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Robbie Scourou: For doing ‘all that coding malarkey’ to turn my first-grade sketches into something resembling a website. Then teaching me how to actually use it … 
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Welcome to DestinyQuest!

‘It is through our choices that the seeds of destiny are sown.’

Carinold the Wise



Unlike ordinary storybooks, DestinyQuest puts you in charge of the action. As you guide your hero through this epic adventure, you will be choosing the danger that they face, the monsters that they fight and the treasures that they find. Every decision that you make will have an impact on the story and, ultimately, the fate of your hero.

Your choices, your hero

With hundreds of special items to discover in the game, you can completely customise your hero. You can choose their weapons, their armour, their special abilities – even the boots on their feet and the cloak on their back! No two heroes will ever be alike, which means your hero will always be unique to you. And even better, you can take your hero into battle against your friends’ heroes too!

Limitless possibilities, endless adventure

You can play through DestinyQuest multiple times and never have the same adventure twice. With so many options and paths to choose from, the monsters that you encounter, the people that you meet and the loot that you find, will be different each time you play. There are numerous hidden secrets to discover, bonus items to collect and unique special abilities to unlock – in fact, every turn of the page could reveal something new for you and your hero.

Discover your destiny … 

The next few pages will take you through the rules of the game, outlining the hero creation process and the combat and quest system. Don’t worry, it won’t take long – and then your first DestinyQuest adventure can begin!

The Hero Sheet

Let’s start with one of the most important things in the game – your hero sheet. This is a visual record of your hero’s abilities and equipment. You will be constantly updating this sheet throughout the game, as you train new abilities and find better armour and weapons for your hero. (Note: The hero sheet is also available as a free download from
www.destiny-quest.com.)
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Attributes

Every hero has five key attributes that determine their strengths and weaknesses. These are speed, brawn, magic, armour and health. The goal of DestinyQuest is to advance your hero from an inexperienced novice into a powerful champion – someone who can stand up to the biggest and baddest of foes and triumph!

To achieve this, you will need to complete the many quests throughout the lands of Valeron. These quests will reward you with new skills and equipment, such as weapons and armour. These will boost your hero’s attributes and give you a better chance of survival when taking on tougher enemies.

The five attributes are:



* Brawn: As its name suggests, this score represents your hero’s strength and muscle power. A hero with high brawn will be able to hit harder in combat, striking through their opponent’s armour and dealing fatal blows.

Brawn is the main attribute of the warrior.


* Magic: By mastering the arcane schools of fire, lightning, frost and shadow, a hero can command devastating spells and summon fiendish monsters. Heroes that choose this path should seek out the staffs, wands and arcane charms that will boost their magic score, granting them even deadlier powers to smite their foes.

Magic is the main attribute of the mage.



* Speed: The higher a hero’s speed score, the more likely they are to score a hit against their opponent. A hero who puts points into speed can easily bring down stronger enemies thanks to their lightning-fast reflexes.

Speed is the main attribute of the rogue.


* Armour: Whenever a hero is hit in combat, by weapons or spells, they take damage. Wearing armour can help your hero to survive longer by absorbing some of this damage. Warriors will always have a high armour score, thanks to the heavy armour and shields that they can equip. Rogues and mages will typically have lower scores, relying instead on their powerful attacks to win the day.



* Health: This is your hero’s most important attribute as it represents their life force. When health reaches zero, your hero is dead – so, it goes without saying that you should keep a very close eye on it! Armour and equipment can raise your hero’s health score – and there are also potions and abilities to be discovered, to help your hero replenish their health during combat.





Starting attributes

Every hero begins their adventures with a zero score for brawn, magic, speed and armour. These attributes will be boosted throughout the course of your adventures. All starting heroes begin with 30 health.

Equipment boxes

The hero sheet displays a number of important boxes. These boxes each represent a location on your hero where they can equip an item. Whenever your hero comes across a new item in the game, you will be told which box or boxes on the sheet you can place it in.

Backpack

Your hero also has a backpack that can hold five single items. On your travels you will come across many backpack items, including useful potions and quest items. Each backpack item you come across takes up one space in your backpack – even if you have multiple versions of the same item (for example, health potions).
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Special abilities

The special abilities box, on the right of your sheet, is where you can record notes on your hero’s special abilities. Every hero has two special abilities, which they learn when they train a career. Some items of equipment can also grant special abilities for your hero. All special abilities are explained in the glossary at the back of the book.

Paths and careers

Your hero starts their adventure as a simple traveller, with no remarkable skills or abilities. Once your hero has gained some experience however, three paths will become available to you – the paths of the warrior, the rogue and the mage. Your hero can only choose one of these paths, and once that decision is made, it can’t be changed – so choose wisely. The chosen path will determine the careers and abilities that your hero can learn throughout their adventures.

Your hero’s path and current career should always be recorded at the top of your hero sheet, and its special abilities should be recorded in the special abilities box on the right of your sheet. A hero can only be trained in one career at a time, but they can swap careers any time they wish, providing you have found the relevant trainer or reward item. When your hero trains for a new career, all abilities and bonuses from the old career are lost.

Gold

The main currency in Valeron is the gold crown. Your hero starts their adventure with 10 gold crowns. These can be used to purchase potions and other special items whenever you visit a town, village or camp. More gold can be discovered by killing monsters and completing quests.

Quests and Monsters

The kingdom of Valeron is a dangerous place, full of ferocious monsters, wild beasts and deadly magical forces … bad news for some people perhaps, but for a would-be adventurer it means plenty of paid work! By vanquishing foes and completing quests, your hero will grow stronger and more powerful, allowing you to take on tougher challenges and discover even greater rewards.

The maps

The story is divided into three chapters – known as ‘Acts’. Each of the three Acts has a map, which shows you the locations of all the different quests that your hero can take part in. (The maps are available in the colour section at the beginning of your book.) To select a quest you simply turn to the corresponding numbered entry in the book and read on from there, returning to the map when you have finished.

