
FF16.pdf


Fighting Fantazine
THE          FIGHTING FANTASY &           GAMEBOOK FAN MAGAZINE


ISSUE 16
August 2017


THE COMIC 
HIGHWAY
AN INTERVIEW 
WITH WRITER ANDI 
EWINGTON AND 
ARTIST SIMON COLEBY


Sister 
Angela’s Veil
A BRAND NEW 
FIGHTING FANTASY 
ADVENTURE!


GOBLIN MAYHEM?
ADVANCED FIGHTING FANTASY


ADVENTURE HOLY ORDER


|| ANISEED ||


1982-2017: 35 YEARS OF FIGHTING FANTASY!











Contact us
Email: editor@fightingfantazine.co.uk


Web: www.fightingfantazine.co.uk


      @ffantazine


      www.facebook.com/groups/104992599548535/


Editor’s letter
The future of the franchise.


Here we are as Fighting Fantasy turns 35. Time has 
certainly flown past since the last new title and 
anniversary back in 2012. And it has certainly gone 
by quickly since the last issue of this magazine was 
published. Sadly we weren’t as organised as we were last 
time to have some sort of celebratory article for this issue, 


but we hope to have coverage of Fighting Fantasy Fest 2 in the next 
issue.
   You’ll notice that this issue is shorter than most of the issues 
since about 2011. As this issue is well overdue I decided to take the 
executive decision as editor to stop waiting for various contributions 
and try and squeak this out just before the offical relaunch. All the 
stuff that hasn’t made it into this issue we’ll try and cram into the next 
one.
   Meanwhile Fighting Fantasy is in a safe pair of hands which bodes 
well for the future of the franchise. I’ve always thought Scholastic, 
and especially their book club distributed to primary schools, were a 
good fit for the range, so I’m keen to see just how the two go together 
in the years to come. Inside you’ll find some stuff from Lauren 
Fortune and Ian Livingstone talking about the relaunch, as well as Ian 
joining the team involved in the Freeway Fighter comic to talk about 
that fascinating project.
   The rest of the issue is generally filled out by our regular items, but 
hopefully with one or two surprises.
   Till next time, may your stamina never fail!


Alex
Alexander Ballingall, Editor
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MINI ADVENTURE
30   Sister Angela’s Veil: A Fighting Fantasy adventure


has gone missing. YOU must 
journey to the Convent, gain entry, 
then negotiate whatever pestilence 
has overcome the building to 
unravel the secret of the missing 
relic known as Sister Angela’s Veil.


by Mark Lain
Illustrated by Simon Walpole
Hidden high in the Moonstone 
Hills lies an ancient Convent, a 
site of pilgrimage for those who 
wish to view the mysterious relic 
of Sister Angela De Culpa. But, 
recently reports have come as far 
south as Salamonis that the relic 
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INTERVIEWS
16   The Return of Freeway 
Fighter
Fighting Fantazine talks with 
the team behind the new comic 
adaptation of Freeway Fighter.


24   Destined for greatness
Fighting Fantazine talks to 
writer William Fincher about his 
gamebook series Maelorum.


FEATURES
56   The Magic quest
by Jason Vince
In another instalment of the fan 
column, Jason vince explains how 
he came to be a Fighting Fantasy 
fan.


58   Holy Order: An 
Advanced Fighting Fantasy 
adventure
by Stuart Lloyd
Illustrated by Garry Jackson
A return to the town of Chalice 
in this Advanced Fighting Fantasy 
adventure.


64   Your adventure ends 
here...
by Keiran Coghlan
Brett explains the events and 
decisions behind his Advanced 
Fighting Fantasy adaptation of the 
1982 classic The Warlock of Firetop 
Mountain.


68   Aeolus Raven and the 
wrath of the sea-witch
by Ian Brocklehurst


70   The Dwarves of 
Redweed
by Andrew Jones







Omens & auguriesNEWS FROM EVERY        CORNER OF TITAN AND BEYOND!


AT THE CORE OF THE GAMEBOOK COMMUNITY


q6        Fighting Fantazine


But I was itching to go back to 
Allansia to write a new adventure. 
Ian Livingstone, co-creator of Fighting Fantasy”
“







Ch-ch-ch-ch-
changes. Turn and 
face the strange...


The Port of 
Peril
BOOK
scholastic uk


written by Ian Livingstone
illustrated by TBA
cover art by Robert M. Ball


RELEASED August 3rd, 2017*
PRICE £6.99


WHAT’S IT ABOUT?
You - the hero - must travel all over 
Allansia on a dangerous quest. What 
starts as a treasure hunt soon takes a 
darker turn, with the potential return 
of a terrifying old foe on the horizon...


*Release date subject to change


STELLAR!
Advanced 
Fighting Fantasy 
goes to space.
Page 12


SNOW!
A sequel to the 
Lone Wolf spin-
off gamebooks.
Page 13


QUAIL!
A frew German 
gamebooks goes 
to Japan. 
Page 15
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anniversary,” Ian notes. “We published the 
hardback collector’s edition of The Warlock 
of Firetop Mountain for the 25th anniversary, 
and Blood of the Zombies for the 30th 
anniversary.
   “But I was itching to go back to Allansia 
to write a new adventure. The adventure 
begins in Chalice where you find a 
discarded treasure map. You set off in 
search of a treasure chest hidden inside 
a cave in Moostone Hills, and as events 
unfold, you learn of a terrible threat which 
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t has been five years since the the 
last Fighting Fantasy title rolled 
out under the auspices of Icon 
Books. But finally the drought 


is over as the series returns to print form 
along with a brand new title.
   “We had been published by Icon for 15 
years, two years longer than we had been 
published by Puffin in fact,” explains series 
co-creator Ian Livingstone, “but there 
comes a time comes when it is best for 
both parties to move on. I’m pleased to say 
that it was a very amicable parting of the 
ways.”
   Stepping up to replace Icon Books 
as the new home of Fighting Fantasy 
was Scholastic UK. “Lauren Fortune, 
Scholastic’s UK Commissioning Editor for 
fiction, contacted me to ask whether or 
not the Fighting Fantasy publishing rights 
were available,” Ian details. “Knowing 
that Scholastic was the world’s largest 
publisher and distributor of children’s 
books in the world certainly focussed my 
interest!”
   Ian goes on to elaborate about the change 
of publisher. “I’d met Lauren a few years 
back when she was working at Random 
House, and knew that she was a big fan of 
Fighting Fantasy. Coincidentally, other very 
well-known book publishers had also been 
in contact with me about the availability of 
the rights.”
   “I have been a huge fan of the series 


since childhood,” agrees Lauren, “these 
books were an important gateway into 
books for children of my generation with 
the empowering set-up that YOU, the 
reader, are the hero. There is so much 
in their interactive, engaging structure, 
twisty-turny plots and, of course, the best 
monsters in town, to appeal to readers 
today.”
   “People were aware of a resurgence 
in the genre. Many of those who read 
Fighting Fantasy in the 1980s now had their 
own children, and were passing on their 
Fighting Fantasy books to them. Normally 
children reject out-of-hand anything 
that their parents say is cool or fun, but 
Fighting Fantasy seems to have struck a 
chord with a new generation. They enjoy 
being in control of the story in the same 


way their parents did back 
in the 1980s.” Ian adds 
that, “Scholastic are very 
excited about the potential 
for Fighting Fantasy 35 
years on, with the books 
re-imagined for a new 
generation.”
   That new generation is a 
target market of “readers 
of around 9 years plus – 
boy and girls,” Lauren 
explains, “who are fans of 
computer/console games 
and fantasy adventure 
authors such as Rick 
Riordan. Plus any kid who 
loves a good monster – so 
ALL of them!”
   Speaking of ‘re-
imagination’, the new 
books come with a new 
lick of paint. “The only 
difference in Fighting 
Fantasy gamebooks 
published by Scholastic 
will be in the format. The 
books will be the same size 
as Blood of the Zombies, and 
will have brand new covers 
and interior illustrations. 
And the books will have 
gold spines, levelling up 
from green spines! The 


written content will be the same, however,” 
Ian reassures.
   For Lauren, the changes are there “to 
make the look of this series consistent 
and maximise its collectability for young 
fans. We’ve gone for a really striking, 
atmospheric look for the interior art.”
   The relaunch sees The Warlock of 
Firetop Mountain  and The Citadel of Chaos 
republished, Lauren noting that these 
two titles were decided by Scholastic “in 
consultation with Ian and Steve [Jackson] 
– The Warlock of Firetop Mountain was a 
given, as it is the 35th anniversary of its 
publication this August, but the other titles 
were very much up for grabs!”
   Out alongside the two reprints is The Port 
of Peril, a new title from Ian. “I’d always 
wanted to write a new book for the 35th 


