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You are a wandering warrior, keen to make your name in the world. Your travels have
reccntlg brought you to the drg, clustg decrepit outPost of st, located on the cdge of
the Dryden Deser’c. ]ts inhabitants seem to have a ]ﬁauntecl, hopeless look about them. ]n
an attempt to find cmployment, you Frequent the taverns, but no one is in need of your
services. Howevcr, a group of loud young men tell you about the ancient city of Khalris,
located somewhere in the desert. Legends about it say that it was a home to the gods of
the ancient myt]ﬂs ~ cruel monsters who would wreak havoc upon the land to satiate their
desires. Other !egends state that it is full of tombs of Powcr‘Ful sorcerer kings who were
buried with great treasures and secrets !ong Forgotten guarclecl 133 unsleeping monsters.
Your interest is Piqued. You visit the local wise woman and keeper of ]egencl and ask her
where you could find this city in the desert. She reluctant!y gives you the location of the
city — a good month’s trek from Qis ~ but warns against going, citing some of the bloodier
!egends‘ You Po!itelﬂ listen to her, all the while thinking that you have never Fought man
nor beast that hasn’t Perishcd from your cold steel. Magic users do not worry you either -
their sPe”s are usua”gjust trickerg or alchemg, for few can control the raw elemental power
needed to be true threats. You are unable to resist the call of a lost city full of untold
riches. The call of K halris.

Excitccl at the Prospcct of your adventure and exploration, you head to the market to buy

equipmcnt...

(Character creation

[Hero Eoints

You start your adventure with 7 hero Points. Thcse Points represent your resolve,
determination and level of courage. Things that reduce your hero Points include irjurg,
acts of cowardice, tcmP’cing fate so that you need good luck to survive, attempting tasks
that are men’callg and Phgsica“y draining, and hunger and thirst. Achieving great deeds is
the main way of increasing your hero Points score. Mcthocls of hcaling can also increase
your hero Points score if you have had them reduced through irjury. Your hero Points
score can go above 7 and has no upper limit. |f your hero Points score reaches O, then

your resolve has been tota”g drained and you must follow the instructions in the

Paragraph.
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Your background

Your character is a battle hardened warrior. Howcver, you must choose their backgrouncl

which will determine other skills that theg may have. Your }Jackgrounc{ may also determine
whether you get hero Points for certain actions.

Tn’[)a/- You come from one of the barbarian tribes of the Plains where warriors Fight and
s!ay giant beasts for honour and shamans commune with the sPirits of your ancestors for
guidance. You are the Pcak of Phgsica! Pcrfcction with excellent survival skills. Civiliscd
folk would call you a savage but you are clever in the ways of the wild and have a sense of
honour that means you should defend your comrades no matter what their background.
Mcrccnaly — Amcter !carning the art of war as a soldicr, you left the army to sell your
services to the highcst bidder. You learnt to haggle and socialise with PeoP!e of all
cultures and you have become wide!g travelled. Great causes hold no P!acc in your heart
and you have seen many good warriors throw their lives away for some zany ideal. As long
as you are richlg rewarded for your ski“s, you care not for such things.

[ ducated - You spent your formative years !caming the liberal arts in Preparation for
further study. However, what fascinated you were the stories of the travellers who
Frec]uented the taverns that you visited. One clag, you left on a ship, never to return. You
have decided that you must learn the truth of humam’tg’s purpose and existence, and that
this truth would be found out in the world and not from a clusty book. During your
journeysJ you learnt to Fight to survive and encountered many creatures and People who
would threaten your existence, but that did not Put you off from your search for the truth.
Kc//"g/'ous—~ You are a member of an order of sacred knights tasked to upho]cl the tenets
of the Onc Re!igion, protect the weak and slag the evil. From childhooc’, you zea!ously
followed the One Rcligion and read its sacred books from end to end several times over.
As you grew up, you saw much evil in the world and decided that you would take up arms
to eradicate it. As well as bcing a warrior, you are also a Preacher and leader. You have

insPired many to take up arms and you have led them to many victories in the name of the

Ore GGod.

Eguiement
You start your adventure with a bare minimum of equipmcn’c but you may find or bug other

items later on. You currently own a sword and you are dressed in sturdg trave“ing clothes.
You havcjust bought a camel and loaded it with a tent, a bcclro”, some firewood and
er\ough food and water to get to the tcmP[e and back. You have also bought several
torches and a flint and tinder with which to ligl—]t them. After mai(ing your Purchases, you
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have 50 silver Pieccs remaining to bu3 other items. Jt will be best to spend as much of it as
you can as there will be no other oPPortunitg to do so. You may on19 buy one of each item
with the exccption of the first aid kit as you bug any number of first aid kit uses. You may
bug any of the Fo”owing equipment:

Hunting knife 55P Lodestone 3SP
Bow and arrows i 55P Farchment, qui” and ink ‘}‘SP
Shield 65P Luck}j charm 7sp
Firepowdcr 20sp \/iewing lens 12sp
First aid kit (Per use) 55P Holy water i ZsP
KoPc, i5m ZsP Si]vcr crucifix ZOSP
Grapplc Ssp Lockpicks 20sp
[Hammer and iron spikes 65P (rowbar 2sp

T he first aid kit consists of bandages, alcohol, healing herbs and a small knife. [t may be
able to restore some hero Points lost througl—r injurg. If, when you are told to lose hero
Points, you see an asterisk (*), you may deduct any number of uses from 3ourmcirst aid kit in

orcler to rcducc the !oss o1C hero Points bg that number.

No’ccs

This is where you record notes and codewords you may obtain after taking certain

actions.

Your’loumal

At certain Points in your aclvcnture, you will be asked to write an entry in Hourjoumal.
You will also be asked to think about certain questions in your entry. Write about what
your character would be thinking orxceeling at this Particular Point.

Cheat score

| cauglﬁt you doing it. You werejust rcading a Paragrap]ﬁ that you hadn’t been told to turn
to. You also Forgot to pay for that Firepowder because you also wanted the !ockpicks and
the blow and arrows.

Everyonc cheats in gamcboolcs but you may not knowjus’c how I:)ig a cheater you are.
Well, the cheat score is an oPtional way of keeping track of how big a cheater you are.
Kceping this score is completelg voluntarg, but if you decide to do so, then you can onlg
rea”y count surviving the adventure as genuine if you have a cheat score of 0. ie. you

P!ayecl it comP!etelg honcstlg.
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The Following actions increase your cheat score:
Action Cheat score
Rcading a Paragraph that you shouldn’t have read +1

Continuing as i{:you have an itcm/background/cocleworcl when you dont +
Continuing as i{:you dor’t have an item/backgrouncl/cocleworcl when you do +1

No’c reducing your hero score when you are instructed to +2
Giving gourselmc extra hero Points +1 per Poin’c
\/isiting alocation when you aren’t allowed to +2
Cl—manging your decision after realising that it will kill you +3
Cl—manging your decision if it wont kill you +2
Thinking about anothergamebook whilst reacling this one +2
Keading anothcrgamebook whilst reading this one +3

USC your cheat score to find out how much of a cheatcrgou are

Cheat score Chcater tfiEc

O You’re Probab!g a corpse, but at least 5ou’rc an honest corpse. IF
you survived with a score of 0, then well done!

-5 You Probablg cheated for convenience because you died near the

end.

6-10 You car’t be bothered to P!ag this book again so you avoided all the

deaths.

P1-15 Next timejust Forget hero Points or your own mortalitg.

16-20 Youjus‘c want all the items and immortalitg.

21-25 chl you follow any of the rules?

26-30 Were you even P!aging orjust reading random Paragrapl—]s until you
found the winning one?

31-35 ]’m nevergiving you my credit card details.

% 6-40 You are very naughtg and you should be Punished.

41+ This isjust gratuitous cheating. This isn't Crgpt of the Sorcerer,
you know.
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Cl’laractcr sheet
Hero Eoints Character bac‘cgrouncl Moneﬂ Chcat score
Jritial 7

Currcnt

Fersona] equipment Notes

Sword
T orches
Fiint and tinder
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Journal

Entrfj |

E_n’crﬂ 2

E_n’cr” %

Entrtj 4
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Loty 5

E_ntrtj 6
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Backgrounc}

Once you have bought your suPPlies, you stable your camel at the inn you have being
staying at and sPcnd one more night there. Your dreams are filled with adventure ~ slaying
5tar~spawnccl monsters, Finding treasure and exPloring long forgotten ruins under the
desert si<5. You awake at dawn with the sun streaming through the window. You spend
the whole dag in the tavern and wanc!cring the outpost, waiting for the b!azing Sun to set
so that you can travel under the cool desert night under the uncanny g!ow of the Fo!e
Star. The moment cannot come too soon. E_ventua”g, as the Sunsct brings a soft Pink
glow to the ou’cPos’cJ you gatheryour belongings and set out across the desert.