Choosing quests

Each map will provide you with a number of different quests. Some quests are harder than others. A simple colour-coded system ranks the quests in order of difficulty:



* Green quests: These are the easiest quests to complete. Heroes with even the most basic of equipment will still emerge victorious.


* Orange quests: Heroes will find these tasks a little more challenging, requiring them to defeat numerous enemies to succeed.



* Blue quests: Things get a lot tougher with blue quests. Monsters are more likely to have special abilities and higher attribute scores, meaning your hero will need to be fully prepared and equipped for the dangers they may face.


* Red quests: These quests should only be attempted once you have completed the majority of green, orange and blue quests. Your hero will need to use everything they’ve got to overcome these difficult challenges and triumph.







Quests can be done in any order you wish – although note that it is wiser to complete the easier quests (green and orange) before you attempt the harder ones (blue and red).

Legendary monsters

On each map you will also see some spider symbols. These represent special monsters that your hero can choose to fight if they so wish. Known as ‘legendary monsters’, these powerful foes will provide you with some of the toughest challenges in the game. Only the bravest of heroes, who are confident in their abilities and have good gear from their questing, should seek out and battle these mighty opponents.

Boss monsters

Each Act of the story has a final boss monster that must be defeated before you can advance the story to the next Act. These boss monsters are represented by the skull symbol on the map.

It goes without saying that these final bosses are no pushovers and should only be attempted once you have fully explored each map and completed most of the quests.

Towns, villages and camps

Every Act of the story has its own town, village or camp, which your hero can visit any time between quests. They are represented on the map by the building icon. Simply turn to the corresponding page entry whenever you wish to visit. These locations can provide your hero with items to purchase, additional quests, hints and tips and even some career trainers.

It is always a good idea to visit these areas first, whenever you start a new map. The inns and taverns can be a great source of rumour and information regarding the challenges ahead.

Upgrading equipment

The primary goal of DestinyQuest is to equip your hero with better weapons, armour and equipment. These will boost your hero’s attributes such as brawn and magic, and help them to survive longer in battle.

At certain times in the story you will be offered a choice of rewards for your hero. Usually this will be the result of killing a monster or completing a quest, but there are also many other ways of gaining rewards – some easier to find than others.

When you are offered a choice of rewards, you will be told how many items you may pick from the selection. It is up to you to decide which reward/s will be best for your hero. These rewards, such as rings, pieces of armour, weapons and necklaces, will commonly give boosts to certain attributes. Select your rewards wisely to boost the attributes that are the most essential for your hero.

When you have chosen your reward, you write its name and details in the corresponding box on your hero sheet. Make sure to update any attributes that are affected by the new reward. Remember, it is your decision what rewards you take. You can always pass on items if they don’t interest you.

Replacing equipment

Your hero can only carry one item in each box. When you choose a reward and your hero already has an item in the corresponding box, the new item replaces the old one – and the old item is destroyed. When you destroy the old item, all attribute bonuses and abilities that it provided are lost, to be replaced by those from the new item.

Combat

Valeron can be a wild and dangerous place. Most of the creatures you encounter will be hostile and it will be up to you (and your hero!) to battle and defeat these monsters, to emerge victorious.

When you enter into combat, you will be given your opponent’s attributes. These are usually speed, brawn (or magic), armour and health. Some may also have special abilities that you will need to take note of.

The combat sequence

Combat consists of a number of combat rounds. In each round of combat you roll dice to determine who hits who and who takes damage. (Note: A dice is considered to be a standard 6-sided dice.) Once damage has been applied, a new combat round starts. Combat continues until either your hero or their opponent is defeated.

In each combat round:




1. Roll 2 dice for your hero and add their current speed score to the total. This is your hero’s attack speed.


2. Roll 2 dice for your opponent and add their speed score to the total. This is their attack speed.



3. The combatant with the highest attack speed wins the combat round. If both scores are the same, it is a stand off – the combat round ends (see step 7) and a new one begins.


4. The winner of the round rolls 1 die and adds either their brawn score or their magic score to the total, whichever is highest. (Note: Monsters will only have one or the other, not both.) This will give you a damage score.



5. The loser of the round deducts their armour value from the damage score. Any remaining damage is then deducted from their health. (If the damage score was 8 and the loser had an armour of 2, they would take 6 health damage.)


6. If this damage takes your hero’s or your opponent’s health to zero, they are defeated. If both combatants have health remaining, then the combat continues.



7. At the end of each combat round, any damage from passive effects (such as bleed or venom) are applied to each combatant. If both opponents still have health remaining, then a new combat round begins. Return to step 1.








Example of combat

Sir Hugo has awoken a slumbering serpent and must now defend himself against its venomous attacks.
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Special abilities







[image: Image]Venom: Once you have taken health damage from the serpent, at the end of every combat round you must automatically lose 2 health.





Round one



1. Sir Hugo rolls 2 dice to determine his attack speed. He rolls a[image: Image]and a[image: Image]giving him a total of 6. He adds on his speed score of 4 to give him a final total of 10.


2. The serpent rolls 2 dice to determine its attack speed. The result is a[image: Image]and a[image: Image]making 11. The serpent’s speed is 6, making its final total 17. The serpent has won the first round of combat.



3. A die is rolled for the serpent to determine its damage score. The result is a[image: Image]. Its brawn score is added onto this, to give a final total of 9.


4. Sir Hugo deducts his armour value from this total. This means he only takes 4 points of health damage (9−5=4). His health is reduced from 30 to
26.



5. Sir Hugo is also poisoned by the serpent’s venom. He automatically takes another 2 points of health damage, reducing his health to 24.





Round two




1. As before, Sir Hugo[image: Image]and the Serpent roll 2 dice and add their speed to the result. Sir Hugo ends up with an attack speed of 15 and the serpent has an attack speed of 10. Sir Hugo wins.


2. Sir Hugo rolls a[image: Image]for his damage score. He chooses to add on his brawn (which is higher than his magic score). His final total is 12.



3. The serpent has an armour value of 2, so takes 10 points of damage. The serpent is left with 2 health.


4. Because the serpent applied its venom special ability in the last round, Sir Hugo must now deduct another 2 points from his health – reducing it from
24 to 22.