        ...these books were an important 
gateway into books for children of my 
generation with the empowering set-up 
that YOU, the reader, are the hero.  
Lauren Fortune, Scholastic UK 
Commissioning Editor


”
“


I
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Omens & auguries News
hangs over Allansia. Your adventure will 
take you to Darkwood Forest and Port 
Blacksand where you will meet several 
well-known characters along the way.
   “Ultimately you have to face a 
reincarnated enemy of old and an army of 
skeletons. The book is over 50,000 words 
long, significantly longer than my usual 
word count. I just couldn’t stop writing! 
I’m really pleased with the way The Port of 
Peril has turned out.”
   The next question for Ian was about how 
has the rise of social media impacted on 
the process of crafting a Fighting Fantasy 
adventure.
   “I really enjoy connecting to Fighting 
Fantasy fans via social media,” notes Ian. 
“And it’s good to benefit from ‘the wisdom 
of the crowd’. I used Twitter to find out 
that fans wanted a City of Thieves sequel, 
and confirm my assumption that a book 
written for the 35th anniversary should 
revisit familiar places and meet familiar 
characters. It will come as no surprise 
that readers will have to go back to Port 
Blacksand if they hope to succeed in The 
Port of Peril.”
   Despite the retro feel of the location 
being driven my fan feedback online, Ian 
is keen to point out that “The Port of Peril is 
story-driven. There is a lot of dialogue in it, 
and readers will interact with non-player 
characters more than usual. There is one 
big moment towards the end of the book 
that I hope readers will enjoy. But I’m not 
going to say what that is. Nobody likes 
spoilers.”


ALEXANDER BALLINGALL


BUY IT BECAUSE: Fighting Fantasy is back 
and it is time for a good old ‘happy 
birthday’.


Book club (left) and retail (right) editions of the new version of The Warlock of 
Firetop Mountain.
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You Choose
n More books in the You 
Choose: Ancient Greek Myths 
series have been published at 
the start of the year, including 
Hades and the Underworld, 
Olympians vs. Titans, The 
Trojan War, and The Quest of 
Theseus, all by Blake Hoena. 
All retail for US$6.95 each.
n Further You Choose titles, 
this time as part of the Field 
Trip Mysteries series were 
published. Titles include 
The Carnival Caper, The 
Outlaw from Outer Space, The 
Disappearing Fruit, and The 
Missing Bully, all by Steve 
Brezenoff. All are available for 
US$5.59.
n The Haunted Places series 
of You Choose titles continues 
with Edinburg Castle by 
Matt Doeden out in May 
for £6.99. Further titles to be 
released include The Haunted 
Sanatorium and Gettysburg 
Battlefield (both by Matt 
Doeden), and Stanley Hotel by 
Allison Lassieur.
n The Fractured Fairytale 
series has several titles out in 
August including Rapunzel 
by Michele Jakubowski, 
Rumplestiltskin by Eric Braun, 
and Snow White and the Seven 
Dwarfs by Jessica Gunderson.


Writing IF
 n A 
book about 
writing 
interactive 
fiction 
has been 
published 
by Fairytale 
Factory Ltd. 
Entitled 


Writing Interactive Fiction by 
D.M. Potter the blurb is as 
follows:


Did you ever think eBooks 
were perfect for interactive 
fiction? Ever think about 
writing a story with multiple 
paths? Deb Potter writes and 
edits the popular You Say 


THE ORACLE
OF THE


STARSTONE CAVES
Your handy guide to the 
gamebook-related apps, 
books, magazines, and 
RPGs available soon...
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AUGUST


THURSDAY 3
BOOK – Fighting Fantasy
n The Port of Peril by Ian 
Livingstone scholastic uk £6.99
BOOK – Fighting Fantasy
n The Warlock of Firetop 
Mountain by Steve Jackson & Ian 
Livingstone scholastic uk £6.99
BOOK – Fighting Fantasy
n The Citadel of Chaos by Steve 
Jackson scholastic uk £6.99


WEDNESDAY 9
COMIC – Freeway Fighter


n Issue 4 by Andi Ewington 
and Simon Coleby titan comics 
£2.65
BOOK - The Knights of Torbalia
n March of the Demon Trees by 
Adam Carter amazon £tba


SEPTEMBER


TBA
BOOK
n You are the Hero Part 2 by 
Jonathan Green snow books £tba


BOOK – Fabled Lands
n The Serpent King’s Domain 
by Paul Gresty fabled lands 


publishing £tba


RPG – Advanced Fighting Fantasy
n Stellar Adventures by 
Graham Bottley & Jonathan 
Hicks arion games US$tba


RPG – Advanced Fighting Fantasy
n The Titan Herbal by 
Andrew Wright arion games 
US$tba


FRIDAY 1
BOOK - An Up2u Mystery 
Adventure
n The Starving Ghost by Kelly 
Rogers calico £tba


FIGHTING FANTASY
SCHOLASTIC
n The big news with Fighting 
Fantasy was the March 
announcement that Scholastic 
UK had taken up the licence 
to publish the range. This is 
planned to kick off August 3rd 
(although some copies have 
already surfaced at brick and 
mortar stores in the UK) with 
three titles which include Ian 
Livingstone’s much teased 
new title The Port of Peril and 
reprints of The Warlock of Firetop 
Mountain and The Citadel of 
Chaos. These will be followed 
in September by reprints of The 
Forest of Doom, City of Thieves, 
and House of Hell. In addition 
there will be a “collector’s 
edition” of The Port of Peril with 
cover art by Iain McCaig (see 
right).
   See the preview on page 6.


YOU ARE THE HERO PART 2
n Jonathan Green’s follow 
up to his history of Fighting 
Fantasy was successfully 
funded on Kickstarter at the 
end of March. You are the Hero 
Part 2 is to cover everything 
that has happened in the past 
five years with a planned 
release date at some point just 
prior to Fighting Fantasy Fest 


2 in September this year (see 
below for more on this event).


ADVANCED FIGHTING FANTASY
n Stellar Adventures by 
Graham Bottley and Jonathan 
Hicks, which finally brings 
a sci-fi version of Advanced 
Fighting Fantasy to the table, 
is expected to be published 
in print (both hardback and 
softback versions) by Arion 
Games very soon, with the 
intial publication consisting 
of the core rulebook and a 
starship catalogue. A seperate 
adventure to expected to follow 


not long after.
n Arion Games have also 
released the first set of paper 
minatures for Advanced Fighting 
Fantasy. This first set features 16 
jungle creatures from Out of the 
Pit including the Jagura, Green 
Dragon, and Krell.
n Arion Games have also 
run a successful Kickstarter 
campaign to help publish The 
Titan Herbal, a plant guidebook 
for Advanced Fighting Fantasy 
by Andrew Wright.
n Also being apparently 
worked on is a second sequel 
to Out of the Pit, again written 
by Andrew Wright, the man 
behind the first sequel Beyond 
the Pit.







OBITUARY
n The big and sad news 
for Lone Wolf fans around the 
world was news of the passing 
of author Joe Dever late last 
year. No word yet on what this 
means for the last three books 
in the series.
   Read the obituary on page 14.


AUTUMN 
SNOW
n A 
second 
title in the 
new series 
Autumn 
Snow was 
successfully 
funded on 
Kickstarter. 
The 
new book, subtitled The 
Wildlands Hunt, is by Martin 
Charbonneau and planned for 
release in late 2017 by Megara 
Entertainment.