Bcforc you start, il out the first entry in your _/'ouma[ T hink about the fo//ow/ng

qucstfons

What do you think will /halolocn n 5ourac/vcnturc?
What is your greatest fear about crossing the desert to the city of K halris?
What do you /mloc to bring back from K halris?

Turn to 1.
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1
I:or two weeics, Houjoumeg across the desert with on]y a camel for company. You dont
know whether it's worse that you only have a camel for company or whether the sme”y,
wilful, bad tcmpered camel is not the worst company you've ever had. You walk during the
night and doze under your tent during the day.

On the fourteenth night of your travc[s, you come across a group of tents scattered
around an oasis. They belong to the muscular white robed horse nomads who travel the
grass]and and desert. Thcir lookouts hail you as you aPProach the tent and insist that you
stay with them to swap stories of what's haPPening in the world. A)C’cer two weeks of
loneliness, you gladlgjoin them for a feast of horse meat and tea around a blazing camPFirC.
You talk of the civilised north and they talk of the savage south. |f you have the mercenary
background, turn to 78. ]Fgou do not, turn to 54-.

2
ou place the amulet in the indentation an e door swings open. ["Jowever, the amulet is
lace th let in the indentati d the d th let i

stuck! You do not have time to try to remove it as the temple is collapsing around you
tuck! do not have time to try t it as the temple is collapsi d
(cross the c[g/nf‘ /oointcc/ star amulet from your adventure sﬁcctﬁ You rush through the
front cloor,Just as the temple co”aPses into rubble. [owever, there is no time to catch
your breath as you are stancling before a silent crowd of corpses. Theg extend their arms

and head towards you, wanting you tojoin their ranks. [Jow are you going to escape this?

]Fyou are wearing an amulet with an eight Pointcd star, turn to 100.

]Fyou are not wearing an amulet with an eight Pointed star, but you are wearing a crescent
moon amule’cJ turnto 71.

If you are not wearing a crescent moon amulet, but you are wearing a circular amulet, turn
to 16.

]Fyou do not have any amulets, but you do have a cruci]cix, turn to 68.

]Fgou do not have any amulets, you must attack the horde of corpses. Tum to43.

b/
You study this scroll more closelg. You do not know the languageJ but you use your

knowledge of grammar and logic to discern patterns in the g!gphs. As you noticed earlier,
the cight Pointcc{ star is a very Prcva[cnt sgmbol in the !anguagc Thc papyrus seems to
have a crude map of the citg on it with an cight Pointcd star at the centre. ]t seems that
some’clﬂing very imPor’cant lies in that Place. Add the codewordlocation to your adventure
sheet. Tum to 70.
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4
You leap up, Flinging snakes off you. However, thcg Panic and you feel sharp Fangs
sinking into your arms, legs and torso. You clcsperatelg riP the snakes O)C)C, but then you
feel your blood burning with Poison. (nless you have a magical healing Potion and drink it
now (remove it fromyouradvcnturc sﬁcct), you die an agonising death as your organs fail
from the hugc amount of poison in your blood. |f you survive, you are shaken }39 your near
death cxPcriencc‘ Losc 2 hero POIht’s. /)[ you now have 0 or fewer hero /oo/nt's, turn fo 15.
]Fgou wish to head back to your camp, turnto 27. ]Fgou want to go down the marble stairs,
turn to 67. |f you have a rope and graPPle, you could climb up into the next level of the

tower. turnto 59.

5

Youjoumcy through the bizarre citg until you reach the eastern tower. ]t is made from
black stone and as you aPProach it you feel cold clcspite the ]:)!azing sun above it. You
light a torch and enter the tower. | he stairs going up have co”apsed but there are stairs
going down. You follow a tunnel until it opens up into a wide corridor lined with statues of
ancient kings and Priests. Thc light from your torch makes the shadows flicker all over the
P]ace. Warilg, you walk between the statues looking for signs of movement. Evcntua”g
you come to a stone door which you Puslﬁ open to find a crypt. Thereisa sarcop%agus in
the centre of the room. |t is surrounded bg pots, boxes, mummified People and mummified
cats. Thcre is even a boat lcaning against one wall. WI” you open the sarcoPhagus and
take alook inside (turn to 13)? Or have a look at the items in the crypt (turn to 52)?

6
Hang on, you think. ]t‘s not winclg. A green viPer then shoots out of the sand, xcangs
bared, reacly to bite you. YoujumP back, narrowly avoiding it (losc 2 hero Point’s as
payment’ for your Juck unless you have a /uc;éy charm. [F you have a /uc;éﬂ charm, lose 1
hero Ioofnf:) before you draw your sword and hack off its head. You check that no more

sand moves before comPosing Hourschc and entering the tower. Tum to47.

7
Your strike makes the creature howl in Pain but it still Puncl'xcs, kicks and bites with

astouncling sPeecl and Fcrocity. You Fight, dcsPcratcly trying to stave it off or kill it, but
the aPc‘s attack is relentless. Losc 3 hero Po/nts (/fyou have an enchanted weaporn,
reduce the loss [75 I. /1[ you have a 5/7/b/d, reduce the loss by I/ ) /)[ your hero Pofm‘s score

is now O, the ape man'’s assault is too much. | he last t/whg you see is it Z)rfng/ng /ts arms
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down upon gyour skull Your adventure ends here. ]F you survive the ape man's assault and

you want to continue to Fight it, turn to 3 8. ]Fyou Hce, turnto 27.

8

The wl—mispering in your head is replaced with a roar. T he roar of a lion. T he roar of rage.
You cannot help but to take the hammer and smash the altar. You feel like a he!P!ess
on]ooicer, watching yoursehc Pumme[ the altar in an uncontrollable rage, Foaming at the
mouth. The roar in your head takes over. Tl—xe altar cracks. As it does green smoke
shoots out of t!ﬂejade altar and engulxcs you but you still cannot stop smasl—xing it with the
hammer. As the smoke dissipates, you see the Pi”ars and walls crumble but you still smash
the altar. T he roarin your head is soon rePlaced by the roar of co”aPsing masonry. The
roaring only stoPs when you are buried beneath tons of rock. You have destroyed the
templc, but you have not killed the Old (God. |t still s!ecps beneath the grouncl. Fut your
final thoughts in the next empty entry oFHourJouma]‘ Think about:

Was c/cstroythg the fchD/C worth /osing ‘your life?

9
A]thr a clay‘s travc”ing, you Pitch your tent and get reaclg to sleep‘ As you take your

tunic off, you notice green scales are growing on your arm! You touch them. T he feel
leat]ﬁcrg and drg. A bit of dry scale comes off on your Finger. What on earth is l—rappening
to 3ou? You s!ccp very little that dag. Axctcr a few hoursJ you Paclc up your be!ongings and
continue, the whole time wonc{ering if you will be able to cure this affliction in the lands of

humani’cg. Tumtoi9.

10
You open the bottle and sniff the green liquicl. lt smells of herbs. You take a siP of the
liquid and a warm Feeling sPreads t}'\rougl'l your bodg. You then notice a small cut on your
Finger heal up. You have found a magical !—xealing Po’cion. Add the /7¢a/lhgpotion to your
cgur}omcnt Ist. You may use this Pot’/on any time you could use a first aid kit. When you
alo, restore all hero Po/nts Jost from that encounter and add the codeword healed to your
adventure sheet Tu rm to 44
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11
As you move towards the exit, you see something move in the corner oFgour eye. You turn
around to see the headless corpse of the snake twitch and then vio!cnt]g thrash around in
the crypt. You see itjust in time to dodge out of its way. T hen you see the snake's head
hopping along the floor towards you, mouth open. You dash out of the crypt while you still
have the chance and head back to your camp as fast as you can. Gafn 1 hero /oo/nt for
surviving the crypt. ] urn to 46.

12
The ape creature vanishesjust before it hits you. Just another illusion. Warily, you may
either start to explore the tomb (tum to 55). Or quit this P!ace before angthing else
happcns (turn to 46).