Combat then moves to the next round, continuing until one combatant’s health is reduced to zero.

Restoring health and attributes

Once you have defeated an enemy, your hero’s health and any other attributes that have been affected by special attacks or abilities are immediately restored
back to their normal values (unless otherwise stated in the text). In the above example, once Sir Hugo has defeated the serpent, he can return his health back to 30 and continue his adventures.

Using special abilities in combat

As your hero progresses through the story, they will discover many special abilities that they can use in combat. All abilities are explained in the glossary at the back of the book.

There are four types of special ability in DestinyQuest. These are: speed (sp), combat (co), modifier (mo) and passive (pa) abilities.



* Speed (sp): These abilities can be used at the start of a combat round (before you roll for attack speed), and will usually influence how many dice you can roll or reduce the number of dice your opponent can roll for speed, You can only use one speed ability per combat round.


* Combat (co): These abilities are used either before or after you (or your opponent) roll for damage. Usually these will increase the number of dice you can roll, or allow you to block or dodge your opponent’s attacks. You can only use one combat ability per combat round.



* Modifier (mo): Modifier abilities allow you to boost your attribute scores or influence dice that you have already rolled. You can use as many different modifier abilities as you wish during a combat round.


* Passive (pa): Passive abilities are typically applied at the end of a combat round, once you or your opponent has taken health damage. Abilities such as venom and bleed are passive abilities. These abilities happen automatically, based on their description.







Damage score and damage dice

Some special abilities will refer to a damage score and others will refer to rolling damage dice. A damage score is when your hero rolls one die and adds their brawn or magic to the total (as in the previous combat example). This is the most common means of applying damage to your opponent.

Some abilities allow you to roll damage dice instead. Damage dice are simply dice that are rolled for damage, but you do not add your brawn or magic score to the total. For example, the special ability cleave allows you to inflict 1 damage die to all your opponents, ignoring armour. You would simply roll 1 die and then deduct the result from each of your opponents’ health. You do not add your brawn or magic to this total.

Using potions in combat

The outcome of many a combat can be decided by the clever use of potions. From restoring lost health to boosting your speed, never underestimate how useful these items can be in turning the tide of battle. However, you can only use one potion per combat round so choose wisely! Also note that every potion has a number of uses. Once these have been used up, they are gone forever.

Death is not the end

When your hero dies, their adventure isn’t over. Simply make a note of the entry number where you died and then return to the quest map using the contents page. Your health is immediately restored back to full, however any consumable items that you used in the combat (such as potions and elixirs) remain lost.


You can now do the following:





1. Return to the entry number where you died and try it again. (NOTE: You must fight monsters using their full health and original attributes.)


2. Explore a different location on the map, such as a town or another quest.







You can return to the entry number where you died any time you wish. If you are having difficulty with a particular combat, then try a different quest or purchase some helpful potions from a local vendor. Then you can return to the entry number where you died and try it again.

NOTE: In some quests, when your hero is defeated, there are special rules to follow. You will be given an entry number to turn to, where you can read on to see what happens to your hero.

Taking challenge tests

Occasionally, during your travels, you will be asked to take a challenge by testing one of your attributes (such as speed or brawn). Each challenge is given a number. For example:





	
	
Speed





	
Climb the cliff face 


	
9










To take a challenge, simply roll 2 dice and add your hero’s attribute score to the result. If the total is the same as or higher than the given number, then you have succeeded. For example, if Sir Hugo has a speed of 4 and rolls a[image: Image]and a[image: Image], then he would have a total of 9. This means he would have successfully completed the above challenge.

Take your adventures online!

Join the DestinyQuest community at www.destiny-quest.com for the latest information on DestinyQuest books, hints and tips, player forums and exclusive downloadable content (including printable hero sheets, hero vs. hero combat rules and extra bonus quests!).

It’s time to begin

Before you start your adventure, don’t forget to check that your hero sheet has been fully updated. It should display:



* Your hero’s name

* A zero score in the speed, brawn, magic, and armour boxes

* A 30 in your hero’s health box

* 10 gold crowns in your hero’s money pouch.





Now, turn the page to begin your adventure … 
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Prologue:

The knight’s legacy



You are thrown from the dream, kicking and flailing. It is some seconds before you can catch your breath, images of black-scaled monsters and sharp fangs still swimming before your vision.

As your surroundings slowly come into focus, you find yourself lying on your back against the soggy ground, a steady patter of rain beating on the dead leaves and dirt. Above you, a full moon streams garish light through the treetops, picking out the charred, twisted remains that encircle you.

Bodies.

Corpses.

Frantically, you scramble to your feet, the cold rain making the ground slippery with mud. As you stand, an angry pain causes you to stagger, thumping against the inside of your head. Putting a hand to the back of your scalp, you feel for a wound or bruise. To your surprise, you find nothing.

All around you, the ground is scorched and smoking, forming a crater with you at its centre. Sprawled around its edge are over a dozen bodies – each one burnt beyond all recognition. You close your eyes, struggling to remember what happened … how you came to be here.

You look down at your tattered clothing, rain soaked and smeared with mud. A splatter of blood covers one sleeve. Tentatively, you pull back the cloth, your eyes widening in surprise when you see the purple mark branded into the skin. The design is detailed and intricate, showing three diamond-bodied serpents intertwined in a dizzying pattern of spirals. Around them, a number of strange sigils glow with a soft purplish light.

You hear a groan coming from the trees ahead. Covering the strange mark, you stagger through the mud towards the sound. Instinctively, your hand goes to your belt, looking for a weapon. But there is none there. You are unarmed. Scanning the mud, you find a rusty-looking dagger next to one of the scorched bodies. You crouch down and pick it up, before heading into the dark trees.

A man is lying with his back against one of the trunks – no a boy, not much older than fifteen. He is clad in plate armour, his thick mud-spattered cloak bunched up around his shoulders. The shaft of an arrow protrudes from his lower chest, having pierced through the links between the metal plates.