THE WORLD OF LONE WOLF
n The Lone Wolf spin-off 
has been resurrected by 
a successful Kickstarter 
campaign, again by Megara 
Entertainment. The new edition 
of the first book Grey Star the 
Wizard is due out towards the 
end of 2017 and will include a 
new bonus adventure entitled 
“Druse Quest”.


LONE WOLF ADVENTURE GAME
n May 2016 saw Adventures 
of the Kai published by Cubicle 
7. The title features three new 
scenarios for the RPG (For 
Richer For Poorer; River Pirates 
of the Dorn; On the Wings 
of Darkness). Magnamund 
Menagerie, a new bestiary for 
the RPG, came out in January.
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Omens & auguries News
Which Way series. This is 
the book she wishes she’d had 
when she started.


It is available in paperback for 
US$7.95 or on the Kindle for 
US$4.79.


Knights
n A new series of gamebook 
starts with April’s release of 
The Return of the Stolen Jewel. 
The second Knights of Torbalia 
gamebook, Into the Massacre, 
was published in June. Both 
titles are by Adam Carter and 
available for the Kindle only 
at US$1.15.


Tin Men
n The team at Tin Man 
Games continue their 
gamebook output with Miss 
Fisher and the Deathly Maze 
Episode 2 released in June.
n Meanwhile, Choices: And 
Their Memories Were Stolen was 
released in late May.


Green
n The second title in 
Jonathan Green’s Choose Your 
Path series of 
gamebooks, 
The Wicked 
Wizard of 
Oz, was 
released at 
the start of 
June after 
succesfully 
funding on 
Kickstarter 
last year.


I, Hero
n Hercules and King Arthur 
are the next two titles in 
the Legends series (a part of 
the I, Hero range) and from 
Steve Barlow and Steve 
Skidmore. Both are available 
for pre-order from Amazon 
as paperbacks for £6.99. 
King Arthur is due out in 
November and Hercules will 
be released in January 2018.


BOOK - An Up2u Mystery 
Adventure
n Lost in Space by Jan Fields 
calico £tba


BOOK - An Up2u Mystery 
Adventure
n The Creepy Doll by Scarlet 
Varlow calico £tba


BOOK - An Up2u Mystery 
Adventure
n Backcourt Battle by Rich 
Wallace calico £tba


THURSDAY 7
BOOK – Fighting Fantasy
n The Forest of Doom by Ian 


Livingstone scholastic uk £6.99
BOOK – Fighting Fantasy
n City of Thieves by Ian 
Livingstone scholastic uk £6.99
BOOK – Fighting Fantasy
n House of Hell by Steve 
Jackson scholastic uk £6.99


THURSDAY 21
BOOK
n You Choose in Space by 
Pippa Coodhart puffin £10.99


SATURDAY 30
BOOK
n Interactive Storytelling: 


Techniques for 21st Century 
Fiction by Andrew Glassner crc 
press £42.99


OCTOBER


MONDAY 9
BOOK - The Knights of Torbalia
n The Thief of Tarley Manor 
by Adam Carter amazon £tba


NOVEMBER


WEDNESDAY 1
BOOK - Choose Your Own 
Adventure: Dragonlarks


n Your Grandparents are 
Ninjas! by Anson Montgomery 
chooseco US$7.99


THURSDAY 9
BOOK - I, Hero: Legends
n Robin Hood by Steve 
Barlow & Steve Skidmore 
franklin watts £6.99
BOOK - I, Hero: Legends
n Beowulf by Steve Barlow 
& Steve Skidmore franklin 
watts £6.99


LONE WOLFn Meanwhile the Advanced 
Fighting Fantasy Bundle of 
Holding raised nearly £2,000 
for the local air ambulance of 
the Yorkshire Dales.


COMICS
n The Kickstarter funded 
graphic novel adaptation 
of Steve Jackson’s novel 
The Trolltooth Wars by PJ 
Montgomery and Gavin 
Mitchell has been published 
and backers of the project 
on Kickstarter should have 
received their copies. For 
those who missed out on 
the Kickstater, copies are 
available for order from www.
thetrolltoothwars.bigcartel.
com.
n Out now is Andi Ewington 
and Simon Coleby’s adaptation 
of Ian Livingstone’s gamebook 
Freeway Fighter. This is a four-
part comic from Titan Comics 
and readers can expect an issue 
a month through to August.
   Read the interviews on page 
16.


FIGHTING FANTASY FEST 2
n A second Fighting Fantasy 
convention (subtitled Return 
to the Convention of Firetop 
Mountain), a follow up to 
the successful 2014 event, 
is planned to take place on 
September 2nd. Located at the 


University of West London, 
Ealing, the fest will feature 
appearances from Stve Jackson 
and Ian Livingstone to help 
celebrate 35 years of Fighting 
Fantasy. Other currently 
confirmed guests (subject to 
health or other commitments) 
include Russ Nicholson, Alan 
Langford, Tony Hough, Jim 
Burns, Marc Gascoigne, Peter 
Darvill-Evans, Jamie Thomson, 
and Jonathan Green. There is 
200 ‘Early Bird’ tickets onsale 
for £35 each, but once they sell 
out tickets will be available for 
£45 (there will be no door sales 
on the day of the convention). 
50 tickets for children are also 
on sale at £20 each.


TIN MAN GAMES
n Tin Man Games has an 
update for their adaptation of 
The Warlock of Firetop Mountain 
now out. Called Goblin Scourge, 
the update features three new 
heroes with new quests and 
attack patterns, as well as a 
new section of the mountain 
for players to explore.


AUDIO ADVENTURES
n Also out in September is 
an original, full-cast audio 
adventure based on The Warlock 
of Firetop Mountain from 
FoxYason Music Productions.
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Some of the gamebook titles 
published in the last year 
(and managed to avoid our 
detection last issue) include:


MARCH
n Seafarer by Charles A.F. 
King is billed as the first title in 
the Choose Your Own Fate series. 
It is available in paperback for 
US$5.55. A second title, Raven, 
by the same author is also 
available.
n If You Were... Alice in 
Wonderland is the latest in the 
If You Were... series by Gerry 
Gaston and is available in 
paperback for US$14.95 and in 
hardback of US$18.95.
n Heroes of Urowen by 
David Valeasco is an English 
translation of a Spanish-
language gamebook. It is 
available in paperback for 
US$18.50.
n Catacombs of the Forgotten 
is the latest in the Relic Worlds 
series by Jeff McArthur and 
is available in paperback for 
US$9.95 and on the Kindle for 
US$1.14.
n Dungeon of Doom is the 
latest in the You Say Which 
Way series by Peter Friend 
and is available in paperback 
for US$7.95 and on the Kindle 
for US$3.50. Previous titles 
include Stranded Starship by 
Kevin Berry (November 2016), 
Mystic Portal by Eileen Muller 
(September), and Island of 
Giants by Blair Polly (August).
n Sneezy Steve Saves Creeper 
Christmas by John Diary and 
is available in paperback for 
US$6.99 and on the Kindle for 
US$3.55. An earlier title, Sneezy 
Steve and the Best Quest Ever 
was publishged in December 
2016. Other Choose Your Own 
Story titles by John Diary 
include The Rogue Starfighter 
(December 2016) and Diary 
of a Star Pilot (March) which 
are both Sol Wars titles, 
Wendigo’s Wizarding Academy 
(September), and The Minecraft 
Zombie Adventure (June).
n Crisis at Desolation Station, 
an Ultimate Ending book by 
David Kristoph and Danny 
McAleese is available as a 
paperbacks for £6.99. Other 
titles released since the last 
issue are Mystery in the Murky 
Deep (December 2016) by 


DECEMBER 2016
n Minecraft Self Adventure 
- Book 5 and Book 6, both by 
Billy Miner are available as a 
paperbacks for US$12.56 each.
n Published for £15.99 in 
paperback was To Be or Not to 
Be by Ryan North.
n Two titles in the Vicarous 
Livign series by Young Ku were 
published for the Kindle. The 
Last Shot: Coach’s Choice and The 
Last Strike: Manager’s Choice, 
both for US$3.30.
n The Choose Your Story title 
One Day to Decide by Ellery 
Haven is available on the 
Kindle for US$1.16.
n The Choose Your Own Story 
title Tough Choices by Travis 
Wells is available on the Kindle 
for US$1.18. Additional recent 
titles in the same series by the 
same author include Date Night, 
Cabin Horror, Bachelor Party, 
and Lost Asylum (all published 
October 2016).