1%
You PUS]’I the lid of the sarcoP!ﬂagus off and it lands on the floor with a Huge crash. You
nervousiy look around but nothing l—vaPPens. Looking in the sarcopkagusJ you see that it
has a visitor. Thc corpse of a young man is lging on top of the original corpse, a look of
complcte terror on his face. Lhcting him out, you see that underneath him, the mummified
corpse has been crushed by the man's weight. Jt Probably wasn't the corpse that did this,
then. Looking through the man's backpack, you find a hammer with iron spi‘(cs, a hunting
l(ni{:c, a crowbar and a crucifix (you may add any of these to your ccluiPmcnt list). Your

thoughts are interrup’cccl when you sPot movement from the corner of your eye. Turn to

8%.

14
You throw your knife straigl—xt into the snake's eye (cross the /7untlhg knife oﬁ[your
cqur}omcnt Iish). |t hisses in agony as the knife strikes its mark but then darts for you. You
!eaP out of the way to avoid bcing traPPccl in the snake’s giant maw and draw your weapon
to kill the giant snake. You strike its scales, then kick away the tail as the snake tries to
wrap itself around you. You desperatelg hack away at the snake, trying to kill it while the
snake crushes you and bites you. With a mightg ]:)]ow, you eventua”g cleave its head off.
The head goes Hging across the crgPt and bounces off a wall before !anc{ing on the floor.
You are wounded and tired. Losc + hero Poi/?ts* 6’1[50u have an enchanted weapor,
reduce the hero Points Joss [75 1. JF you have a shield, reduce the hero Points Joss /75 1) JF
your hero Po/nts score is now O, you succumb to your /'Ijun'cs and /ay down in the crypt
unable to get up aga/n. ]1C you now want to leave the crgPt) turn to 11. I]C you want to get

more treasure, turn to 39.
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15
You have had cnough of this Place. You are not cut out for cxP!oring [ong lost tombs with
animated corpses and vicious traps. You immcdiate!g head straight back to your camp and
load 5ourselF up with as much food and water as you can carry before setting out across
the desert and back to the lands of humans where the foes can be slain and the treasure is
not tainted. ]n the month you sPend crossing the clcsert, you have a good long think about
whether you still want a life of adventure and travel. /fyou have the codeword scales on
your adventure s/mct, turn to 19. /1[ you do not have the codeword scales but you do have
either or both out of the codewords hcaling orartefact on your adventure sﬁcct, turn to 9.

Otherwise, read on.

Fill out the next entry of 3ourjoumal. T hink about these qucstions:
Are there any parts of. your cxpca’ftlbn that you would fike to [orgct?

Was your cxpca’/tlbn worth it?

Do you still hold the beliets that you had before you came to K halris?

16
The corpses see the amulet around your neck and immediatelg reach out to take it,

advancing even faster. You are going to have to Fight them. T urn to 4.

17

You dream that you are Hoating above the city. You dive down and Hﬂ amongst its streets
and bui!c}ings, marvc”ing at the strange geometries and [~ Idritch atmosphere. Then you
see a Figure stancling atop one of thcjaggecl sPires of the citﬂ. You ﬂﬂ up to it to see that
it is the sPirit of your granchcathcr. You remember the shamans tc”ing you that your
ancestors would visit the dreams of someone in great need to give them advice. At first,
your grancwat}'lcrjust stares at you, his bodg ’cwitching asif heis Figl—xting some great force
within him. Evcntua”y, he manages to sPcak. Each word comes out as if dragged out bg
the labour of a hundred men.

’Lcave...this...P]ace...great...clarkncss.‘

You tell your granclpather that you are here to gain honour for goursehc and your tribe.
uPon hcaring this, a singlc tear runs down his face. [ e opens his mouth again.
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'Beware...t]ﬁc...sl—miFting...sand.‘

You are about to ask him what he means }33 this before you withess a start[ing
transformation. Yourgranclxcather’s skin turns green and scalg, Fangs grow out of his mouth
and his eyes become orbs of blackness. The scalg beast leaps off the tower towards you,
Fangecl mouth open and reac{g to sink into your neck.

You awake. Jt is now dark outside. You prepare 3ourse|F for exPloring the citg but the
dream stays with you, nagging you from within. White the codeword sand on your
adventure sheet Once you have gathcred your things, you begin your exPloration of the

citg‘ Turnto49.

18
You uncork the bottle and throw holﬂ water over the corPsc’s face. No’ching haPPens and
the corpse still continues towards you. You throw the bottle at the corpse which smashes
and splasl'mes ]10!5 water all over it but notl—n'ng l—rappens (rcmovc the /70/5 water fromyour
cqutl'omcnt /lsf:) The corpse is almost upon you, arms outstretched, determined to drag
you to an earlg grave or worse. You must Fight it hand to hand. Turn to 34-.

19
Howcver, for you, even returning to the lands of humam’tg may be asking too much. The
mutation is sPreac{ing. Scales are now growing all over your arms, legs and torso and inside
your mouth you feel Fangs growing with your ever more increasing!g forked tongue. I ven
the way you see t}'\ings is different. ]Fgou return to any town, you will be lgncl—red and burnt.

You don't know how )Caryour mutation will go.
Fill out the last entry of 3ourjoumal. T hink about these qucstions:

What do you think your future lite will be like, now that you are mutating into some kind of

snake beast?
Do you think that you deserve this?

What are you going to do with \goursc/)[ now?
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20

You enter the tower reacly to explorc it. Thcre is no way down so you head up some
3euow stone stairs. | he rooms on each level are lined with books and scrolls. You sPcnd
several hours looking at the material onlg to find it inc}eciplﬂerable. You do, however, notice
the Prevalencc of eig]ﬂt Pointed stars and several Pic’cures of giant anima!/humanoid Iﬁgbric‘
giants wa”cing amongst Pcop!e and causing havoc. |f you have a viewing lens you may take
a closer look at the Picturcs. Turn to 29. Therc are also Pictures of such giants s!ecping
beneath the earth, clreaming of such times again. You may take one of the books if you
wish. |f you take a book, add the ancient book to your cqw;omcnt list and add the
codeword artefact to your notes list. thn you have Finishccl, you return to your camp,
Proud that you have survived a tower of this cursed citg‘ Grain 1 ﬁcropo/ni’. Turnto46.

21
You Push the door open. Thc last thing you see is an axe Flging out of the darkness and
the last thing you hear is a thunk as the axe buries itself into your head. You are dead
before you hit the floor.

22
You dream of cxploring the ruined citg. You walk between the bizarre buildings, looking
for entrances to the clungeons beneath the city. You find a dark door which you enter to
find a tomb full of sarcoPhagi. You walk towards one and lift the lid. ]nside is a mummified
corpse. lts eyes flick open and it stares at you. With clawed outstretched hancls, it then

rcachcs 1Cor 3OU.

You awake. Jt is now dark outside. You prepare 3ourse|F for cxPloring the citg but the
dream stays with you, nagging you from within. Oncc you have gathcrecl your ’chings, you
bcgin your cxP!ora’cion of the citg. Turmto49.

2%
You draw your weapon to kill the giant snake. You strike its scalcs, then kick away the tail
as the snake tries to wrap itself around you. You desperatelg hack away at the snakc,
trying to kill it while the snake crushes you and bites you. With a migl—xtg blow, you
eventua”g cleave its head off. Thc head goes ﬂying across the cryPt and bounces off a
wall before !ancling on the floor. You are wounded and tired. /_osc 5 /mropoints* (i[you
have an enchanted weaporn, reduce the hero Po/nts loss bﬂ I. /f you have a 5/7/}:/05 reduce

the hero Points Joss by 1) JF your hero /ooints score is now O, you succumb to your injuries
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and[ay down in the czypt unable to get up again. ]Fyou now want to leave the crgpt, turn to

1. ]Fgou want to get more treasure, turn to 9.

24
You loose off an arrow into the dari(ncss, but you do not hear it hit angthing made of
flesh. ]nsteac{, you hear a dull thud as it hits a wall some way off. The creature is still
shugling towards you. ]Fgou cl—rarge at it, turn to 40. ]Fgou throw a torch in its direction to
sce what it is, turn to 77. |f you have a hunting knife and wish to throw it at the creature,
turn to 58. ])Cyou wish to retreat and head back to your camp, turnto 27.

25
You brandish your crucifix at the shadows, but thcg continue their advance. You prepare
to do something c!se, but chi”ing hands grasp you and Para]yse you. You can onlg watch
as the shadows enguhc you, dragging you to the cold, dark void where you will languis!ﬂ for
all eternity.

