back of the neck you render Qinefer unconscious (you lose 1 



Honor point). She collapses into your arms and you swiftly drag her body over to the 
gatehouse. Without making time for finesse you toss her inside and shut the door before 
turning to the nearby guard. 
 
“Close the gate behind me.” 
 
With that you turn from the gatehouse and walk out into the fields of Holmgard. 
 

Turn to 232. 
 
317 
You must fight the men one at a time as they cannot get past you through the doorway. 
Each man is well armed and prepared to fight to the death. If you manage to kill the first 
two men you may evade the combat by turning to 10.  
 

Armed Thug 1: COMBAT SKILL 14 ENDURANCE 20 
 
Armed Thug 2: COMBAT SKILL 17 ENDURANCE 21 
 
Armed Thug 3: COMBAT SKILL 17 ENDURANCE 17 
 
Armed Thug 4: COMBAT SKILL 15 ENDURANCE 17 
 
Armed Thug 5: COMBAT SKILL 16 ENDURANCE 18 
 
Bearded Man: COMBAT SKILL 19 ENDURANCE 23 

 
If you manage to kill all the men, turn to 268. 

 
318 
The only reason you are not immediately overtaken by the Darklord’s hordes is that they 
are wary of you as you just killed one of Zagarna’s most deadly and valuable agents. 
However you know that their confidence shall soon return and you must not allow yourself 
to be surrounded. 
 

If you wish to fight with your back to a nearby supply cart, turn to 54. 
If you wish to climb on top of the supply cart, turn to 276. 

 
319 
The Royal Stables differ greatly in size and quality from the other stables that are found in 
the city. The guard is at first suspicious of your claims to no be the rightful owner and 
caretaker of the king’s horse. However when he sees the red seal on your King’s Note he 
quickly stands aside. 
 
To your surprise you see that it is the girl with honey hair who took care of you who is 
stroking the King’s horse. With a fur brush she combs the stallion’s sleek body with great 
delicacy. She turns and appears startled when she sees you. Without a word she turns and 
scampers off towards the exit. 
 

If you wish to take the horse and leave, turn to 177. 
If you wish to search the stall for valuables, turn to 163. 
If you wish to follow the girl, turn to 65.  

 



320 
You dive too late and the closest thug kicks your weapon(s) away from your reach. It is the 
work of a few moments for you to be cut down by the angered thugs. 
 

Your life ends here. 
 
321 
Brandishing your weapon you walk out into the middle of the street and set a fast pace 
south, down Brass Street. The South Gate appears before you and you can see the 
Sommlending upon the walls hard pressed by Giak arrows. Every once in a while a Kraan 
gathers its nerve and descends upon the defenders, more often than not coming away with 
a soldier in its claws. 
 
Suddenly the light within the left gatehouse goes out and your attention is diverted from 
the wall. A premonition of impending danger enters your mind and your hand strengthens 
its grip upon your weapon. 
 

If you wish to investigate the gatehouse, turn to 96. 
If you wish to ascend the marble stairs and join the hard-pressed defenders on the 
battlements, turn to 151. 

 
322 
Not wishing to fight you throw your weapons from you as the men ascend the stairs. 
However you realize too late that these thugs do not intend to capture you but to kill you. 
The men descend upon you and your weapons are far away. You must decide quickly what 
to do. 
 

If you wish to fight the men single-handed, turn to 264. 
If you wish to leap through the window (remember to deduct all weapons from your 
Action Chart), turn to 138. 
If you wish to dive for your weapons, turn to 59. 

 
323 
No sooner have you unloaded your equipment from the back of Cervis there is a loud 
screech and you turn your face upwards. A leathery Kraan has spotted you and now 
descends upon you, two Giaks on its back. 
 

If you have a Longbow and wish to use it, turn to 200. 
If you have a Crossbow and wish to use it, turn to 55. 
If you wish to draw your weapon and wait for the creature to descend upon you do so. 
Turn to 341. 
If you wish to turn and run for the cover of the nearby woods, turn to 26. 