NOVEMBER
n Available on the Kindle for 
US$0.83 is the Choose Your Way 
short adventure Troubled Times 
- Time Troubles by Katharina 
Gerlach.
n The Dwarfs of Oxnad by 
Nathaniel Miller (published 
on the Kindle in 2015) is now 
available in paperback for 


US$6.00.
n The second Interactive 
Story Series title was published. 
Escape from Libra Island by Carlo 
N. Samson is now available in 
paperback for US$7.99 and on 
the Kindle for US$3.50. The first 
title, Strange Times on ZZYZX 
Road, was published back in 
2015.


OCTOBER
n The Kigam Adventures title 
Too Many Zombies! by Naomi 
Kramer and Param Wulf 
was published for the Kindle 
(US$5.31).
n In a follow up to The Office 
(in January 2016), a second 
Choose Your Own Misery title 
was release. Titled The Holidays, 
it is by Mike MacDonald and 
Jilly Gagnon and is available in 
paperback for £13.99.
n Choices: A Select Your Own 
Seduction Story by Jamie Klaire 
was published in paperback for 
US$13.99 and on the Kindle for 
US$4.56.


SEPTEMBER
n Published by Simon & 
Schuster UK was Thunderbirds 
are Go: Falling Skies. Available in 
paperback for £5.99.


RECENT 
GAMEBOOK 
ROUNDUP


David Kristoph, and The Tower 
of Never There (May), Sabotage 
in the Sundered Sky (June), and 
Rescue from the Valley of Chaos 
(September), all by David 
Kristoph and Danny McAleese.
n Assault on the Green Butterfly 
by Michael Dela Cruz and 
is available in paperback for 
US$10.99.
n The second Cragrock 
Adventures title, The Boyfriend 
Murders by Garrett J. Lahey, is 
available on the Kindle only 
for US$3.55. The first book, 
WitchLantern, was published 
back in 2014.
n The Art Show that Came 
to Life at Bundock Primary 
School by M.A. Notaras and 
is available in paperback for 
US$8.99 and on the Kindle ofr 
US$4.62.
n On the more sexual side of 
things are the Kindle only titles 
such as The Citadel, Warrior and 
Maiden by J. Stone (US$1.15), 
and from November 2016: 
Suburban Sex Kitten Adventure 
by Amanda Clover (US$8.23) 
and The Perfect Date by Elodie 
Woods (US$4.63).


FEBRUARY
n The Dungeon of Dung-Gar by 
Steve Steiner and is available in 
paperback for US$6.99.
n Choose the Right Magic and 
Win the Amulet of Thrombious 
by Richard A. Rousay II is 
available on the Kindle only for 
US$3.55.
n The Most Boring Book Ever 
Written by Rudolf Kerkhoven 
and Daniel Pitts is available in 
paperback for US$7.99 and on 
the Kindle for US$3.98.
n The Secret of the Lakeside 
Mansion by Atilla Benö and 
is available in paperback for 
US$6.99 and on the Kindle for 
US$1.14. Atilla Benö published 
another Kindle-only title in 
October 2016: Farthest from 
Earth.
n Don’t Forget the Bard! by 
Danny Krell is available on the 
Kindle only for US$3.54.


JANUARY
n Published for £8.95 in 
paperback was Chasming the 
Grimm Reaper by Katharina 
Gerlach.
n More Scooby Doo You Choose 
titles were published including 
The Salem Witch Showdown 
by Matthew K. Manning and 
The Case of the Clown Carnival 
by Luari S. Sutton. Both are 
available for £5.55.


FABLED LANDS
& OTHER MORRIS/THOMSON MATERIAL
It is planned that over the 
northern summer that Fabled 
Lands Publishing will release 
the paperback edition of the 
seventh Fabled Lands book, The 
Serpent King’s Domain, written 
by Paul Gresty. The maps 
and interior art are by Russ 
Nicholson with the cover art by 
Kevin Jenkins (one 
of Jenkins’ cover 
ideas to the right).
   As book 7 was 
partly funded 
by a Kickstarter 
campaign run 
by Megara 
Entertainment, 
and they’ll be 
publishing a 
limited edition 
hardback for 
the Kickstarter 
backers. After that, 
Fabled Lands Publishing will 
release paperback editions in 
both regular and large format 
sizes (the latter for collectors of 


the original 1990s editions of 
books 1-6).
   Meanwhile, Dave Morris 
and Jamie Thomson are 
working on a new gamebook, 
their first collaboration for 
a gamebook in  over twenty 
years. “It’s nothing like we’ve 
ever attempted before,” 


explains Morris, 
“and pretty 
experimental 
as it includes 
some elements 
of comedy and 
nonfiction, but I 
can’t say much 
more than that at 
this stage.”
   Finally, in 
late April the 
Kickstarter funded 
Collector’s Edition 
of the second 


Golden Dragon title, The Temple 
of Flame, was published by 
Megara.
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Quail!
n The free German 
gamebook is being distributed 
via pdf. Der Weg Der Wachtel 
(The Way of the Quail) by 
Simon Wiese:
   After a ship wreckage, you are 
a destitute quail stranded on the 
island realm. You have to find 
your place in the new homeland 
and experience a multitude of 
adventures. But your biggest 
challenge is the release of the 
country from an ancient threat...
YOU as a reader slip into 
the role of the quail and must 
fight for your place in the new 
homeland. An open game world 
with over 800 sections and a 
free character development as a 
samurai, ninja or monk awaits 
you. Visit the cities of Japan, 
glean dark dungeons and explore 
deep forests. Do some trading, 
hunt alien creatures, and practice 
in magic and swordfight. Then 
you will be prepared to face your 
greatest challenge and protect 
Japan from an immemorial 
menace.
   Find out more here: 
derwegderwachtel.jimdo.com


Omens & auguries News


DÉFIS FANTASTIQUES LE JEU 
DE ROLE (ADVANCED FIGHTING 
FANTASY)
n Scriptarium’s new screen 
for the French version of 
Advanced Fighting Fantasy is 
due out soon and includes La 
Quête des Oiseaux de Sagesse 
(“The Quest for Birds of 
Wisdom”), a new campaign for 
the RPG.


DÉFIS FANTASTIQUES (FIGHTING 
FANTASY)
n Gallimard Jeunesse, French 
publisher of the Fighting 
Fantasy gamebooks, continues 
with its series of re-issues, 
publishing Les Sept serpents (The 
Seven Serpents) in June 2016, 
followed by Le Pirate de l’Au-
Delà (Bloodbones) in November. 
Released in May were Les 
Sombres Cohortes (Armies 
of Death) and Le Sang des 
Zombies (Blood of the Zombies).


MEGERA ENTERTAINMENT
n Megara Entertainment 
have been busy since the 
last issue, releasing several 
gamebook titles in French:
   Mille et Un Destins (Virtual 
Reality title Twist of Fate) which 
was previously unpublished in 
French.
   Nils Jacket et le Puzzle de 
l’Oubli and Nils Jacket et le 
Voleur d’Ombres, the second 
and third volumes of the 
adventures of detective Nils 
Jacket.
   Fleur d’Hiver: adventures 
of a young female servant in 
Imperial China.
   L’Epopée du Moine Guerrier: 
adventures of a monk in a 
medieval fantasy universe.
   Le Chevalier de la Déesse: 
adventures of a warrior in a 
medieval fantasy universe.
   French translation of the 
revised version of the Golden 
Dragon (Dragon d’Or) title Crypt 
of the Vampire (Le Tombeau du 
Vampire).