26
You fire an arrow straight into the snake's mouth. |t hisses in agony but then darts gor}jou.
You leap out of the way to avoid bcing traPPecl in the snake’s giant maw and draw your
weapon to kill the giant snake. You strike its scales, then kick away the tail as the snake
tries to wrap itself around you. You desperatelg hack away at the snake, trying to kill it
while the snake crushes you and bites you. With a mightg blow, you eventua”y cleave its
head off. T he head goes Flging across the crypt and bounces off a wall before landing on
the floor. You are wounded and tired. /_osc + hero Po/nts* &'fyou have an enchanted
weapor, reduce the hero Points Joss by I. /1( you have a sﬁl'c/af reduce the hero Points Joss
by 1) Jf your hero Iooints score is now O, you succumb to your i-/y'unbs and /ay down in the
Cly/ot' unable to get up again. l]C you now want to leave the crgPt) turnto 1 1. I]C you want to

get more treasure, turnto 9.

27
You are not going to s!aﬂ monsters and win treasure, glorﬂ and know!cdge if you flee at
the first sign of da nger! [ ose 1 [Hero Foint. [F your hero Po:hts value is now O, turn to 15.
Otherwise, turn to 46.

28

You immediately sPring back,just in time to see a green viper shoot out from the sand,

Fangs bared, readg to bite you. With one swift motion, you draw your sword and hack off
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its head. You check to make sure that the sand is no longer moving, and thank your
granchcather before you enter the tower. Turmnto 47.

29
Looi(ing through the viewing lens, you can see the Pictures in more detail. You look at the
fearful faces of the Pcop!e as theﬂ are scattered by the Olcl Gocls. Thcn, you notice a
Picture of the city is actua”g a detailed map. You notice that a building in the centre of the
city is labelled with an eight Pointed star. |t scems to be an imPor’cant location. Add the
codewordlocation toyouradvcnturc sheet. You also notice that there is a Figure who is
entering the building from the top and a xcigure who is entering the building on the ground
floor, but this Figure is Paintcd red and he has a cross over his head. You then see a gigure
by the tower and drop the viewing lens when you see that it has your face! Looking back
through the book, you see that the Positions of the PeoP!e have changed‘ What kind of

sorcery is this? Ketum to 20.

30
As you aPProach the coger, the whisPcring gets louder. You open it and look inside to
see not]ﬂing. Notjust an empty coffer, but the total blackness of the void. T hen you see a
being Hoating towards you. Your eyes fix upon it. You are unable to tear 3ourselxc away
from the sight of such an indescribable monster. Then you hear its inhuman call. The call
of madness. Thc call of oblivion. The call of K halris. As your eyes and ears are
assaulted by the sights and sounds of these chthonic abominations from the eldritch
abyssJ 3our1cragile sanity is shattered gorgood.

351
You raise the copper star to the corpse and it stops in its tracks. You show the star to the
stationarg corpse while you carcmcullﬂ back out of the room. Tum to 70.

32
You have a look at all the valuables in the crgPt. You may take one of the [o/'/'owing:

A bag containing 100 ancient gold coins.
An golcl amulet shaPcd like an 8 Pointcd star.

Agolcl amulet shaPccl like a square.
A_jcwc"ccl sword.

thn you have selected one item, your search is interruPtccl when you spot movement

from the corner of your eye. Tum to 8%.
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3%
Youjourneg through the narrow twistg a]]egways to the Great Temple. Fl" in the next

entry of Hourjournal. T hink about the {:o“owing things:

W/y are you go:hg to the Grcat Tcmlo/c?
Do you think the Old (Gods are real entities?

Wﬁat do you cxpcct' to find at the Grcat Tcm/o/c?

On your way, you see your camel down a side road. ]’c has its back to you and seems to be
investigating a door. Don't go near it! warns Garrod‘ '‘No animal lives in this citg ~ on]y the
undead and demons!" [f you aPProach your camel and take it back to your camp, (Garrod
will not follow you. Turn to 63. ]1C you heed Garrod's warning and head for the temple turn
tosi.

34

You strike the corpse with your weapon, but you on]g succeed in slowing it down and not
stoPPing it. The corpse grabs, claws and Punches you with inhuman strength. You Figl—lt in
order to get Hoursc!)C in a good Position to retreat. E_vcntua”g, and after ’caking several
cuts and bruises, you have your back to the door. You disengage from the corpse and flee
up the stairs and out of the tower. You catch your breath outside the tower, waiting to see
if the corpse emerges, but it doesn't. You have been injured bg the corpse's blows ([ ose
+ hero Po/l7t5*. JF you have a shield, you may reduce the loss [75 1. JF you have an
enchanted weapon, you may also reduce the loss by I). Tu mto 7O.

35
Eager]y, you run amongst the scores of sarcoPhagi and admire the horde of treasure that

you can stuff into your backpack. Thcn you hear a creaking noise. You turn around to
see that the lids of Al | the sarcopl—xagi are slowlg opening and that the corpses inside
them are sitting up- As one, they slowlg turn their heads and look at you. T hen tf'xeg start
to get out. H:you want to make a grab for somcthing and escape, turn to 55. ])C you want to
take your time and Put lots of treasure in your backpack, turn to 84-.

36
You drag Garrocl’s corpse back to your camp and start to Clig into the sand. A few hours
go }33 before you have made a hole big enough for the corpse. You put him in it and Pile
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the sand on top of him. You mark his grave with a Pi!e of stones found near the city. Gain
1 hero /oo/nt for giving a man a decent burial You are too exhausted to return to the citg

and ex ]ore the southern tower, so you clccide torest. | urnto46.
p 150 Y

37
You count Fi)ctg ancient gold coins into your purse. Thc heads of such coins dcpict a man

wearing a headdress not unlike the one on the sarcophagus‘ The tails clcpict an eight
Pointcd star. Thcg are going to pay your way for a long time to come. A4dd 50 ancient
go/a/ coins to your money. Tu rm to 44

58

You battle on with the ape. You worry as you are starting to tire, but the ape is still
assaul’cing you with unstoppable Furg. You Fina”g get in a blow to the head. T he ape
screams in agony. Ancl then it vanishes. The beast was another illusion. Howcvcr, your
wounds are still real. [ ose 2 hero Points*. JF your hero POIhts score is now O, you are too
drained to carry on. As blood flows from the wounds in your boc/y, you can do not/')/ng
else but join the other corpses in the tomb. Your adventure ends here. |f you are still
clinging onto [hcc) you may cxPlorc the tomb. Tum to 35. Or quit this Place before
something else happcns. Turnto46.

39

You move towards the sarcophagus. Too latc, you see some movement in the corner of
your eye. You turn around to see the headless snake's tail smash into gourxcacc, knocking
you over. T he tail the starts to thrash around vio]en’clg, !ashing out at you. You then see
the snake's head I'uoPPing towards you, mouth open so that you can see the wall behind it.
]:orgetting the treasure, you dcsPcratclg flee the snake’s tail and head in order to escape.
Gain 1 hero Po/nt /‘orsurviving the crypt. . Tumto46.

40
With a battle cry, you run at your unseen foe and then suc*clcnly, your foot touches
nothing. You look clown)just in time to see your foot pass through the i”usionarg floor
before you fall into the Pit. A few seconds later, the floor rushes up to you and you hit it
with a crunch. You lie in Pain for several minutes before trying to get up. [However, when
you do an agonizing Pain shoots up your left lcg. You have broken it. Your onlg hoPe isa
magica] hca]ing Potion. If you do not drink a magica| hcaling Potion, you lie in agony for

several dags before thirst overtakes you and you ﬁna“y, mcrcﬁ:u"g, black out forever. [f
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you have the hea!ing Potion, you drink it (cross it o#yourequt}oment/tﬁst) and you feel the
Pain subside. You can walk again as if you had never broken your leg. Then thoughts turn
to escape. The walls are smooth and imPossib!e to climb. H: you have either a rope and
grapple or a hammer and iron spikes, you may get out of the Pit. Otherwise, you have no
choice but to wait for the thirst to overcome you before you die. Jf you manage to survive

this ordeal, turn to 65.

41
T hese People did not wors}'xip the One (God, but from its Prevalence, you can tell that the
ho]y sgmbol of this religion is the eight Pointecl star as it is Painted all over the walls and
appears on the sarcoPhagus. With this in mincl, you Pick up a copper star with eight Points
on a leather cord. ]t may be worthless in the cities but re!igious sgmbols are Priceless to
their followers. You remember that One Church uses cross shaped indents as locks so
that onlg those who carry the cross of the One God may enter. The copper star may
serve a similar purpose. Add the copper star to your cqw}omcnt fist. Return to 47 and

choose your item.