 
324 
A quick search of the fallen bodies reveals the following… 
 

Sword 
Warhammer 
Brass Whistle (Special Item, worn around neck) 
2 Daggers 
Enough food for 1 Meal 
Decanter of Wine 
Short Sword 
Rope 
4 Gold Crowns 



You may take whatever you wish. Before you leave the building you drag the bodies into 
the house and shove them in the larder. Though the fight was not your fault you would 
prefer to avoid any other accusations and fights.  
 
As soon as you are satisfied that the bodies will not be found anytime soon you leave the 
house by the back door and make your way south towards the main gates. 
 

Turn to 142. 
 
325 
Banedon uses his staff to create light in the darkened hut and you see before you an old 
man with a grizzled face. His eyes dance around madly and seem unaccustomed to the 
bright light that emits from Banedon’s staff. Your hope was to barter with the man for the 
sword you seek but it seems as if there is no negotiating with the man. He draws the blue-
steel sword and lunges at you, intent to kill you. 
 

Franck the Madman: COMBAT SKILL 16   ENDURANCE 25 
 

If you manage to win turn to 243. 
 
326 
Unbeknownst to you a pack of Doomwolves have been hunting you since the morning 
before. As you lay down to sleep your eyelids flutter closed and you sleep so deeply that you 
fail to hear the pack of five wolves creep up upon you. Thankfully your end is quick and 
painless. 
 

Your life ends here. 
 
327 
The three of you have to push and shove your way through the crowd in your attempt to 
reach the main gates. Suddenly a large man shoves into you quite bodily and you fall to the 
cobblestones. As you look up at him you see that he is a large man with a red beard. He has 
a sword slung over his shoulder and a dagger in his belt. He snarls down at you. 
 
“It’s an outlander! They are in league with the Darklords!” 
 
Soon the cry is taken up. You climb to your feet and glance at your friends who rest their 
hands on their weapons. 
 
You shake your head no and whisper that you will catch up with them later. Then you turn 
to lose yourself in the crowd. Your movements are desperate as you push and shove people 
out of your way as you fight your way through the streets. Glancing back you see that the 
red-haired man and five of his cronies are fighting their way towards you, weapons drawn. 
You glance around hastily looking for a way to lose the men. 
 

If you have ever interrupted a cathedral mass and possess a Sigil the Kai turn 
immediately to 155. 

 
Otherwise you must partake one of the actions below. 

 
If you wish to hide in an abandoned house building, turn to 124. 
If you wish to stick to this road, turn to 56. 
If you wish to fight your way to the side street on your left, turn to 257. 



328 
Huddling close to the fire you peer out into the night. The howls continue and suddenly 
you several pairs of yellow eyes peering at you from within the darkness.  
 

If you have a Brass Whistle and wish to use it, turn to 234. 
If you have a Hunting Horn and wish to use it, turn to 294. 
If you do not have either of these items you crawl closer to the fire where and allow 
yourself to fall asleep. Turn to 90. 

 
329 
The words to the spell, Power Word, are muttered swiftly on your lips as the Drakkar 
looses the shaft in your direction. The arrow stops in mid-air, less than a meter in front of 
your face. With only a look the shaft falls to the ground and a look of astonishment 
registers on the Drakkar’s face. Before he can react you leap forward and dispatch him with 
Soulforge. 
 
As you strike left and right with your weapon you continue steadily forward until the tent 
of Darklord Zagarna comes into view. 
 
“Come out, Zagarna!” You shout unto the air. 
 
Suddenly as if from an invisible command the forces of Zagarna stop their deadly press 
upon you and step away from the ground that lies between you and the massive, red tent. 
However it is not Zagarna who reveals himself from inside the massive tent. 
 

Turn to 267. 
 