   Les Chroniques d’Hamalron, 
Le Royaume de la Discorde: the 
first volume of a new medieval 
fantasy trilogy, published by 
Alkonost.


LOUP SOLITARE (LONE WOLF)
n Gallimard Jeunesse 
published La Tour de Cristal (The 
Deathlord of Ixia) and La Porte 
d’Ombre (Dawn of the Dragons) 
in May 2016, followed by Le 
Combat des Loups (Wolf’s Bane) 
and La Malédiction de Naar (The 
Curse of Naar) in November. 


FRENCH 
FIGHTING 
FANTASY


OTHER FRENCH 
GAMEBOOK NEWS


FRENCH 
LONE WOLF


Released in May is the 
previously unpublished Lone 
Wolf title L’Oeil d’Agarash (The 
Storms of Chai).


NEIGE d’AUTOMNE (AUTUMN SNOW)
n The subscription on 
Kisckstarter (see page 11) was 
for both French and English 
editions. Traque au Pays Sauvage 
(The Wildlands Hunt) by Martin 
Charbonneau will be published 
in late 2017 alongside the 
English edition. 


ASTRE d’OR (GREY STAR THE 
WIZARD)
n Kickstarter also proved a 
success for the first volume of 
The World of Lone Wolf to be 
re-released (again see page 11). 
A possible French edition (Astre 
d’Or) of the book (Le Sorcier 
Majdar) may be released as a 
follow up to the republished 
English edition.
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was asked to write 
a short obituary and 
memorial for Joe Dever, 
the famed author of the 
Lone Wolf gamebooks 


and creator of many 
forms of media 
throughout his sixty 
years of life. I was 
given this honour 
because of the close 
relationship I shared 
with Joe, a man who 
has been – in turns 
throughout my adult 
life – a mentor, a 
patron, a foster father, 
and a friend. He 
helped me manage my 
business with several 
publishers and he took 
care of me directly 
when our joint projects 
ran into technical 
issues and stalled out 
completely.
   Ask me someday 
about the novelization 
of Blood on the Snow. 
Just have a lot of 
bourbon on hand 
when you do.


Before I get too deep 
into this, I have a 
confession to make. I 
actually knew about 
Joe’s passing a couple 
of days before the 
news was announced. 
I cannot express how 
much those two days 
of forewarning helped 
me in grieving for 
him, as I was able to 
come to terms with no 
longer having him in 


my life before being 
exposed to thousands 
of sentiments over 
social media echoing 
the same loss and 
sorrow.


Joe believed that 
the best way to help 
people through 
hard times was with 
compassion, honesty, 
and a guiding hand. 
In those early days 


around the announcement of his death, 
I’m proud to say the community rose up 
to band together in that spirit. My warning 
of his passing gave me the clarity to see 
that sense of community spirit for what it 
was – a grand celebration of Joe Dever and 
everything he meant to each and every one 
of us.
   In interviews all throughout his career, 
Joe stated often that he felt blessed by his 
many fans. I contend the blessing has been 
all ours.


I did promise to keep this brief, so I will 


limit myself to the above thoughts and a 
single story of my time with Joe. Before 
I tell it, however, it is important to get 
the biographical details out of the way. 
Without too much embellishment, here 
they are:


Early Years and Career
Joseph Robert Dever, better known as Joe 
Dever, was born on February 12, 1956, in 
Chingford, UK and died at the age of 60 on 
November 29, 2016.
   He was educated at Buckhurst Hill 


I


The Passing of a Grand 
Master


by AUGUST HAHN







get around to 
introducing the main 
plot of the adventure, 
a concealed Helghast 
somewhere among 
the partygoers, 
the players were 
almost sad to have 
‘hero work’ getting 
in the way of their 
roleplaying. They 
rolled with it well, 
shouldering the 
burden and soldiering 
on, never missing a 
beat or a chance to 
stay in character. They 
searched, followed 
clues, and foiled the 
foul Helghast’s plot 
moments before it 
could assassinate 
the king. The heroes, 
and a pirate with 
his pockets stuffed 
with shiny things, 
prevailed!
   After the game, 
which sadly had 
to end because we 
had run all the way 
through both my slot 
and the empty one 
afterward, the players 
all thanked me and 
went on their way to 
enjoy the rest of the 
Open Day. The player 
of the Kai Lord stayed 
to thank me last. He 
told me he rarely got 
a chance to adventure 
in Magnamund and 
he had been utterly 
immersed. “It was 
perfect. You brought 
the world to life,” he told me before 
shaking my hand and heading out for 
home.
A few moments later, one of the staff 
writers came over and asked, “You have no 
idea who that was, do you?” I was honest 
and said no. He just laughed and told me 
I’d been emailing and talking on the phone 
with the man for months.  
   “August, that was Joe Dever.”
   So that’s how I met the wonderfully 
talented, charming, intelligent, unassuming 
man that would become a fixture in my life 
for more than a decade. He roleplayed like 
he lived, openly and with great enjoyment. 
I still see him like he was that day, a smile 
from ear to ear, ending the game with 
the trademark cheer that will echo for 
generations to come.


   For Sommerlund and the Kai!
l
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County High School.
   During 1976, Dever joined the studio-
based orchestra of a record company in 
London known as Pye Records, which 
provided accompaniment to prominent 
solo singers and artists. Eighteen months 
later, the orchestra disbanded and Dever 
then freelanced for a year before joining 
Virgin Records as a recording engineer 
based at Manor Studios in Oxfordshire.


Lone Wolf is Born
Joe Dever was a British fantasy author 
and game designer. Dever first created the 
fictional world of Magnamund in 1977 
as a setting for his Dungeons & Dragons 
campaigns.
   Dever became the first British winner 
of the Advanced Dungeons & Dragons 
Championship of America in 1982. 
Following on from this success, he went 
on to compete in many other locally run 
gaming conventions throughout the 80s 
and 90s, stopping only once health issues 
made attendance difficult for him.
   In 1984, Dever released the first book 
of the Lone Wolf series of young-adult 
gamebooks, and the series has since sold 
over 11.5 million copies worldwide (as of 
September 2014).


Computers and Contributions
Joe Dever experienced difficulty with 
his publishers as the gamebook market 
began to contract in 1995, until publication 
ceased in 1998 before the final four books 
(numbers 29–32) were released. Book 29 
has since been published in 2015 and the 
remaining three are in production now.
   Since 1996, he had been involved in 
the design and production of several 
successful computer, mobile, and console 
games.
   As of 2003, the Lone Wolf series has 
enjoyed a strong revival of interest, 
particularly in France, Italy, Germany, 
Sweden, the Czech Republic and Poland, 
following the re-release of the gamebooks 
in these countries. Joe Dever also 
contributed to Lone Wolf: The Roleplaying 
Game, a Dungeons & Dragons-style role-
playing game for Lone Wolf published by 
Mongoose Publishing (UK) from 2004 to 
2005, Le Grimoire (France) in 2006–2013, 
a second Lone Wolf RPG (2010-2012) 
Ensamma Vargen (Sweden) in 2013-2016, 
and the Lone Wolf Adventure Game by 
Cubicle 7 (England) from 2015 to 2016.
   During 2013, Joe Dever wrote the story 
and in-game text for the Joe Dever’s Lone 
Wolf video game series, produced by Forge 
Reply, specifically designed for tablets and 
smartphones.


Medical Issues
During August 2016, he underwent bile 
duct surgery, which caused significant side 
effects.
   In late October, Joe announced his 
admission to hospital for a series of 


treatments to correct these complications. 
He remained hospitalized after these 
treatments until the time of his death.
   Joe Dever passed away at 60 years of age.