The boy looks up as you approach, his face deathly white and dripping with rainwater. A trickle of blood seeps from the corner of his mouth.

‘What … what happened?’ you ask, kneeling beside the wounded knight.

The boy fixes his watery eyes on your own. ‘You don’t remember?’ he rasps hoarsely.

You say nothing, your attention shifting to the black-fletched arrow. ‘Who did this? Who are those … people?’ You gesture back towards the clearing, where the scorched bodies lie in twisted repose.

‘Brigands. Thieves,’ gasps the boy, grimacing with pain. ‘They attacked our camp.’

‘Our camp?’ you ask. You close your eyes, struggling to remember what happened – to find that part of yourself, that corner of your mind where some memory or trace of who you are might still remain. There is nothing – only a chill darkness, as cold and impenetrable as the night. When you open your eyes, they are misted with angry tears. ‘I don’t remember … I don’t remember anything.’

The boy gives a pained gasp as he struggles to raise one of his hands. With a trembling finger, he points to your head. ‘You took a blow. Right before you killed those men.’

You draw back, inhaling sharply. ‘I … I did that … back there?’ Images of the charred, ruined bodies flash before your eyes. ‘How?’

‘Some magic,’ whispers the boy. ‘It came from the … that mark on your arm.’

You flinch, clutching your arm protectively against your chest. The boy smirks at your reaction. ‘You never mentioned it. I guess it was something you didn’t want me to know about.’

‘And this?’ you ask, looking down at the black-fletched arrow.

‘Assassin spitted me,’ he grimaces. ‘He was the only one to get away. Their leader … I think.’ Where the arrow shaft meets the skin, you can see green poison bubbling out of the wound.

The boy reads your fatal expression.

‘I know, it’s … too late for me.’

Your shoulders sag. It is a grim thought – that this dying knight is the last remaining link to your past, to your previous life that is now forgotten. ‘We know each other?’
you ask hesitantly.

‘We met yesterday,’ rasps the boy. ‘We were both travelling the same road … to Tithebury Cross.’

You shake your head. The name means nothing to you.

‘I’m an academy knight,’ the boy wheezes. ‘Just graduated, top of my class. I was going to apprentice … ’ He stops as a wave of pain forces him to shudder. You put out your hand, gripping his shoulder and willing him to go on. ‘I was going to apprentice with Avian Dale. The great Avian Dale … ’ For a moment there is a flicker of life in his eyes, his pain forgotten as he stares wistfully up at the dark sky. ‘It was my instructor’s idea. He said I was the best in my year … Avian doesn’t accept just anyone. I was special … ’ His face sours as he looks down at the arrow shaft. ‘Now that life is over.’

Suddenly, from somewhere back in the forest, you hear a piercing shriek. You glance nervously over your shoulder.

‘Harpies,’ grimaces the boy. ‘They hunt in packs. The scent … ’ He lifts his hands, revealing palms soaked with his own blood. ‘It will draw them here. You must go.’

‘But I can’t just leave you. I must find out … ’

‘My pack. Fetch my pack.’

The boy tilts his head. Following his gaze, you see a brown backpack lying at the base of one of the trees. You quickly retrieve it, surprised at its lightness as you lift it out of the mud. The boy gestures for you to open it. Inside, wedged between a bundle of clothes, is a rolled-up sheet of parchment.

‘Take it,’ whispers the boy. ‘It’s my letter from … the academy.’

Unrolling the scroll, you see that it is covered in neat, flowing script. It is addressed to an Avian Dale, outlining the merits of a young academy knight. It ends in a green seal of wax, displaying the insignia of a winged dragon. ‘I can’t take this,’ you protest, shaking your head.

The boy gives a wheezing cough, his body jerking painfully with the effort. ‘It is … no good to me. Take it. Start a new life. He’ll never know.’

A screech draws your attention skywards. Black shapes are circling overhead, their spindly, feathered bodies silhouetted against the full moon. Harpies. Something inside you is urging you to flee … the mark along your arm tingles as if sensing the same danger.

You roll up the scroll and stuff it into the pack. When you look over at the boy, you see that his head is now resting against his chest, his eyes closed. Death has finally taken him.

‘I will find the assassin that did this. I promise.’ You reach down and take the boy’s sword. It is a well-balanced blade, the hilt and pommel studded with gems.

You have gained the following item (remember to add this item to your hero sheet, adding 1 to your brawn score):


The apprentice

(main hand: sword)

+1 brawn +1 magic



Another bird-like screech tears through the night. There are answering calls from all around you, worryingly close. Quickly, you shoulder the knight’s pack and then start running.

You find comfort in purpose, keeping to a fast pace as you weave between the withered trees of the dark forest. After what feels like an age of battling through the cloying mud and driving rain, you spy a cave in the hollow of a hill. Having found shelter, you sit and await the dawn, shivering with more than just the cold.


* * *



The wooden signpost points southwards, where the marshy forest gives way to green rolling hills. ‘Tithebury Cross. 3 miles.’ You take a deep breath of the warm, morning air. ‘A new life. A new start.’ Peeling back your sleeve, you look down at the purple mark, glowing beneath your skin. Does this strange mark hold the key to your past?

And what of the future.

You scan the letter of introduction once again; a letter recommending a talented knight to apprentice with one of the grand masters of the profession. ‘Avian Dale.’ It should have been the young boy – this was his future, his dream … 

‘It is … no good to me … take it. Start a new life. He’ll never know … ’

No one will ever know. Carefully, you roll up the letter and return it to your pack, before setting off down the long, dusty road towards Tithebury.