330 
Morning. The gray skies and the torrents of rain finally lift and sunlight warms your battle-
weary face. You quickly take down camp and start off riding north with a fresh start. For 
three days you ride onwards north along the road.  Luckily you were able to find enough 
fruit and roots along the way sufficient to satisfy your hunger. After referring to your map 
you judge that you are close to Toran. Almost instantly the trees just stop and you thank 
the gods.  
 
Vowing to never ride through a blasted forest again you dismount Cervis and take a look 
about your surroundings. About a mile north of you is the city of Toran. Like Holmgard it 
has suffered major damage. It seems as if the wizards of the Crystal Star were able to fight 
of the flames of the Darklord’s army but many of the famous guild towers have fallen. 
Though the city is still far off you are close enough to see that the walls still stand and there 
is no enemy around that you can see. 
 
With renewed vivacity and a refreshed spirit you nimbly leap upon the back of your horse 
and push him to a gallop. 
 

Turn to 127. 
 
331 
Extending 4 WILLPOWER points you use your skill of Divination to decide on which route 
to take to Toran. Your senses reveal that the main road north is the most direct north and 
will avoid you the trouble of traveling through the dense forest. However the main road 
also leaves you more susceptible to attack from patrolling Kraan. Both paths have their 
advantages and disadvantages. Which path to take is up to you. 



 
If you wish to extend 3 more WILLPOWER points in hopes of learning more, turn to 
157. 
If you wish to stay on the main road, turn to 227. 
Or you can take the right path north-east. Turn to 281. 

 
332 
Ascent of the tower proves to be a strenuous task and finding a foothold on the slippery, 
wet surface of the molding wood makes climbing slow. Despite the contemporary difficulty 
you are resolute in your task. With the knowledge that Lone Wolf is currently attempting 
an ascent on the parallel side of the tower you urge your limbs onwards. No Sommlending 
will be said to be the better man when in competition with a native of your homeland. 
 
Pick a number form the Random Number Table. If you are wearing Kalkoth Boots you may 
add 2 to this number as they find grip on slippery surfaces. For every weapon in your 
possession you must deduct 1 from this number as it hinders your climb. 
 

If your number is less than or equal to 3, turn to 159. 
If your number is between 4 and 7, turn to 109. 
If your number is greater than or equal to 8, turn to 31. 

 
333 
A quick search of the house reveals the following items. 
 

Warhammer 
1 Gold Crown 
Rope and Grapple 

 
If you wish you may leave the house now. Turn to 142. 
Or you can conduct a more thorough search of the dwelling. Turn to 288. 

 
334 
At the expense of 3 WILLPOWER points you manage to temporarily cause your hair to 
appear to be fair and blonde instead of course and black. Your skin takes on a noticeably 
lighter skin tone and your clothes no longer seem foreign to any onlookers. Armed with 
these subtle differences to your appearance you continue to make your way through the 
crowd. To your left you can see the thugs fight through the multitude, not realizing that 
their quarry is mere feet away. As you turn around and head back south you release your 
grip on the spell (you gain 3 Determination points). Upholding it for this long has deprived 
you of 4 additional WILLPOWER so make sure and deduct this from your Action Chart. 
 
Within a few minutes you have made it to the road that leads to the main gates. Looking up 
you can see that the sun has almost reached its peak in the sky. Adjusting your equipment 
you take off down the road, south, in the direction of the gates. 
 

Turn to 142. 
 
335 
The creature’s axe cuts the air above your head and you dive to the side. However the girl 
Qinefer is not so lucky. The axe cuts through her and she falls with a muffled cry. Before 
you can react, Zagarna’s lieutenant turns upon you and with one blow fells you as well. It 
may or may not console you to know that your efforts were not in vane and Lone Wolf used 



your distraction to unleash the power of the Sommerswerd upon the tent of Zagarna; 
banishing his evil from Magnamund forever. 
 

Your life ends here. 
 
336 
Within a few moments the smoke that rises from the torched town disappears behind you 
as you ride north. Stop to consult your map before deciding on your next course of action. 
 