Life is a Game
And now the story I promised you.  It takes 
place during the Mongoose Open Day 
in 2005, an extravaganza of sales, meet-
and-greets, new product announcements, 
more sales, and gaming galore.  We were 
demonstrating our newest rules system – 
the Babylon 5 ship combat game A Call to 
Arms – and the front room where all the 
desks resided were filled with star maps 
and alien fleets just waiting to go at each 
other.
   In the back, in the big room that usually 
served as Alexander Fennell’s office and 
brainstorming center, there were rows 
upon rows of gaming books, brand new 
miniature sets, and a single table set aside 
for roleplaying. Though we had a strict 
schedule for what was supposed to be run 
there, a cancellation in the afternoon meant 
the second slot was empty.  
   The first slot was mine. As the author 
of the new (at that time) d20 rules for 
Lone Wolf, Matthew had asked me to run 
an introductory adventure for whoever 
showed up in the morning. I’d spent the 
night before prepping a quick story and 
pre-generating some characters. Matthew 
had suggested four, since the morning 
slot rarely filled, but I’ve been to enough 
GenCons to know what ‘early slots never 
fill’ actually means. I wrote up eight, just 
in case.
   The Open Day began, I set out the 
characters, got some dice, and settled in to 
wait for players to arrive. I did not have 
to wait long, as chairs started filling faster 
than you can unsheathe a Sommerswerd. 
By the official time my game slot was 
supposed to begin, all eight chairs were 
filled with gamers every bit as eager as I 
was to begin.
   The game began with a royal page 
announcing each character as they entered 
the throne room in Holmgard, watched 
by the eyes of no less than King Ulnar and 
Princess Madelon themselves. Their names 
being bellowed through the whole game 
room drew a lot of attention, but no one 
minded because we were already stuck in 
for the wild ride that was to come.  
   A game is only as good as its players 
and I had eight great ones that day. The 
Sommlending Knight reveled in all the 
regal company while the Buccaneer, 
only here because his Letters of Marque 
afforded him an invitation and he’d lost 
a bet, kept trying to case the palace for 
unsecured valuables. All the while, the 
Brotherhood Magician kept making ever 
more outlandish excuses to avoid the 
dance floor because of his crippling fear of 
having all the grace of a one-legged szall 
with heatstroke.
   It was all grand fun. When I did finally 


Joe Dever Obituary
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an Anglo. New Hope. The 
Dodge Interceptor. Sinclair. 
Doom Dogs. Animal. 
Running out of fuel. These are 
just some of the many vivid 


memories that Freeway Fighter instantly 
conjures up for Fighting Fantasy fans old 
and new.
   And it’s easy to forget just what a radical 
departure book 13 was when it first arrived 
on bookshelves in 1985. Yes, there had been 
Car Wars, but that had been back in 1980. 
As far as the burgeoning Fighting Fantasy 
series was concerned, Freeway Fighter was 
a totally new experience. There had been 
nothing like it.
   In many ways, perhaps we should 
have seen it coming – the first two Mad 
Max movies had thrust into popular 
culture the idea of a post-apocalyptic 
future dominated by custom-made 
combat vehicles and marauding gangs of 
thugs fighting each other for resources, 
and a third movie was imminent. The 
aforementioned Car Wars was still popular 
among gamers, and the Fighting Fantasy 
series itself had been exploring bold new 
areas lately as well – none of the previous 
three books had even been set on Titan. 
We’d had a classic haunted house tale, an 
adventure set on another world where 
death itself could be cheated, and a down-
the-line science fiction space story.
   So Freeway Fighter was the latest step in 
Fighting Fantasy broadening its horizons. 
Well now it’s back. In a new comics series 
from Titan Comics, written by critically 
acclaimed writer Andi Ewington (Just 
Cause 3, The Six) with original creator Ian 
Livingstone and artist Simon Coleby 
with colourist Len O’Grady and letterer 
Jim Campbell, an unknown virus has 
wiped out over 85% of the world’s human 
population. Former I-400 Driver Bella De 
La Rosa is one of the 15%, living every 
day as if it were her last. Now, 
eighteen months after the collapse of 
civilization, faced with a new world 
order where violence and chaos rule 
the freeway, she must hone her racing 
skills and survive any way she can!
   The creative team behind the 
four-issue series, as well as Ian 
Livingstone himself, were kind 
enough to spare some time and 
answer a few questions about this 
exciting new addition to the Fighting 
Fantasy library.


Fighting Fantazine caught up with the 
writers and artists of the new Freeway 


Fighter comic to talk about adapting 
the title for the current age and a 


different media.


Interviews by ANDY JONES


S


THE RETURN OF
FREEWAY FIGHTER


Freeway Fighter by Ian Livingstone, as originally 
published by Puffin Books in March 1985.
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Freeway Fighter Interviews


I get an email from Andi: ‘Do you want to work on a Fighting Fantasy 
comic? Ian Livingstone’s on board, Simon’s drawing and Len’s colouring’. 
I’m going to say no to THAT?!  — Jim Campbell”
“







Sunflower comic as published by 
451, that Andi Ewington worked on 
(September 2015~October 2016).


q18        Fighting Fantazine


First of all, please tell us a bit about 
yourselves. For those who aren’t familiar 
with your previous work, give us a bit 
of background about you got into this 
industry and about your past comic and 
graphic novel projects.


Andi Ewington (writer): I’m the writer of 
the Freeway Fighter comic. I’ve been in the 
comic industry since 2009 and have written 
extensively for Michael Bay’s 451 Media 
Group. Titles have included Sunflower with 
Mark Mallouk, S6X with George Pelecanos 
and Red Dog with Rob Cohen.


Simon Coleby (illustrator): I’ve been 
a professional illustrator since 1987, 
primarily working as a comic-book artist. 
My first published work was for Marvel 
UK, drawing books such as Transformers. 
Since that humble beginning, I’ve worked 
for DC Comics, Marvel Comics, 2000AD 
and several others, working on titles such 
as Judge Dredd, Rogue Trooper, Batman, 
Punisher 2099, Royals - Masters of War, 
Dreaming Eagles and many more. I’ve also 
worked in theatre and theme park design, 
and in music, providing logos, album cover 
and t-shirt art for bands like Devilment, 
Cradle of Filth and Section IV.


Len O’Grady (colourist): I’ve been a 
professional Illustrator and colourist since 
1996, coming right out of art college and 
starting with colour separations and repro 
for US Comics – a real introduction to the 
coalface of getting a monthly comic out. 
I’ve worked for DC, Marvel, 2000AD, IDW, 
Delcourt in France and many more. Titles 
I’ve been involved with have included 
Judge Dredd, Rogue Trooper, Star Trek, 
Transformers, Star Slammers, Dirk Gently, 
and probably a lot more. I’ve also drawn 
a few titles here and there too, including 
the comic introductions to the new edition 
of the CHILL horror RPG and some art for 
Mongoose’s Lankhmar game. I also had 
a hand in organizing a few Irish game 
conventions – that’s where I met Marc 
Gascoigne and Colin MacNeil and began 
my journey...


Jim Campbell (letterer): A useless degree 
led me into graphic design and some 
time in the late 90s I thought: ‘I bet you 
could letter comics on a computer’, but 
the industry was only just starting to 
accommodate a digital workflow back then 
so I sort of left it – only to end up lettering 
professionally almost by accident a decade 
later. Since then, I’ve had the pleasure of 
working on many, many great projects 
for 451 (with Andi on S6X), Black Mask, 
BOOM, Classical Comics, Dark Horse, 
Improper Books, Renegade Arts, Titan 
and Zenescope. As a continuous reader of 
2000AD since ’79, the prospect of working 
with Simon and Len (whose talents gel so 
well on Jaegir) was the icing on the cake.


I’m proud to say 
I was there at the start 
with The Warlock of 
Firetop Mountain. 
 — Andi Ewington”
“







Presumably you 
were Fighting 
Fantasy fans already 
before you started 
work on the Freeway 
Fighter comic? Tell 
us about how you 
came to Fighting 
Fantasy.
AE: I’m proud to say 
I was there at the 
start with The Warlock 
of Firetop Mountain. 
I remember being 
blown away by 
the interactive 
narrative Ian and 
Steve had created, I 
was utterly hooked. 
Every new release 
was purchased and 
consumed. It fuelled 
my imagination and 
was instrumental in 
who I am today.