Choose your quest from the map and then click on the links provided after each map to jump to your chosen location.
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Act One – Tithebury

Green Quest – 10

Green Quest – 15

Green Quest – 22

Orange Quest – 4

Orange Quest – 66

Blue Quest – 25

Blue Quest – 111

Red Quest – 87

Village, town or camp – 6

Legendary Monster – 18

Legendary Monster – 29

Legendary Monster – 49

Boss Monster – 97



[image: Image]



Act Two: Mistwood & Blackmarsh

Green Quest – 305

Orange Quest – 321

Orange Quest – 326

Blue Quest – 315

Red Quest – 343

Village, town or camp – 310

Village, town or camp – 330

Legendary Monster – 313

Legendary Monster – 335

Legendary Monster – 350

Legendary Monster – 357

Legendary Monster – 364

Boss Monster – 419
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Act Three: The Bone Fields

Green Quest – 575

Orange Quest – 589

Orange Quest – 864

Blue Quest – 618

Red Quest – 613

Village, town or camp – 553

Village, town or camp – 783

Legendary Monster – 557

Legendary Monster – 564

Legendary Monster – 582

Legendary Monster – 595

Legendary Monster – 817

Boss Monster – 635



1

The passageway ends in a square room filled with rubble and earth. Part of the left wall and ceiling has collapsed – pushed inwards by a series of enormous tree roots. Lodged between them is a small iron footlocker. Across the other side of the room is an archway, beyond which you can see a pale light falling on a stone tomb.



Will you:

Go through the archway? — 154

Examine the footlocker? — 93





2

There is a cheer from the assembled villagers as you re-emerge from the darkness of the well – cheers that quickly trail off one by one, as the onlookers notice the body you are carrying. Two of the men offer to take it from you, lifting it over the side of the well and laying it gently on the grass. You are then helped out of the swaying bucket, relieved to be back on solid ground again.

The white-robed priest walks over and kneels beside the body. With trembling hands he draws back the cloth and looks upon the face of his son.

‘What … what happened?’ asks one of the younger farmers, a tremor of fear in his voice.

‘Burrower wurms,’ says the priest solemnly. He rises to his feet, his expression grave. ‘That acid is what they use to eat away the rock. Something must have disturbed them – or drawn them here.’ He gives a heavy sigh, then reaches for the purse at his belt. ‘I offer you my thanks, adventurer. You brought my son home to me.’ He hands over the purse of money. (You have gained 10 gold crowns.) ‘Now we have a better understanding of the dangers that we face.’ He looks to each of the villagers in turn. ‘Together we will exterminate this threat to our village and repair our well.’

The farmers look fearful but resolute. Your bravery has clearly served to bolster their spirits. You wish them luck in their task before returning to the village. (Return to the map to choose your next quest.)

3

‘Excellent! We’ve not a moment to lose – come on!’ The bird takes to the air, heading south towards a cluster of rocky hills. You do your best to keep up, jogging across the broken, uneven ground. Soon, you are clambering over jagged rocks and boulders to reach the top of a steep-sided mound.

At its summit, you find yourself surrounded by a circle of tall, weather-beaten stones. A discarded backpack lies in the middle of the circle, its contents spilling out onto the grass.

‘Hurry! Hurry!’ squawks the bird, alighting on one of the stones. ‘I’m sure we don’t have much time. You need to find out what happened!’



Will you:

Search through the backpack? — 227

Examine the stones? — 153





4

Quest: Rat extermination

You take the dusty track that leads out of Tithebury Cross and follow it up into the hills. Before too long you are passing endless fields of corn – the sun-bleached crop drooping listlessly over the cracked, dried earth. Further along the track you spot a man, sheltering beneath a tree from the heat of the midday sun. Noticing you, he beckons you over. As you approach, you see that the man is little more than a vagrant, his skin black with dirt and his clothes ragged and torn. Clearly he hasn’t bathed for several days – possibly weeks – and the smell is almost overwhelming. You try and hide your revulsion as the man cracks open a smile.

‘Good day, me good sir. A stranger in these parts I wager. Don’t suppose I can be interesting you in a little work?’ He scratches his cheek with a dirt-blackened finger. ‘It’s bloomin’ rats,’ he says. ‘The blasted vermin have taken over me barn. They’re everywhere!’ He looks you over, his quick eyes darting back and forth between your weapons and your bulging backpack. ‘Could do with someone like you to exterminate those critters. What do you say?’



Will you:

Ask why he can’t do it himself? — 12

Comment on his lack of hygiene? — 27

State that you want a reward? — 20

Agree to the quest and get started? — 34





5

The girl claps her hands in delight. ‘Oh he is so wonderful,’ she gasps breathlessly. ‘Not like the simple village boys. No, he’s a travelling man, one of the gypsies. I don’t think there’s anywhere he hasn’t been – the mountains to the east, the deserts of the south … Gosh, he has such stories to tell, of adventure and lost treasures, and battles. It’s so exciting!’

You nod your head, trying to look interested, but other more important things are starting to occupy your thoughts … like the rapidly fading sunlight. You decide it is time that the girl was taken home to her father. Turn to 129.

6

The track you are following widens, becoming a dusty road that leads into the village of Tithebury Cross. It is a small settlement – its timber-framed buildings and cottages crowding in around a central, main square where four roads come together.

The lanes and paths are mostly deserted. You imagine that most sensible people are staying indoors, taking refuge from the sun’s merciless heat. A couple of farmers pass you by, grumbling about the weather. Neither of them offers you a word of greeting.

Reaching the main square, you consider your options. Ahead of you is the local tavern, its painted sign showing a plump black bird pecking at a pie. To your left are the remnants of a small market, set up under a series of grey awnings. With few customers to view their wares, the traders look bored and listless. To your right, a narrow path leads past a row of houses and then rises steeply, climbing the side of a sun-scorched hill. At its summit you can see a stone well, with several villagers gathered around it, deep in conversation.

Leave the village – return to the map.



Will you:

Visit ‘The Pie and Black Bird’? — 11

Explore the market? — 46

Visit the well (this starts a blue quest)? — 72





7

You put the flame of your torch to the spider’s web. The sparkling strands catch fire instantly, sizzling as the flames spread quickly across the interlaced pattern. With a chilling shriek of anger, the giant spider turns to face you, its immense black body seemingly untouched by the flames that rage around it. Turn to 60.

8

‘Reward?’ snaps one of the villagers, waving his pitchfork at you. ‘A boy is in danger and you ask for a reward?’ You hear several other angry mutterings from the crowd.