42
You thrust your torch into the shadows. The light and heat from your torch does nothing
to them but the cold and darkness extinguishes it. You are Piungec} into darkness.
Not}wing happens. You laugh with relief. Then you feel a hand grab your !eg from behind
you. DesPeratelg, you strike out at the hand and run towards where you remember the exit
to be. You stumble and run through the darkness and do not stoP until you have run up
the stairs of the tower and puta good distance between 5ourseif and that cursed builcling.
Relieved that you have survived, you return to your camp. Gain 1 /zcrolooint [orsurviving

the Cly/ot. . Jurn to 46.

45
Thisisit. You are traPPed and have no means of escape, no one to help and no I’xoPe but
you are not going to go down casy. You draw your weapon and charge into the horcle,
Furiouslﬂ hacking at the corpses. Limbs Hg here and there, but eventua”y, the rotting
horde drags you down and Pile on top oxcgou. You are crushed and suffocated beneath a
Pyramid of rotting corpses. Soon you will rise again, damned to wander the city as one of

them‘
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4,-4..

As you Picic up your chosen item, you hear a creaking sound coming from behind you.
Your fears are confirmed when you see the sarcoPhagus open to reveal an emaciated
mummified corpse. Jts left Footjerks quards and then moves forward. | hen it takes a slow
step with its right foot. T he corpse lurches towards you. [For a moment, you cannot move,
not belicving that a corpse could be moving until the rotten stench of ciecag hits your
nostrils and rouses you into action. The corpse stands between you and the stairs so you
cannotjust run away. ]]C you have a bow and arrows and wish to loose off an arrow at the
corpse, turn to 97. [f you have holy water and wish to douse the corpse in it, turn to 18. |f
you have a silver crucifix and wish to show it to the corpse, turn to 56. ]Fgou have a copper
star and wish to show it to the corpse, turn to 1. Otherwise, you are going to have to
Fig]ﬁ’c the corpse hand to hand. T urn to 34.

45
You dream. You dream of overcoming the animated corpse in combat ]:)3 cutting it into
Pieccs and crusl'ming them until theg are dust. | hen you get all of the treasures of the
tomb. You then look inside the sarcopl—lagus to see if the corpse had angthing of value in
there. lnstead, you see nothing. Not even the back of the sarcophagus. Just blackness.
You reach into the sarcophagus to see if you can touch the back of it but you touch
nothing. T he void feels icy cold. Then it starts to sPread. The blackness creeps out of
the sarcophagus and surrounds you, enveloping you and Pu”ing you into its cold, silent
vacuum. You cannot resist until you are surrounded }33 the void. You float for what seems
like an eternitg. Then a voice Pierces the silence. lt is a Powencu! voice that makes your

whole boc}g shake in terror. '|n this city of the dead, | lie dreaming, waiting to be free.!

You awake. You are shivcring from the cold of the night You look for your blanket but
you cannot find it. Did the camel make off with it? You could have sworn that you had it

before you went to sleeP, or were you too exhausted to notice?

You decide that with dwindling food supplies you should think about such things later and
explore the city more. When you scoured the city, you found four towers in the city Placed

around the centre at the four cardinal directions. Which tower do you want to cxplorc’?

T]’]e north tower? Turn to 88.
The south tower? Tum to 74.
The west tower? Turn to 5%.
T]’]e east tower? Tum to 5.
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46
You return to your camp to rest. H: you have either the codewords healed or artefact on

your adventure sheet and you have not done so alrcaclg, turn to 94-. Othcrwisc, read on.

A}ctcr your rest, you reflect on your cxplorations. ComPlctc the next cntry of your
_journal. T hink about the Fo“owing qucstions:

How well do you think you dealt with the cﬁa//cn‘gcs of the tower you cx/o/orcc/?

Are you /73,0,05 with what you found in the tower?

What do you think of the city of K halris?

When you have finished gourjoumal, you consider the next stage of 3ourjourneg. [f you
have now visited two towers, turn to 79. [f you have visited one tower, you may explorc

another tower that you have not alrcaclg cxplorccl. Which one will it be?

Tlﬁe north tower? Turn to 88.
The south tower? Tum to 74
The west tower? Turn to 5%.
Tl’]e east tower? Tum to 5.

47

The inside of the tower is cool in sharP contrast to the Hazing hot desert. Thc stairs
going up have long since crumbled away but there are stairs going down. You descend the
dark c}cptl—]s into what is a richly decorated crypt. A golden sarcophagus stands at the
centre of the room in the shaPc of a person wcaring a headdress with arms crossed.
cheral items are scattered around the crgPt. There is alocked iron chest, a !ong papyrus
scroll, a sharp sword with an emerald in the hilt, a box of golc{ coins, a bottle containing a
green liquid and a silver statuette of the One (God. /fyou have the rc/{gious background,
turn to 41. /)[ not, read on.

You must decide on one item that you want to take. |f you wish, you may try to open the
iron chest. You can Io/c.é the lock lfyou have /ocL/oicks or you can /or/:sc it open i[you have
a crowbar or /7unt/ng knite (however, this will bend the /7unt/ng knife and make it unusable -
cross it oﬁ:gour cgw}omcnt //stj H: you want to and you can, you open the chest. Turn to

57-
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]F you cannot or do not want to open the chest, you must Pick another item and turn to the

aPProPriatc Paragraph‘

T]’me papyrus scroll? Turn to 99
Thc sharp sword? Tum to 82
Thc gold coins? Tumto 37
The green !iquid? Tumtoio
T he statuette? Tumto 76

48
]F you want to head for the great temple, turn to 9%. C)’cherwiscJ return to 79 in order to

leave this wretched Place.

49
The city is huge. You decide to probe the surface first before exploring any of the
Y b P prorng any
bui!clings. After one night of exp[oration, you have seen much of the city's alien
geometries. You rest for a short time during the clay, mindful that your Provisions limit your
time here. Once the heat of the midda Sun has passed and the airis coo!er, ou head
Y P 9
out to a different Portion of the city. You do this for six dags, each clay exp!oring a
different part of the deserted necropo!is. You notice that no’c}'lirxg grows or lives here - not

a single Plant or animal.

]Fgou have a Parchmen’cJ qui” and ink, you draw a map of the city and write down locations
of entrances to interesting builclings or Placcs that may lead undcrground. /fyou have
Parc/m;cni; gu/// and /n;é, add the codeword map to your adventure sheet.

E_vcn’cua”g, you decide that it's time to exPlore some bui!dings. You head across the city
to a tower where you had seen an open entrance. Wl—xen you get to the tower, you ligl—xt a
torch and prepare to enter it. As you aPProach the Porta], the sand starts to shift as if a

breeze is blowing it across the surface of the desert.

]Fyou have the codeword sandon your adventure shcct, turn to 28. Otl—rerwise, turn to 6.
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50
You climb upon the roof to see an iron ring on a stone trapdoor. You Pu“ the ring to open
the traPcloor, !igh’c a torch andjump down into a clrg, coolJ corridor. A)Cterxco”owing it down
for a while, you come to the front door, which you notice is connected to an axe trap. ]Fgou
would have opened it, the axe would have flown into your head. You disarm the trap so
that you can leave the tcmplc sa]celg through the door. Thcn you see a lever, which you
Pu” A stone door opens before you. As you take your hand off the levcr, it starts to
close s!ow!g. This is a Problem. If you go ’cl—mrougl') the door and deepcr into the templc, it
will be closed when you get back. You don't see a lever on the other siclejjust a small
indentation in the shape of an eight Pointed star. H: you have the codeword compan/on on

your adventure shcct, turnto 81. ]F not, you head through the door. Tum to 60.

51
You round a corner to find goursclxc in a small square Packed with silent stancling corpses.
uPon secing you, as one theg all take slow stcPs forward. You turn around to run but see
other corpses Pi!ing into the street 9oujust came from. T]’le are s!ow!y advancing on you
and you have no escape. llc you have the codeword map on your adventure sl'lcct, turn to

98. Othcrwise, you will have to face the silent horde.

]Fgou are wearing an amulet with an eight Pointed star, turn to 92.

]Fgou are not wearing an amulet with an eight Pointed star, but you are wearing a crescent
moon amulct, turnto /1.

]1C you are not wearing a crescent moon amulet, but you are wcaring a circular amu!et, turn
to 16.

]Fgou do not have any amulets, but you do have a crucifix, turn to 63.

]Fyou do not have any amulets, you must attack the horde of corpses. Turn to 43.