If you have the discipline of Divination and wish to use it, turn to 36. 
If you wish to continue on this path north, turn to 130. 
Or you can forsake the path and ride north-west. Turn to 214. 

 
337 
Banedon’s word is his bond and within two hours the city of Holmgard comes into view. 
You can see that the city has suffered much since your departure. A contingent of 
Drakkarim ‘fireslingers’ continuously bombards the city with balls of fire. Massive ballistae 
have been rolled up short of the gates and their massive projectiles batter at the towering, 
white walls.  
 
Many of the buildings you remember seeing when you first visited the city at the beginning 
of the siege are now gone, destroyed by the fire from the fireslingers. You are about to 
direct Banedon to descend into the city when something to the north catches your eye. 
Within the Holmgulf you see an entire fleet of Durenese ships sailing straight for the 
harbor! Lone Wolf must have returned! 
 
This knowledge fills you with hope but the scene that begins to unfold before you now fills 
you with dire dread. A massive armada of ships begins to descend upon the Durenese 
warships. A shudder spirals down your spine and the hairs on the back of your neck stand 
straight on end as you sense the presence of right-hand magic. 
 
You point a single finger towards the Durenese fleet,” There Banedon. Just get me close 
enough so I can join the fleet.” 
 
The captain of the Skyrider turns the airship left and descends until it is right above the 
deck of the flagship. As the approaching unidentified ships close in on the Durenese fleet 
you are filled with horror. These ships are sunken craft, raised from the depths of the sea 
by some unseen force. And the ‘sailors’ that man the rigging are not ‘sailors’ at all but the 
undead. 
 
Loathing for whatever being is causing this abomination upon the sea fills you up and you 
are determined to fight with the Durenese soldiers who prepare to repel borders and fight 
to the death. 
 
Banedon joins you at the rail and presses a locket resembling a small star into your hand,” 
This is a memento for you of my people. May it bring you luck.” 
 
If you wish to keep the Crystal Star Pendant mark it on your Action Chart as a Special Item 
before continuing.  
 
“I shall meet you back in Holmgard, friend,” you turn and clasp hands with your newfound 
friend, Banedon. “Here is where I get off.” 
 



You take a piece of leather and tie back your black hair into a ponytail, so it will not get in 
your face. After adjusting your equipment you wink at Banedon and leap backwards into 
space. 
 
Pick a number from the Random Number Table. 
 

If your number is between 0 and 2, turn to 231. 
If your number is between 3 and 6, turn to 266. 
If your number is between 7 and 9, turn to 175. 

 
338 
The first victim to fall to your blade is a Drakkar, recently raised from sleep. Your blade 
sweeps him aside and you begin to press into the unprepared mass of Drakkarim and Giak 
warriors (you gain 4 Valor points). The dark army’s numbers are massive beyond 
comprehension and they only thing that saves you from instant death are their complete 
surprise at your attack and your current state of battle-frenzy. 
 
Few of the enemy spawn are properly armed and all fall to your frenzied blows as you press 
deeper into their ranks. No sooner have you cleared a path in front of you, a Drakkarim 
archer draws his longbow and takes aim at your heart. 
 

If you wish to draw your own Longbow, turn to 228. 
If you wish to draw a Crossbow and use it, turn to 137. 
If you have the discipline of Shield and wish to use it, turn to 70. 
If you have the discipline of Power Word and wish to use it, turn to 329. 
If you do not have any of these items or spells or don’t wish to use them try and evade 
the shaft. Turn to 218. 

 
339 
At the cost of 1 WILLPOWER point your senses scream you a warning. With cat-like 
movements you twist to the side and a hail of arrows barely misses your body. Two arrows 
strike Brucee and he falls to the ground, mortally wounded. Your attention turns to Brucee. 
With a faint cry he slips to the blood covered grass, blood gurgling from his mouth. His 
eyes wide with terror he wriggles on the ground and finally closes his eyes. 
 