‘Easy now,’ says the elderly man, putting himself between you and the agitated villagers. ‘I didn’t see anyone else here wilfully volunteering to go down the well.’
He looks at each of the men in turn – who all look away, embarrassed and shamed. ‘I have some coin I can give you,’ he says, turning back to you. He opens his purse and produces
10 gold crowns, which he places in the palm of your hand. ‘Half now and half when the task is done.’

Pocketing the coins, you agree to get started. Turn to 238.

9

As you prepare to leave, you see Martha running down the road towards you. She is waving her arms frantically.

‘Stop her!’ she cries. ‘Stop her eating it! I’ve changed my mind!’ She flings open the garden gate, tears streaming down her face. ‘Please,’ she begs. ‘I feel awful. We can’t let her eat that turnip – who knows what will happen? Please, we have to do something!’

You draw your weapons and agree to check out the cottage. Turn to 255.

10

Quest: Scarlet in the woods

In Tithebury, idle gossip travels fast. It isn’t long before reports of a missing child reach your ears. Sensing an opportunity for some paid work, you head to the edge of the Tithebury woods, where a small wood cabin rests on a grassy knoll. A grizzled old man sits outside the building, sharpening the blade of his long sword with a notched stone. He looks up as you approach and offers a mumbled greeting. You notice that the man’s right leg is heavily bandaged. A pair of crutches rest beside his stool.

You explain that you have heard news of a missing child. The man shakes his head, and looks away for a moment, his jaw clenching and unclenching.

‘Yeah, my daughter,’ he says at last, shaking his head. ‘A spirited thing. Not seen hide nor hair of her for three days. Gave her some of my best brandy to take to her poorly grandma – lives right across the other side of the valley.’ The man lowers his gaze to his injured leg. ‘I fear the worst, stranger. Goblins have moved into those woods. I tried my best to find her … I did.’ He reaches out, gripping your arm tightly. ‘Please, I have no gold or treasures to offer – but I still have a father’s love for his daughter. Please, will you find her and bring her home safe?’



Will you:

Agree to help? — 17

Ask about the woods? — 23

Politely refuse? — Return to the map





11

The taproom of the ‘Pie and Black Bird’ is dark and muggy, the only light coming from a narrow window opposite the bar. The tables and benches are mostly empty – just a few customers sit sullenly over their mugs of ale, making little effort at conversation. At the bar, a group of elderly farmers are seated on stools, talking in hushed tones as they puff on their pipes. The barman listens in on their talk, fanning himself with a grime-stained dishcloth.

As you approach the bar, you notice a man sitting alone at the far side of the room. He appears to be watching you from beneath the brim of his hat, his long, pale fingers shuffling and reshuffling a deck of cards.



Will you:

Speak to the barman? — 19

Talk to the farmers? — 75

Walk over to the card player? — 16

Leave and return to the village? — 6





12

The man puts a hand to his back, emitting a loud and rather unconvincing groan.

‘Pains, see. I got pains. Put my back out last season – no ways as I can keep up with those rats now. Fast little critters they are.’ He shrugs his scrawny shoulders. ‘I tried traps see, but they avoid them. It’s like they’re smart or something. Never seen their likes before. Bigger than your average rats too.’ The man glances down at the weapon hanging by your side. ‘I say, that pretty thing looks just about right for skewering those vermin. Make a nice tasty rat kebab with that, don’t yer think?’



Will you:

Ask if there is a reward? — 20

Agree to the quest? — 34





13

You follow Martha into the shack – a cramped, stuffy room filled with dirt and cobwebs. A single pallet bed rests along one wall, lined with five grubby-faced children. One of them is rocking a wooden crib with her foot. Inside, two new-born babies fidget and squirm beneath a moth-eaten blanket.

Martha opens her larder, which you notice is almost bare – save for some dust and a scuttling beetle – and takes out a small sack of flour and a couple of eggs. She explains that this is all the food she has now, having killed the last of her chickens to feed her starving family.

‘Henry, light the fire if you can, please,’ says Martha, as she clears the table of broken dolls and gnawed chicken bones. One of the children, clearly the eldest, takes a tinder box from next to the mattress and proceeds to light the few sticks of dry wood in the stone heath.

‘I have nothing,’ explains Martha, breaking the eggs and adding them to the flour. ‘But I ask for no charity. Certainly not from those stuck-up Tithebury villagers. They go too far with their petty games and superstitions.’ She glances at the basket of turnip and grins. ‘But this time … this time I’m gonna make them eat their words!’



Will you:

Offer Martha 10 gold crowns? — 200

Let Martha finish her cooking? — 78





14

‘Those vile things,’ says the girl, wrinkling her nose. ‘I fell foul of one of their silly traps while I was picking mushrooms. I could have been a goner I suppose, but in my heart of hearts I always knew that my handsome huntsman would find me eventually.’

She pauses, looking you up and down like a dirty piece of laundry. ‘Shame you came along and spoiled everything. You don’t even look like a hero. Not like the ones in the storybooks – not like my gorgeous huntsman.’



Will you:

Ask about the huntsman? — 5

Demand she goes home immediately? — 129





15

Quest: Curse of the cornfields

As you descend into the patchwork valley of farmsteads, you notice a flock of crows circling over the nearby fields. Below them, a fine white mist hangs like a shroud over the wilting, sun-beaten corn – its appearance looking slightly unnatural in the dazzling sunlight. An elderly man hurries towards you, a pitchfork held tightly in his hands. His expression looks panicked.

‘Please! Will you help me?’ he cries. ‘My farm is cursed! It’s the witch – the witch I tell you!’



Will you:

Ask about the strange mist? — 31

Ask why the witch is to blame? — 163





16

As you walk over, the man doffs his hat to you in greeting. You settle onto the bench opposite. ‘Greetings, my friend,’ he says. ‘You care to make a little wager?’



Will you:

Agree to play cards? — 54

Ask about local rumours? — 128






[image: Image]





17

The man offers you a grim smile. ‘Thank you,’ he says. ‘And remember, be on your guard. Those goblins are cowardly creatures, but they’re smart – smarter than they look.’ He pats his bandaged leg, as if to drive home the point. ‘Never underestimate them.’