52
You sprint back to your camp as fast as you can. [ose 1 /zcrolooint foryourcowarc/icc. JF

your/mro/oo/nts score is now O, turn to 15. Otherwise, turn to 46.

5%
The west tower is a beautiful marble builcling with a giant stone snake coiled around it. |t

almost seems like it shouldn't belong amongst the alien geometries of the strange citg. You
enter the tower which does not have any stairs going up for some reason but it does have a

stone trapdoor with an iron ring and some rope dangling down. T here are also marble
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stairs heac}ing down. ]Fgou wish to Pu“ the rope on the ’crapdoorJ turn to 85. ]Fgou wish to
head down the marble stairs, turn to 67.

54
You enjog the feast of horse meat and tea with the nomads while you swap stories oxcgour
travels. Thcg ask you where you are headed. You tell them of your P!ans to cxPlorc the
dead citg of K halris. When the nomads hcargou mention that name, their faces turn grave.

You must stay away from there. Our tribes never go near the Place, for it is cursed and
haunted. Many say that there are countless treasures in Khalris but all the gold and
jewe]s in that city are not worth Facing the wrath of the gocls that sleeP beneath it.

You insist that you are more than Prepared, but the nomads still try to get you to turn
back. thn theg see that you are aclaman’c, they givc in. E_vcntua“g, you take your leave.
You thank the nomads for their hosPita!itg, bid them farewell and continue 3ourjoumeg.

Turnto 66.

55

You make a grab for somcthing and then run for the exit before the corpses overwhelm
you. You hear a moan of dismay as you escape their clutches and run up the corridor,
remcmbcring to !eap over the disguised Pit and out into the open. The daglig!’xt hurts your
eyes for a moment, but you welcome the heat of the desert. You insPcct the item you

grabbed‘ You may add one of the Fo"owing to your adventure sheet:

A bag containing one hundred ancient golcl coins.

A\ decorated and bcjcwc”ccl ceremonial daggcr (it can also count as a hunting knife).
Agolcl crescent moon shapcd amulet.

An emerald ring.

Agolcl amuletin the shaPc of an cight Pointcd star.

When you have made your choice, you head back to the camp, ]ﬁappg that you survived
and overcome the horrors of the tomb. (Gain 1 ﬁcropoint. Turmto46.

56
You remove the crucifix from 3ourjerl<in and brandish it at the corpse which continues its
advance. The corpse is now upon you, arms outstretchecl, rcac{g to Clrag you to an carlg

grave or worse. You must Fight it hand to hand. T urn to 34.
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57

You open the chest to find a steel warhammer with images of lions carved into the head.
As you Pick it up, you feel the tingle of magic run up your arm. Aa’d the enchanted

warhammer to your cgutl'omcnt fist. T urn to 44-.

58
Cross the /7unting knife oﬂ:your cqwlbmcnt st You throw your hunting kni]cc, but you do
not hear it strike flesh; instead, you hear it clatter to the floor some distance off. T he
creature is still shuﬁqing towards you. |f you charge at it, turn to 40. |f you throw a torch in
its direction to see what it is, turn to 77. |f you have a bow and arrows and wish to loose off

an arrow at it, turn to 24-. ]xcgou wish to retreat and head back to your camp, turnto 27.

59
You climb up into the next level, wary of snakes. E_xcePt there are none. The room you

are in has a }*Auge tapestry going all the way around the wall and an cight Pointecl star on
the floor. You look at the tapestry depicting creatures that look like crosses between
human and snake ba’ctling humans and !iving in the city. Then you see something shocking~
a message in your own language. How could that be? ]t reads ’/n this ;llousc, the a/caa/‘goa/s
awarlt, dream/ng.’The message Points to a tower showing you that the way in can on!g be
from its flat top. Adc/ the codeword location to your adventure sheet. Bemused, you
climb down the rope. lF you wish to head back to your camp, turnto 27. IF you want to go

down the marble stairs, turn to 67.

60
You walk down the cold corridors. As you travel towards the temple, you start to hear
whispcring. H:you have any of the codewords sca/cs, healed or artefact on your adventure

sheet, turn to 64. Otherwise, turn to 69.

61
You cannot escape. Thcre is a roar as the tcmP[e co”aPscs upon your Fragi!e boclg,
crushing it to dust. You have destrogccl the temP!c, but you have not killed the O!d Gocl.
]’c still sleeps beneath the grouncl. W|1at are your last thoughts‘? Fut them in the next cmptg
entry of yourjournal. T hink about:

Was dcstroylhg the tcmp/c worth /oslhg your lte?
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62

You slowly follow the passageway for an hour, all the time kicking the stone before you so
that you will know if there are any other Pit traps. None present themselves to you,
however, and you make it into a cavernous chamber, lined with many rectangular
sarcophagi. There are also Pi!es of weapons, jewe”erg and armour around each
sarcophagus and around the walls of the tomb. Howevcr, before you can Pick any of them
up, you hear a grow!ing sound. You spin around and draw your weapon. Before you
stands a white haired humanoid creature, half man, half ape. [t bears its teeth at you before
cl—marging with a howl. T here is no time for ranged weapons. If you strike it as it cl—larges,
turn to 7. ])Cyou let it chargc into you, turnto 12.

63

You aPProach your camel as quietly as you can, not wanting to startle it. When you are
just behind it and reaclﬂ to grab its ]cad, its head turns around on its neck. At xcirst, it looks
like it is craning its neck to look at you, but then the head turns even more until the camelis
staring straight at you, looking behind you. You leap back as you see that the head is
rotting and that its eyes are glowing red. Before you can move, the camel lashes out at you
with its hind legs, sencling you ﬂging. You land on the ground, Paimcullg. thn you get up,
you see the camel ga”oPing o#, an unearthlﬂ scream emanating from its clecaying mouth.
You are hurt and shaken. [ ose 2 hero Pozhts. )/ your hero pozhts score is now O, turn to
15. Otherwise, you head on to the (Great Temple, not wanting to tarry any longer. Turn
tos51.

64
The wl—misperings turn to screams. | here is a Powerpui tlﬂumping in your head. You fall to
the grouncl, droPPing your torch. You can see the green scales are sPrcacling all over your
skin. You feel your teeth growing into Fangs and your tongue sP!itting into a fork. ]n a few

minutes, you begin your new life as a snake.

65
You Fina”y haul 9ours<3l1C out of the Pit. You can still hear the shwcﬂing noise but you still
cannot see angthing. ]t must also be anillusion. You Pick up some rubble and put itin your
Pockct You also start kicking a rock along the floor to make sure that you don't fall into
any other i“usionarﬂ Pit traps. Tumto62.

AN ENTRY IN THE 2012 WINDHAMMER PRIZE 28



CALL OF KHALRIS BY STUART LIOYD

66

A]thr two more weeks of hard travel across the desert, the city of K halris comes into your
view. [ts structures are like nothing you have ever seen before. Jagged sPires loom over
sphericai constructs and other weird cyclopean architecture. As you get closer, the
strangeness of the Place becomes more evident. Some of the buildings have no windows;
others have stairs that come out of the roof and twist quarcls into the air but lead to
nothing. ]t takes another day to Fina“g reach the outskirts of the city. Your camel refuses
to walk between the buildings, so you Pitch your tent on the eclge of the city and decide to
explore it in the nig!’xt after you have had some s]eep. After you have eaten some cheese
and dried Fruit, you lie on your bedroll and go to sleeP‘ ]Fyou have the tribal backgrouncl,
turnto 17. ])Cyou do not, turn to 22.

67
You descend the stairs to find 9ours<3l1C in an oPu]ent marble crypt. A richlg adorned
sarcophagus lies at the end of the room which has Pi”ars with coiled snakes around them
suPPorting the cci!ing. You walk towards the sarcoplﬂagus and marvel at the treasures

around it. You may take one of the Fo"owing items:

An golclcn amulet shaPcd like a circle.

A box containing 200 ancient gold coins.
Agolclcn amulet shapcd like an cigl'lt Pointcd star.
An ornate shield decorated with a snake emblem.

Agolclcn headdress with ajadc snake on the toP.
When you have selected your item, turn to 86.

68

You show your crucifix at the corpses, but it does not]ﬁing to slow them down. You are

going to have to Fight them. T urn to 4%.