SC: As a bookish 
and nerdy teen who 
was nervous about 
speaking to girls, and 
whose cultural world 
revolved around 
RPGs, Elric novels, 


thrash metal and all things fantastical 
and imaginative, Fighting Fantasy fit 
perfectly into the genres which appealed 
to me. I picked up The Warlock of Firetop 
Mountain as soon as I saw it. Without the 
rich imagery of those media, I doubt that 
I would ever have set out on my chosen 
career.


LO’G: I was an enormous geek, and 
a country geek at that – one of our 
farmhands knew I was a big reader of 
Tolkien and she gave me a copy of Scorpion 
Swamp, and I’ve not looked back. That was 
more than 30 years, buckets of dice, and 
many, many bookcases of games ago.


JC: More or less everything Simon says! It’s 
difficult to recollect now what interactive 
entertainment was like in those early 
home computer days, but it was incredibly 
BASIC (do you see what I did there?) and 
the Fighting Fantasy books offered a much 
richer experience in the RPG vein than 
anything computers had to offer, with 
proper prose and wonderful illustrations.


So how did the Freeway Fighter comic 
series come about?
AE: Ian and I became friends a while back 
having met through a mutual friend. I was 
in the midst of forging a career in comic 
writing and knew I had the opportunity 
to create Fighting Fantasy-based comics. I 
had the means and enthusiasm to make 
it happen, I just needed the funds. As 
luck would have it, I did an interview 
in Jonathan Green’s You Are The Hero 
and was contacted by Matt Mastracci, a 
financier and long-time Fighting Fantasy 
fan. Matt wanted to invest the money we 
needed to make the comic a reality. I had 
worked with Simon, Len and Jim before 
on Dark Souls II and Just Cause 3, so knew 
exactly the exceptional quality they would 
bring to the project. Jonathan Green was 
a perfect choice as editor, his knowledge 
of Fighting Fantasy is second only to Ian 
and Steve. With all the pieces in place I set 
about talking to publishers. Titan saw the 
potential in our story and contracts were 
quickly signed. We’re also very fortunate 
to have an amazing team over at Titan 
supporting us with this, including Chris 
Thompson, Will O’Mullane, Andrew 
James, Lauren McPhee, Rob Pontefract and 
Tara Ferguson to name a few.
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Ian Livingstone (Fighting Fantasy 
legend): I am co-author/co-owner of the 
Fighting Fantasy gamebook series with 
Steve Jackson, and author of Freeway 
Fighter. I have been in the games industry 
over 40 years since founding Games 
Workshop in 1975 and launching Dungeons 
& Dragons in Europe, again with Steve 
Jackson. I was Chairman of Eidos when the 
company launched Lara Croft: Tomb Raider 
in 1996.


Freeway Fighter Interviews


The Punisher 2099 comic as published 
by Marvel. Simon Coleby worked on 
eight issues (from July 1994 to May 
1995).


Dirk Gently’s Holistic Detective 
Agency: The Interconnectedness 
of All Kings comic, as published by 
IDW, that Len O’Grady worked on 
(May~November 2015).
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LO’G: I was Simon’s colourist at 2000AD 
and we both felt like we were a good team, 
and I’d worked with Andi at Michael 
Bay’s 451 Media Group, so really I was just 
looking for a chance for the right project to 
come along so we could all work together 
on a full title – up to that point I’d been 
peripheral, just doing covers. This time, 
however, we’re all going full throttle and 
having a blast.


JC: I get an email from Andi: ‘Do you want 
to work on a Fighting Fantasy comic? Ian 
Livingstone’s on board, Simon’s drawing 
and Len’s colouring’. I’m going to say no to 
THAT?! I should mention that there were 
really two formative influences on me in 
my youth: 2000AD and Games Workshop 
(in its Livingstone incarnation), then Ian’s 
further work on stuff like the Fighting 
Fantasy books. This is kind of a big deal for 
me!


And why Freeway Fighter? It’s pretty 
unique within the Fighting Fantasy 
library in terms of its setting and rules 
and certainly has its fans, but it’s perhaps 
not on the level of some of the other 
classics?
AE: Personally I felt that Freeway Fighter 
had that broad appeal needed to make a 
success of the Fighting Fantasy brand. Mad 
Max and The Walking Dead prove there 
is a huge interest in the post-apocalyptic 
genre. Our aim is to build on the release 
of Freeway Fighter and hopefully start to 
explore some of the more iconic titles such 
as The Forest of Doom, Deathtrap Dungeon or 
City of Thieves.


SC: Quite simply, Andi wrote the script, 
sent it to me and asked if I’d like to draw 
the comic. Already being a fan of the 
original book, and having enjoyed working 
with Andi, Len and Jim on previous 
projects, it didn’t take me long to reply in 
the affirmative!


Already being a fan 
of the original book, 


and having enjoyed 
working with Andi, 


Len and Jim on 
previous projects, 
it didn’t take me 
long to reply in 
the affirmative! 
 


— Simon Coleby
”


“







S6X comic, as published by 451, that 
Jim Campbell worked on (November 
2015~September 2016).
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Fantasy was in my youth, I’m honoured 
and delighted to be collaborating with 
him, and hopefully producing something 
worthy of such an iconic title.


LO’G: Ian makes for a fantastic Dark 
Overlord – certainly, he’s let us get on with 
the work and trusts us. Any suggestions 
he’s offered has been to the betterment of 
the book.


IL: I would say my involvement was 
bordering on interference! I’m very 
protective about my IP.


I imagine you’ve scoured the original 
book from cover to cover during the 
course of your research. What were the 
key touchstones from the book that you 
used for the basis of your work?
AE: I don’t want to say too much without 
spoiling it, but the key element for me 
was developing a progressive story that 
sees the protagonists trying to get to New 
Hope, whilst putting the Interceptor at the 
heart of the narrative.


SC: I won’t reveal any ‘spoilers’, but we’ll 
see a few notable visuals that draw upon 
the original book.


LO’G: Freeway Fighter only really had 
two pieces of colour art, both by Michael 
Whelan and diametrically opposed; one 
is very, very slick and shiny and full of 
shiny leather and glittering chrome, the 
other rusty, dilapidated and jury-rigged. 
Simon’s art finds a third way between 
the two, and is informed by the decades 
of post-apocalyptic fare that’s built up in 
the popular imagination since. I just went 
back to the salad days of hanging out at the 
video store, watching all kinds of post-
apocalyptic road movies of various quality, 
and did a lot of visual research into the 
life of cars maintained well past their life 
expectancy.


Bella De La Rosa brings to mind 
characters like Imperator Furiosa from 
Mad Max: Fury Road, Snake Plissken 
from Escape from New York, and even 
perhaps Tank Girl. Whose decision was 
it to have a female protagonist and could 
you give us a bit of insight about how 
you arrived at her name, occupation and 
appearance?
AE: There are definitely echoes of Furiosa 
and Snake in Bella, plus a little of Max 


himself, a result of the 
lawless environment 
she’s forced to survive 
within. When I first 
came to Ian with a 
prequel story for 
Freeway Fighter, I knew 
we needed a point 
of difference from 
Mad Max. This meant 
putting a female lead 
behind the wheel and 
giving her insane 
driving abilities. I 
had reasoned that 
a career as a racing 
driver would give 
her the skills we see 
displayed throughout 
the series. As for ‘Bella 
De La Rosa’, I liked 
the idea of giving 
her a name within 
a name, something 
that was a complete 
juxtaposition to her 
harsh demeanour. Her 
look was something 
Simon had a heavy 
hand in developing, 
he was the real creator 
behind her appearance. 
I loved how he pushed 
her appearance using 
inspiration from one 
of his friends. The only 
thing I asked was for 
Bella to be a redhead 
(and that was because I 
married one!).