The woodsman leans forward, and points to a small break in the nearby trees.

‘You can find the path there; it will take you straight through to the other side of the valley if you want. Keep to the path, and only stray if you have to … no telling what you might find in those woods.’

After thanking the woodsman, you shoulder your backpack and head out into the Tithebury woods. Turn to 149.

18

Legendary monster: Mauler

A narrow trail takes you up into the rocky hills. Picking your way past boulders and scree, you spy a cave opening ahead. As you near, you hear an ominous, thundering growl coming from inside the cave. You ready yourself for combat as a huge black bear comes snuffling out of the darkness. With a snarl, it rears up onto its hind legs, its immense, muscled frame towering above you. Swiping its paws through the air, you catch sight of the beast’s razor-sharp claws. Now you know why the locals call this bear ‘the mauler’. It is time to defend yourself:



[image: Image]





Special abilities



[image: Image]Ferocity: If Mauler wins a combat round and inflicts health damage on your hero, the beast automatically raises its speed to 7 for the next combat round.






If you defeat Mauler turn to 26. If you are defeated, you have no choice but to return to the quest map.



19

The barman grunts as you approach, pushing himself lazily up off the counter.

‘Wha’ can I do yer for?’ he asks, scratching his rotund belly. ‘Need something to cool yer down? Ain’t got nothing cold, I’m afraid. Warm beer’s all yer getting here.’



Will you:

Ask if he has heard any rumours? — 245

Ask about Avian Dale? — 53

Talk about the weather? — 42

Turn your attention back to the taproom? — 11





20

The man shows you the pouch dangling from his belt. You are more than a little surprised to see that it is heavy with coin.

‘Mercenary type, huh?’ he grins. ‘I got some gold to make you happy, if that’s what you’re after. It ain’t much mind … but this ain’t a good year, not a good year at all.’ He looks up into sky, shielding his eyes from the sun. ‘Ne’er seen a spit of rain for weeks. It’s the witch I hears them saying – she’s the one brought this on us. Hard times for us all in Tithebury, very hard times.’



Will you:

Agree to the quest? — 34

Politely decline? — Return to the map





21

You cut the girl loose, taking a small degree of satisfaction as she drops to the ground with a thud.

‘Ouch!’ she cries. ‘You could have done that a little more graciously.’ She gets to her feet, brushing the leaves and twigs from her clothes. ‘All day I’ve been up that bloomin’ tree, and not a single sign of him. Not a single sign.’ She wanders over and picks up her basket. ‘I was sure that handsome huntsman would come and save me. I screamed and screamed until I was hoarse. Oh, that would have been so perfect – for him to find me here, a maiden in distress.’ She gives a long, wistful sigh.



Will you:

Ask about the huntsman? — 28

Ask about the goblins? — 14

Demand that she goes home? — 129





22

Quest: Best in show

As you leave the village of Tithebury Cross, you pass a small row of thatched cottages. One of them catches your eye, its garden abundant with brightly-coloured flowers and sweet-smelling roses. An elderly woman is working in the garden, pruning a cherry tree with a small pair of shears. When she sees you watching her, she immediately straightens and waves you over.

‘Good day to you traveller,’ she says, her chubby cheeks bulging with a smile. ‘I’m Beatrice Fletcher – how lovely to meet you. I see you’re admiring my garden. Isn’t it a marvel, despite this wretched weather?’ The woman wipes her brow. ‘I don’t suppose you fancy some work, do you? Ha, don’t worry – I don’t see you as the type to have green fingers. No, I got other work in mind for you. See that?’ She points to an area of the garden where several large turnips are starting to emerge from the soil. ‘Those turnips … they’re prize-winners. Do you know I’ve won the prize for Best Root Vegetable in Tithebury five years running. Five years! People expect me to win … but this year … this year is different.’ She sighs and shakes her head. ‘My little beauties aren’t doing so well. It’s the heat you see. But Martha Weevil, you should see the size of her turnips. Witchery, I tell you. It’s outright cheating!’

The woman places a hand in her apron pocket and pulls out a small earthenware pot. ‘But this … this will even up the odds. I got it off that kind old witch, the one that lives out in the woods – but don’t tell a soul. Wouldn’t want my good name to be associated with the likes of her. I’m sure you’ll understand.’ She holds out the pot to you. ‘Look, it’s simple. Do you fancy earning a bit of coin? I need someone … discreet – someone to accidentally spill a bit of this on Martha’s turnips.’ She shakes the pot and you hear the sound of liquid, sloshing around inside. ‘What do you say?’



Will you:

Agree to the task? — 63

Tell her it’s cheating? — 148





23

‘The woods always been safe if you stick to the path. Liselle always knew that – can handle herself that girl, I tell you; always visiting her kind old grandma.’ The man runs a finger along the edge of his sharpened blade. ‘It’s been three days now and not a word. She should have been back by now. Liselle knows I would be worrying. She’s all I got now, see.’ The man’s steely eyes settle on your own. ‘I’ll wager she’s still with her grandma. That old woman’s a glutton for fanciful stories; fills my dear Liselle’s head full of ‘em. I daresay she may have tarried there. But goblins … ’ He sniffs at the air like a wizened old wolf. ‘Their taint is on the breeze. If goblins have taken her, I fear the worst.’ He looks down at the crutches, resting next to his stool. ‘If I wasn’t crippled so, I’d be out there now, scouring every inch of that blasted wood.’



Will you:

Agree to help? — 17

Ask the woodsman about his injury? — 30

Politely refuse? — Return to the map






[image: Image]





24

You are at a stalemate. To proceed further with the game you must put more money on the table. Decide how much gold you will add – and the gambler automatically adds the same amount. You must bet at least one extra gold crown. (If you have no more money, then you have lost and lose all your gold. Turn to 11.) Then roll a die. If the result is[image: Image]or less turn to 67, if the result is[image: Image]or more turn to 259.