69
The whisperings in your head grow louder as you enter a modest sized hall. T here are
three Pillars holding up the ceiling and there is ajade altar at the end of the room. At the
foot of thejadc altar is an ornate silver coger, decorated with snakes. Thc whispering
increases in volume. ])Cyou have an enchanted warhammcr, turn immecliate]y to 8. ]1C you do

not have a warhammer, but if you do have some Firepowdcr, you may attempt to blow up
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the altar (turn to 89). [f you do not have girepowdcr or do not wish to use it you feel an
irresistible Pu” towards the coffer. You hear a voice in your head, a call for you to open it.

You aPProach the silver coffer in order to open it (turn to 50)

70
A]thr your encounter, you return to the camp to rest. Howcvcr, when you return, you find
out that your camel is missing. You curse at your own inePtitude at tging the camel to
some’c]ﬂing secure. You wander around the city for an hour, looking for the camel or signs
of where it went such as Footprints, but you find nothing. T he wind must have blown sand
over the camel's tracks. Too hot and tired to continue, you return to your camp, hoPing

that your camel will return. You get into your tent.

/)[ you have the educated bac;égrounal and a pPapyrus scro/l turn to 3. /)[ you do not, read

on.

You then reflect on your encounters. You have overcome the traPs of one of the citg's

crypts and obtained something of value. (Gain 1 hero point.

FFill out the second entry of your J‘oumal. Think about the following questions:
What do you think of the item(s) you have acquired?

Did you find your encounter challenging?

What do you imagine that you will find in the rest of the cty?

When you have finished 3ourjourna[, you get some sleep in Preparation for another day’s
cxP]oring‘ Turnto45.

71
The corpses see the amulet around your neck and immediatelg reach out to take it,

advancing even faster. You are going to have to Fight them. Turmto43.

72
You aPProac]ﬂ the building which seems quite unassuming, even normal. [f you have either
hammer and spikes or a rope and graPP!e, you may scale the wall and get onto the flat
toPPcd roof. ])CHOU wish to do this, turn to 50. Thcre is a stone door at the base of it. ]F

you wish to open the door, turnto 21.
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73

You draw your weapon and, before the man has a chance to strike again, you hit him in the
chest. The bearded man crumP!cs to the grounc!, dead. You search him but find nothing.
[However, on closer insPection, you wonder if he is actua”g trulg a man. [Jis teeth are
sharp like Fangs and he has Patc}’xes of green scales on his boclg. [He looks Peacexcul in
death and you wonder if some curse from here afflicted him. l]C you wish to head back to

your camp, turnto 52. ]Fﬂou continue to the southern tower. Turn to 9.

74
You traverse the streets of the citﬂ with your hoPes set on rich rewards from the south
tower. You are wa”cing between two sPikecl domes when you see some movement from

behind one of them. |f you investigate it, turn to 80. |f you press on to the tower, turn to
90.

75
T]’]e southern tower has a stone door at its base. You both Pus}’x the stone door open

until you feel the coolness of the inside of the tower. | hen there is a cfick and a weak cry
from Garrod who has an arrow imPaled in his chest. lt’s a traP! Garrod crumP!es to the
Hoor. Before he dies he bids you ‘Savc...gourselxc..from...he”.’ [He closes his eyes. Cross
the codcwordcompanion [romyour adventure sheet. Garrod looks Peacmcul in death. lF
you decide to give him a burial on the eclge of the city, turn to 36. |F you decide to enter

the southern tower, turn to 20.

76
This silver statuette should be very valuable to any church in civilised lands. (Jntil you
notice that the One Gocl is being stranglccl }33 a huge boa constrictor. This is actua“g a
depiction of the One God being killed bg a snake. Ada’ the silver statuette to your
adventure sheet. Tu rm to 44

77
You throw your torch a few metres ahead oxcgou. Thc torch hits the grouncl and then rolls

along it for a bit, revealing no creatures despitc the sound of shummg. T hen your torch
falls, seeminglg through the floor, Plunging the corridor into blackness. You ligl—lt another
torch and carcmcu”y edgc forward. You Pick up a rock and give it a Push a!ong the foor.
You watch it roll a!ong the grouncl before Fa”ing through it in the same Place. An illusion!
The 51’1u1cﬂing sound must also be trickerg as you still can see no monster. With a little
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experimcntation, you find out that the Pit is not that wide and 5oujump over it with ease. £
you tﬁrcwyour /7unting knife, you may recover it. You Pick up some more bits of rubble to
help you later. You also start kicking arock along the corridor in front of you to make sure

that there are no more i”usionarg floors. Turnto 62.

78
You are on good terms with the nomads after you Protectecl them from a bandit attack.
T]’]is group know of your deeds and greet you warmlg. You have a long conversation
about their fellows and your Plans to explorc Kha]ris. W}'\en the nomads hear you mention

that name, theirfaces turn grave.

You must stay away from there. Qur tribes never go near the P!ace for it is cursed and
haunted. Mang say that there are countless treasures in Kha!ris but all the gold andjewels
in that citg are not worth xcacing the wrath of the gods that sleeP beneath it

You insist that you are more than Prepared, but the nomads still try to get you to turn
back. When tl'xeg see that you are adamant, they give in.

AN least take some things that may give you hoPe against the warPed beasts and heathen
brutes of the ruins. However, | fear that thcg will Provide false hopc.' says one of the

nomads.
You may add a /7unt/ng knite and/or bow and arrows to your cqw}omcnt fist.

Once you have spoken with the nomads, you thank them for their hospitalitg, bid them

farewell and continue 3ourjoumcg. Turnto 66.

79
You check your food and water supp!ies and find that tlﬂey are c}winc”ing. You cannot

stay much !ongcr if you want to survive the joumcy back. /)[you have the codeword
location on youraa'vcnt’urc sheet, turn to 48. Ot/;crwﬂsc, read on. With a hcavy heart, you
load 5oursch up with all the food and water that you can carry and prepare the long
journey back to civilisation. /fyou have the codeword scales onyouraa’vcnturc sﬁcct, turn

to 19. Otherwise, read on.

Ovcr the month of travc|, you think Iong and hard about your adventures. Havc you
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succeeded? Havc you failed? Would you want to return here?
Fill out the next entry of 3ourjournal. T hink about these qucstions:
Are there any parts of . your cxpcc/ition that you would like to fozgct?

Was your cxpca’/tlbn worth it?

Do you still hold the beliets that you had before you came to Khalris?

80
You go behind the dome where the movement came from. Nothing. You look to your left
and to your rig!'xt but you cannot see angthing. There is a howl from above and you see a
bearded man ]eaping at you, arms raised. He knocks you to the floor. ]xc you attack him,
turn to 73. ])Cyou tell him that you are human, turn to 95. ])Cﬂou run away, turn to 52.

81
Garrocl seems to be in Pain. ‘] cannot go on further my friend. ] feel like there is somcthing
screaming inside my head. ] will be no use to you in the temple‘ l will stay here, look for

further traPs on the door and hold the lever down so that you can leave the temple.‘ You
thank (Garrod before you head to the inside. ] urn to 0.

82
As you Pick up the sword, you feel a tingling sensation run up your arm. T his is the tinglc
of ma gic. Add the enchanted sword to your cqutlbmcnt Jist. Adc/ the word artefact to your
adventure sheet. Tu rm to 44

8%
You turn to face the statues but they are not the t]ﬁings moving, You then notice that the
Hickering shadows rise up out of the floor. Theg take humanoid shapes until there are a
dozen 'shadow Peop]c’ silent!y wa”dng towards you. As thcg get closer, you feel an aura
of Freezing cold. |f you wish to gigh’c the shadow Peoplc, turn to 87. ]F you have a crucifix
and wish to show it to the shadow People, turn to 25. ]F you thrust your torch at the
shadow PeoPle, turn to 42.
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84
While the corpses get out of their sarcophagi, you start Piling coins into your backpack,
ignoring the shuﬂqing noises. When you have Finishcd, you see that the corpses are
surrounding you and advancing upon you, arms outstretched. You cannot go round them,
S0 you calmlg walk into the l—xorcle, onlg for several corpses to grab you and to start Pu”ing
at your arms and legs. T oo late! You realise that this was no illusion as the corpse army

tears you limb from limb.

85
You PU” on the rope and the traPcloor opens to let a horde of green snakes fall out from
the level above and Pi]e down on top of you, knocking you down. You are lying on the rich
marble floor with snakes slithering all over you. Over your face, your chest, your arms and
iegs. Then you feel them slithering up your sleeves and into 9ourjerl<in. How will you get
out of this one? You could lie still and hoPc that the snakes will slither oﬁcgou (tum to 91 )

Orgou could leaP up and shake the snakes O)C)Cyou (turn to 4) .