Turn to 88. 
 
340 
Lord Axim explains how he was involved in combat with a Drakkar and the Drakkar had 
the upper hand. The evil man had Axim by the neck and was preparing to slay him with his 
dagger when Viveka showed up and attacked it. The Drakkar had Viveka by the throat 
when Axim was able to climb to his feet. 
 
Almost subsequently you and Lone Wolf hang your heads. 
 
“I killed the brute. I slew the massive beast with my sword. But by then Viveka was 
overboard and there was nothing I could do.” 
 
“I hadn’t seen her for some years when she came back to Hammerdal,” says Axim, hanging 
his own head. “I remember the day I forsook her very well. She had become a mercenary, 
despite my severe disapproval and disappointment. She took a fee to kill my nephew and I 
refused to forgive her for it. So I threw her out of my home; threw her out on the street.” 
 



Lone Wolf speaks: “She was your lover?” 
 
Suddenly there is a spark in your mind and your thoughts travel to a different time and 
place. You remember what Viveka first said to you. 
 
“No.” 
 
Lone Wolf and Lord Axim turn to with surprised looks on their faces you as you continue, 
“Viveka was never Lord Axim’s lover. She was his daughter.” 
 

Turn to 205. 
 
341 
As the Kraan descends to strike you leap to the side and swing your weapon straight into 
the creature’s open mouth. There is a torrent of blood that spatters on your arms and your 
cloak as the Kraan’s body crumples and collapses in the grass of the valley. The two Giak 
riders shakily detangle themselves from the Kraan carcass and draw their weapons. With a 
scream they leap forward and attempt to impale you on their spears. 
 

Giak Raiders: COMBAT SKILL 15 ENDURANCE 23 
 

If you manage to kill them both, turn to 14. 
 
342 
You turn to the marine on your right. “We need to close the gate! Go!” 
 
He turns and kicks open the door right before a Giak lance pierces his side. With a cry he 
goes down, mortally wounded. A second marine volunteers and before you can say 
otherwise leaps through the doorway. Realizing you must trust the marine to carry out the 
task you turn and face the swarm of spawn that threatens to smother you. You must defend 
the doorway at all costs. 
 

Invading Spawn: COMBAT SKILL 18 ENDURANCE 80 
 

If you manage to stay alive for 4 rounds of combat do not continue, turn to 64. 
 
343 
Without warning the Doomwolf tugs on your leg and with a cry you fall, headfirst off of 
your startled horse. You struggle to stand but the Doomwolves now have you surrounded 
and are reveling in tearing the meat off your bones. Your screams are horrific as the wolves 
begin to eat you alive. Within a few moments of watching your torture one of the Giaks 
compassionately leans forward and forces your sword through your chest, killing you 
instantly. 
 

Your life ends here. 
 
344 
The rider on the young rider’s far left gasps aloud. “By the gods, Banedon. It is a Magi!” 
 
The rider on Banedon’s left is a tall, towering female with jet black hair that descends to 
her knees. The riders stop their horses a few meters in front of you and they look you over. 
The one called Banedon shakes his head. “Impossible. No Magi has been scene this far 
north in over four score years.” 



 
The female rider snorts contemptuously. “The ‘Magi’ are content to hide in their mountain 
fortresses and leave the rest of Magnamund to its fate. How many times have our elders 
sent for their aid when beset by the Darklords? Even now when the Lastlands stand upon 
the brink of destruction they cower.” 
 
She says the word ‘Magi’ as if it were a curse word and it enflames you into anger. Your 
hand rests on your weapon but the one named Banedon begs you to release your grip. 
 
“It is true… he must be a Magi. The King sent word of a dark-skinned magician traveling to 
Toran but I did not expect it to be true. Still, proof is needed.” 
 

If you have a King’s Note, turn to 43. 
If you do not have this item, turn to 197. 