25

Quest: The stone circle

The sun beats down mercilessly, casting a shimmering haze over the fields and meadows. Feeling dizzy from the heat, you leave the trail and take shelter under a tree. As you begin to doze in the cool shade, a voice suddenly startles you back to wakefulness.

‘Wake up! Wake up!’ A bird lands by your feet in a flurry of brightly-coloured feathers. ‘Please don’t tell me you’re as dim-witted as those farmhands. You look like an adventurer, am I right? Am I right?’ Its head twitches from side to side, watching you with its beady black eyes.

Too stunned to speak, you settle for nodding instead. ‘Good, good – well that’s a start,’ says the bird, flapping its wings. ‘Come, my master is in danger and he needs your help. Something terrible has happened!’



Will you:

Ask the bird about his master? — 39

Ask the bird how it can talk? — 32

Agree to help the bird? — 3






[image: Image]





26

The giant bear gives a deep, bellowing cry, then crashes to the ground, dead. You may now take one of the following items as a reward for your heroism:




	
Mauler’s maw


	
 


	
Savage pelt


	
 


	
Rage claw





	
(head)


	
	
(cloak)


	
	
(left hand: fist weapon)





	
+1 speed +1 armour


	
	
+1 brawn +1 magic


	
	
+1 speed +1 brawn





	
Ability: fearless


	
	
Ability: savagery


	
	
Ability: dominate








Once you have made your choice, return to the map to continue your adventure.

27

The man sniffs his clothes, looking surprised. ‘Well, can’t says as I ever had anyone telling me I pong before.’ He catches your eye and gives a dry, cackling laugh. ‘I’m just a simple farmer, see. Not pretending nothing different. All’s me water used for crops and cattle feed. Think I can spare any for a bath?’ He shakes his head, grinning. ‘I do knows one thing, though. That is a very nice looking blade you sportin’ there. Just about right for skewering those critters in me barn. You’ll make a nice rat kebab with that, don’t yer think?’



Will you:

Ask if there is a reward? — 20

Agree to the quest and get started? — 34





28

‘Why, he’s the only reason I’m here in these horrible woods,’ says the girl, flicking a stray leaf from her shawl. ‘He lives up on the hills, to the east of here. A traveller – and handsome … so very handsome. My, when I picture those big arms of his … all the better to hug me with.’ Her eyes glaze over and she starts to sway from side to side, beaming like a love-sick child. It isn’t until you cough loudly, that she comes out of her romantic reverie. ‘Yes … well, I’m in love. Isn’t that obvious? Oh, poor daddy – he thinks I’m always visiting granny. But gosh, who would want to travel these woods just to see that wrinkly old goat? No, it’s the huntsman I always come to see. He has such fascinating stories to tell. One day we’ll leave Tithebury together and travel the world … just think of that!’ She looks at you intently, as if challenging you to say otherwise.



Will you:

Demand she goes home immediately? — 129

Ask about the goblins? — 14





29

Legendary monster: Humbaroth the giant

You head east along the gravelly track that winds through the foothills of the Blackthorn Mountains. You pass the splintered wrecks of several carts and caravans, and are immediately reminded of the tales of the giant that now holds sway over this stretch of Tithebury. To slay the deadly creature would be doing the locals an enormous favour.

You haven’t travelled far into the rocky hills before the ground begins to tremble and shake beneath your feet. Steadying yourself against a nearby boulder, you turn to see a giant of a man stomping purposefully towards you, his immense strides carrying him over the jagged rocks that litter the hillside. Dressed in filthy animal skins and a necklace of human skulls, the giant is a truly imposing sight. In his hands he carries a mighty stone club, which he now raises above his head as he bellows with rage. You glance down at your own weapons, which suddenly look small and insignificant by comparison. Can you really hope to best such a monster in combat? It’s time to find out:



[image: Image]





Special abilities



[image: Image]Punishing blows: Each time Humbaroth inflicts health damage, your armour is lowered by 1. (Your armour value is restored after the combat is over.)





If you manage to defeat the giant turn to 44. If you are defeated, you have no choice but to return to the quest map.



30

‘Got jumped by goblins. Three of the vermin – and fierce fighters too. I was lucky to escape with my life.’ The woodsman raises his sword, the polished blade reflecting the afternoon sunlight. ‘I’ve seen a fair bit of action in my time. I know how to handle myself. But those goblins … they’re something else. Never seen their likes in these parts before. It’s a bad sign. A very bad sign.’



Will you:

Agree to help? — 17

Politely refuse? — Return to the map





31

‘It’s been there two days, two days!’ says the elderly farmer, pointing a trembling finger at the mist. ‘And I seen strange things in there. Shapes …
and sounds … horrible sounds! I won’t go in there. No, I won’t! Please don’t make me.’ He jerks his head round to look at you, his expression slightly crazed. ‘The wife won’t let me back in the house – not until I sort it out. But I can’t go in those fields. I can’t! The mist … it’s just not right. The witch did it, I know she did!’



Will you:

Agree to help the farmer? — 139

Ask why the witch is to blame? — 163





32

The bird ruffles its feathers angrily. ‘Oh by the saints of Judah, if I had a nice juicy worm for every time some idiot asked me that question. Look – I’m a special bird, alright? My master trained me. I think some magic was involved – well, OK perhaps a lot of magic, but that’s not important. What is important is that my master is in danger!’



Will you:

Ask the bird who his master is? — 39

Agree to help the bird? — 3





33

Inside the tower, it is a scene of destruction: shelves and cupboards have been smashed to pieces; tables and chairs have been flung on their sides; books, scrolls and potion bottles litter the floor … and at the centre of the circular room, spinning in a cracking maelstrom of electrical light, is a living whirlwind. With a booming thunderous rumble, it spins towards you, sending torn papers and pieces of wood hurtling up into the air. You must now defeat this fearsome magical creature:



[image: Image]





Special abilities



[image: Image]Charged: Each time you inflict health damage on the elemental, you take 2 damage in return. This ability ignores armour.




If you defeat the storm elemental, turn to 94.




[image: Image]
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