86
Somcthing strikes you from behind and sends you ﬂging. You get up in time to see that
one of the giant snakes has slithered off the marble Pi”ar and is now heading straight for
you. ]t is about four metres ]ong with l'luge teeth and g!owing green eyes. [f you have a bow
and arrows and wish to loose off an arrow at the snake, turn to 26. ]F you have a hunting
knife and you wish to throw it at the snake, turn to 4. ]]C you wish to xcight the snake with

your weapon, turn to 23.

87
Your weapon passes straight through the shadows as if it was cutting through thin air.
You prepare to do something else, but chi”ing hands grasp you and Para!gse you. You
can on!y watch as the shadows enguhc you, dragging you to languish in the cold dark void
for all eternity.

88
T he north tower is a large circular windowless bui]ding with a flat top. You find the dark
entrance at the base of the tower, light a torch and enterit. | here are stairs both up and
down. You go up first but find nothing of value - the Placc scems deserted. So you return
to the grouncl floor and head down instead. You wander down a tunnel before the sound

of shwcﬂing makes you stop and draw your weapon. [t is coming from in front of you but
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you cannot see what it is. [f you charge at the creature, turn to 40. |f you throw a torch in
its direction to see what it is, turn to 77. |f you have a bow and arrows and wish to loose off
an arrow at it, turn to 24 ]1C you have a hunting knife and wish to throw that, turn to 58. I]C
you wish to retreat and head back to your camp, turnto 27.

89
You P]ace the Packct of FirePowdcr at the base of the altar ]ight the fuse and run. You are
down the corridor when you hear an almightg cxplosion. T hen you see the walls crack
around you and start to crumble. T he whole temPle is co”apsingl You run as fast as you
can but you are going to need all you strength, resolve and luck to survive this. Losc J
hero Po/nt’s. /)[ you now have 0 or fewer hero Po:ht's, turn to 61. l]C you have more than 0
hero Points, you make it to the stone door. /fyou have the codcwora’comloanion on your
adventure 5/7¢ci; turn to 96. |f you do not, you notice an indent in the wall sl—mapcd like an
cight Pointecl star. ]1C you have an eight Pointecl star amu]et, turn to 2. ]F you do not have

one, turnto 1.

90
Thcre is a stone door at the base of the southern tower. You Push it open. As you feel
the cool air of the interior, you hear a click and then a thudfollowed by an agonising Pain in
your chest. You look down to find an arrow Pro’cruding from it. Jtis excruciating to clo, but
you riP the arrow out, making your wound bleed Progusely. [ ose 6 hero Points*. /fyou
have 0 or fewer hero POIhts, the wound has been too much. You co//apsc on the floor and
as you de, you stain the sand blood red. |f you hero Points are still above o, you rest a
while before you can move Proper!y. [f you wish to continue into the tower, turn to 20. [f

you wish to return to your camp, turnto 52.

91
You lie there motionless for what seems to be an eternity. T he snakes slide and slither
t]ﬂrough your clothes and crawl all over your skin. ]:_ventuallg, the snakes dispcrse,
s]ithcring out of the door in order to bask in the sun and search for prey. You are shaken
by the whole thing. Losc 1 hero Point'. /fyou now have O hero Pofnts, turmn to T5. ]F you
wish to head back to your camp, turnto 27. ]F you want to go down the marble stairs, turn
to 67. |f you have a rope and grapple, you could climb up into the next level of the tower.

Turn to 59.
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92
uPon seeing the amulet around your neck, the corpses stoP. As you warilg aPProach
thcm, theg part before you. You slowly walk amongst the ranks of the si[ent, stinking,
ro’cting horde. Your walk seems to take forever as the corpses stare at you. E_ventua”g,

you are cdear of them and head towards the (Great Templc‘ Turmto 72

23
Youjoumeg through the narrow twisty a]]egwags to the (Great Templc. FFill in the next

entry of your journal. Think about the following things:
Why are you going to the (ireat Tcm/o/c?

Do you think the Old (Godss are real entities?

What do you expect to tind at the Great Tcmp/c?

On your way, you see your camel down a side road. ]’c has its back to you and seems to be
investigating a door. ]Fgou aPProach your camel and take it back to your camp, turn to 6.
]Fyou ignore your camel and head for the temPle turnto 51.

94
As you take your tunic oF]C, you notice green scales are growing on your arm! You touch
them. The feel lcathery and clrg. A bit of drg scale comes off in 3our1cingcr. What on earth
is I'xaPPening to you? Addt/m codeword'scales toyouradvcnturc sheet. Return to 46.

95
Waitt you 96” ']‘m humant’ The man stops and looks at you more close!g. ‘50 am ].’ he

says AL least | used to be. [He lifts up one of his sleeves to show you that his arms have
Patcl—]cs of green scales all over them. You gasp in amazement and horror. ‘] know. My
name is Garrod. ] travelled here in search of the fabled lost treasure and ] thought ] found
it - an emerald studded arm band that grantecl me great strcngth. Put its magjc also did
this to me. ] have since rid mysehc of that cursed thing but my mutation continues. | want to
go into the Cireat Temp!e but | fear that its monsters and traps might best me in my
weakened state. ]1C wejoin forces and go to the (Great Tcmple, we might both find what we
are ]ooking for. Add the codewords location andcomPanion t’oyour adventure sheet. 1

was on my way to the southern tower to find out if | could learn more about the traps in the
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Great Templc.’ ]F you wish to go to the Great Temple now, turn to 33%. Otherwise, you
both head for the southern tower. Turn to75.

96
(Garrod is there, }’xolding the door open. You run tlnrough it shouting at him to follow you,
but before he can move, he is hit on the head ]:)9 a Picce of Fa”ing rock. Garroc{ co”aPses
to the Hoor, dead. There is no time to mourn him, as you rush through the front door,Just
as the ’cemple co”apses into rubble. [ Jowever, there is no time to catch your breath as you
are s’canding before a silent crowd of corpses. Theg extend their arms and head towards

you, wanting you tojoin their ranks. [ Jow are you going to escape this?

]Fgou are wearing an amulet with an eight Pointed star, turn to 100.

]Fgou are not wearing an amulet with an eight Pointcd star, but you are wearing a crescent
moon amulct, turnto /1.

]1C you are not wearing a crescent moon amulet, but you are wcaring a circular amu!et, turn
to 16.

]Fgou do not have any amulets, but you do have a crucifix, turn to 63.

]Fyou do not have any amulets, you must attack the horde of corpses. Turn to 43.

97
Youloose off an arrow which strikes the corpse and embeds itself deeplg inits chest. | he

corpse staggers backwards but remains standing. Oncc it has regained its )Cooting, it
continues to advance upon you. You release another arrow into its chest with the same
effect. Then another and another. T he corpse has four arrows sticking out of it, but it is
inexorablg advancing. Wl’!ﬁ won't it die? | his time, you aim for the head. T he arrow strikes
it rig}nt between the eyes and this time, the corpse toPPles over. Howcvcr, you notice it
trging to get up, so you do not tarry in this Placc any !onger. You flee the crypt before the
corpse gets up. Turnto 70.

98
You remember clrawing something on your map in this area to do with secret doors.
Looi(ing on your map confirms this. T he building to your right has a stone door that you
Push open. You then Push open the stone back door into a back street. Thcre are
corpses here and upon seeing you, theﬂ begin to move towards you, but you know the
streets and builclings too well. You immcdiatclg run off down a narrow a”eyway and climb

over a short wa“; something you l—xoPe the corpses won't be able to do. ]t takes a wl—xile, but
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you manage to run from, clodge and hide from the horde of corpses while getting to the
great templc. Tumto 72.

929
The papyrus scroll is long and covered in many different g!gphs. You notice that there are

lots of chictions of the eight Pointccl star. You decide to Pack away the scroll and try to
clecipher it later. T urn to 44.

100
You raise the amulet and the corpses stop advancing. You wari!g walk between the
corpses. When you are clear of them, you run back to your camp and load yoursclf up with
as much food and water as you can carry. Over the month of ’cravclJ you think long and
hard about your adventures. You have clestroyed a temp]e of an Old God but it still
s]ccPs beneath the dead citg, waiting to be awoken. Also many People will not believe your
story. Havc you succeeded? Have you failed? Would you want to return here?

Fill out the next entry of 3ourjournal. T hink about these qucstions:
Are there any parts of. your cxpca’ftfon that you would fike to fOIgct?

Was your cxpcc/itlbn worth it?

Do you still hold the beliets that you had before you came to K halris?
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