 
345 
The Drakkar falls beneath your blows and a second quickly takes his place. His spear 
lunges towards your unprotected stomach and you knock the spear shaft to the side with 
your own weapon. Reaching forward you pluck a dagger from his animal hide belt and 
plunge it deep into his death-mask. A swift blow to the side of the head knocks him out of 
the way. If you wish to keep the Dagger you may; mark it as a Weapon on your Action 
Chart. 
 

Turn to 7. 
 
346 
You try and climb up the wooden frame of the Durenese warship but you are unable to 
secure a firm grip. Within a frustrating cry you slip back into the sea. You are about to 
wave down the next passing ship but the cold waters of the Holmgulf finally take toll on 
your body and your muscles freeze up. Water fills your mouth as you descend to the 
bottom of the gulf, never to be seen alive again. 
 

Your life ends here. 
 
347 
After a few minutes of hacking your way through the woods you find yourself in a large 
clearing. Guiding your horse by hand you manage to cross the clearing without being 
spotted by any Kraan. On the edge of the clearing you spot the body of a dead man wearing 
Sommlending colors. Flies zoom around his rotting corpse and maggots crawl through the 
openings in his face. 
 

If you wish to search the corpse, turn to 101. 
Or if you wish you may press on. Turn to 256. 

 
348 
As you remove the cork stopper from the potion the stench from its contents overwhelms 
your senses and you are forced to cover your nose with the hem of your cloak. Not wasting 
any time you splatter the greenish-blue liquid on the lock that fastens the cupboard 
securely. Within second the metal slowly takes on a greenish hue and begins to melt away. 
Soon there is nothing left of the padlock other than a few drops of metallic residue on the 
floor of the hut. You open the cupboard doors, revealing its hidden contents. 
 

Turn to 247. 



 
349 
Summoning all of your WILLPOWER reserves you create a shield about yourself. As you 
hit the ground the Shield tears apart but your body is unharmed. However you have 
suffered severe mental trauma. The sheer amount of WILLPOWER that you have 
exhausted saps the strength from your body and you are left twitching on the battlefield. 
Within a few minutes the surviving Sommlending have made it back to Holmgard’s gates 
and the Giaks take upon themselves the duty of killing those who were left behind. You are 
one of the many men that day who end their days upon a barbed, Giak pike. 
 

Your quest ends here. 
 
350 
The first rays of dawn strike the miraculous towers of Holmgard and its surrounding fields 
with a blinding and revered light. However this marvel is struck dim as you turn and see 
Lone Wolf standing, Sommerswerd drawn, upon the top of the main watchtower. The Kai 
Lord has the weapon raised in one hand, pointed towards the morning sun. 
 
As the sun’s rays catch the tip of the sword it is consumed in blinding light and the armies 
of darkness shield their eyes against its power. Lone Wolf turns the blade of the 
Sommerswerd until its point is aimed at Zagarna. There is a flash and a beam of holy, 
white fire snakes down from the watchtower, consuming the Darklord’s red tent. 
 
Screaming in confusion and rage, Darklord Zagarna is soon reduced to nothing more than 
ash and dust. His mighty hordes quail at his death and begin to flee west, towards the 
Durncrag Mountains. The combined Sommlending and Durenese armies pursue them into 
the western woods but you turn from the battle. The ‘cordon’ has been broken and its 
members flee in panic from the city walls. Most of the spawn are cut down in their 
desperate retreat.  
 
Your part in this war is done as is your taste for it. Vowing to put up your sword forever 
you disappear into the cheering crowds of Sommlending civilians that low litter the city 
walls and courtyards. Unbeknownst to you, your journeys are far from over. And a passive 
warrior is also a despondent warrior. The call of the Magi blood shall always be within you 
and your rests from battle will always be short.  
 
The next adventure of the young Magi named Alasi awaits you and is yours to partake if 
you wish. This new challenge lies ahead in the Saga of Lone Wolf supplement entitled “An 
Eastward Calling.” 