SC: In part, I took 
inspiration from a 
couple of my friends 
(I did eventually get 
over the ‘nervous 
of speaking to girls’ 
thing). The full-sleeve 
tattoo is very much 
based on one of my 
friends, and the dreads 
were inspired by 
another. On a practical 
note, I figured that 
hair-care products 
might be just a little 
thin on the ground 
in a post-apocalyptic 
environment, so 
dreadlocks made a lot 


LO’G: It was always a great gateway to the 
Fighting Fantasy series, especially for kids 
who were put off or intimidated by elves 
and the like. I distinctly remember it being 
the one title that got well thumbed by 
everyone in school, even by the boys who 
had no time for games with funny dice. It’s 
a setting and a world everyone could agree 
was a cool as hell.


IL: Whilst a comic based on The Forest of 
Doom, Deathtrap Dungeon or City of Thieves 
might appear to be the obvious choice 
(and I hope happens anyway), one based 
on Freeway Fighter with its fuel-filled 
dystopian future and a strong female 
character, is very exciting and different. 
Andi Ewington’s adaptation of the book is 
fantastic, and clearly reflects his love of the 
genre.


What was the nature and level of Ian’s 
involvement? Were there any specific 
details or ideas that he wanted to include?
AE: It’s been such a group effort that it’s 
difficult to separate things out to that level 
of detail. Ian’s involvement has been and 
continues to be from end-to-end. He’s 
been kind enough to let our ideas breathe 
and live within his original universe. 
Everything has been passed under Ian’s 
scrutinising eye. The story, dialogue, look 
and feel of the vehicles and environment 
have all been reviewed and developed 
with him. I was fortunate that Ian was 
completely sold from the start, this is 
certainly the story Freeway Fighter deserves. 
As for a specific detail, I know for a fact 
that the #44 on the Interceptor bears 
special significance to him.


SC: Ian has been enthusiastic and 
supportive from the very outset of this 
project. Given how significant Fighting 


Freeway Fighter Interviews


The variant covers for the first issue 
(of 4) for Freeway Fighter. From top 
to bottom, the covers are by Simon 
Coleby & Len O’Grady; Ben Oliver; 
Orlando Arocena; Robert Hack; and 
two exclusive covers by Jim Burns.











The variant covers for the second 
issue of Freeway Fighter. From top to 
bottom, the covers are by Ben Oliver;  
Simon Coleby & Len O’Grady; and 
Simon Myers.
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of sense. And they look cool, of course! 
I wanted Bella to be a strong, capable-
looking lady – she’d have to be to survive 
in such an environment. I think she 
emerged in my imagination, very much as 
I read Andi’s script – she appeared on the 
page the very first time I set out to sketch 
her, and she didn’t change at all as I began 
working on the book itself.


IL: Having spent almost 20 years 
publishing Lara Croft: Tomb Raider, I was 
well aware of the appeal of a strong female 
lead. I was immediately sold in having 
Bella in the driver’s seat.


Strangely enough, I’d always thought 
of the Dodge Interceptor as being blue 
and red in colour (perhaps a sort of sub-
conscious side effect of the strong red and 
blue colours on the original book cover) 
and that’s exactly how you’ve presented 
it in the comic. Was your choice of colour 
mainly to provide a contrast to the largely 
yellow/brown desert landscapes?
AE: Ian and his son had a huge part to play 
in the choice of the Interceptor. I wanted 
a single colour, but once Ian’s son had 
re-coloured a tee-shirt design with the 
red and blue combination I was quickly 
on board. One thing was for sure, it had 
to stand out against the burnt orange and 
yellow background of Len’s exquisite 
colours. 


IL: I wanted a car that had the blue of the 
car on the cover of my Battlecars board 
game or the red of the car on the cover 
of the Freeway Fighter book, both painted 
incidentally by Jim Burns, and couldn’t 
decide which. My son did some colour 
roughs based on Andi’s tee-shirt design, 
and came up with the red and blue two-
tone. Problem solved!


LO’G: I’d offered a couple of different 
options to the guys, including one where 
the colours were reversed, but for the 
sombre duskiness of the setting there was 
no question of not having anything but 
strong primary colours – even if they were 
dusty and dilapidated.


There is relatively little speech in issue 1 
of the comic, as the emphasis is on action, 
but it’s noticeable that Bella talks to her 
car a lot. What do you feel that tells us 
about Bella?
AE: Time and circumstance have played 
their part in warping Bella’s mental state. 
She spends so much time alone with her 
Interceptor that she’s built a personality 
for it, her car has become the only friend 
she can trust in this hostile world. We may 
only hear one side of her conversation, 
but I like to think you can form the rest of 
the unspoken conversation in the negative 


space. As for what it says about Bella, 
I think it’s pretty safe to assume that it 
makes her unpredictable and suspicious.


SC: In a post-apocalyptic environment, I’m 
sure that one would continue to feel the 
need for some kind of social interaction, in 
whatever capacity that might be fulfilled. 
I suspect that Bella has endowed her 
car with an assumed personality and 
consciousness, perhaps in a similar way 
to the Doctor and his TARDIS. It provides 
a foil for her own thoughts and ideas, an 
outlet for her anxieties, and possibly allows 
her to retain some stability and comfort 
in the face of isolation and existential 
loneliness. Either that, or she’s completely 
mental.


LO’G: I grew up on a farm and was very 
familiar with the special snug, well worn 
grubbiness of the inside of tractors, trucks 
and cars used by people who practically 
lived behind the wheel. It wasn’t a stretch, 
but it was fun to recall and use what I 
know.


JC: As a letterer who loves sound 
effects, if there’s less dialogue and more 
‘BRAKKA BRAKKA’s, ‘VRRRRRM’s and 
‘KATHOOOM’s, that’s just fine with me.


Like the book, the comic doesn’t go into 
specifics about the nature or origin of the 
virus. But have you formulated your own 
theories about what happened?
AE: Yes, absolutely. There’s actually a little 
clue in issue #1 that suggests a possible 
reason as to why this catastrophe took 
place. Without spoiling it, let’s just say it’s 
pretty relevant to current cultural trends.


SC: I can’t trump Andi’s reply, so I’ll 
just leave it to our readers to draw what 
conclusions they may...


LO’G: I have suspicions, but I’ll leave it in 
Andi’s capable hands.


So, one issue down and three to go. 
Obviously you won’t be able to cover 
everything from the book in the 
remaining three issues, so how difficult 
has it been to decide on which direction 
to take the story?
AE: We’ve tried to give the narrative an 
organic flow. For me personally, it was 
pretty easy to decide which original 
gamebook elements would naturally 
connect from one to the next. You’re right, 
not everything can go into the four issue 
series, but the references we have included 
feel like they belong together.


Hopefully Freeway Fighter will be a 
resounding success. If so, any plans on 
doing further Fighting Fantasy comic 


projects?
AE: Absolutely. I’ve 
already drafted a script 
for Deathtrap Dungeon, 
and I’ve got ideas for a 
City of Thieves story. Of 
course, there’s also the 
possibility to extend 
Freeway Fighter beyond 
the initial four stories. 
I think Fighting Fantasy 
has a lot more to give 
regardless of the title 
chosen.


SC: Count me in!


LO’G: I’d be happy to 
come back to Freeway 
Fighter, but I do have 
a lot of ideas for 
Deathtrap Dungeon’s 
lighting and some 
palettes percolating for 
the world of Titan in 
general.


JC: I adored all the 
Fighting Fantasy books, 
and working with 
this team has been an 
unmitigated pleasure. 
Show me a dotted line, and I’ll sign on it.


IL: Let’s do them all!


Freeway Fighter thundered into comic stores 
and digital devices on May 17, 2017, just in 
time for the 35th anniversary of Fighting 
Fantasy in August! Fighting Fantazine 
would like to take the opportunity to thank all 
the interviewees for agreeing to the interview.


l


Freeway Fighter Interviews
I was an enormous 
geek, and a country 


geek at that – one of our 
farmhands knew I was 
a big reader of Tolkien 
and she gave me a copy 
of Scorpion Swamp, and 
I’ve not looked 
back.
— Len O’Grady ”


“


Let’s do them all! — Ian Livingstone”“
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n a follow up to the previous 
issue, Fighting Fantazine 
contributor and blogger Stuart 
Lloyd talks to another self-
published gamebook author. This 


time he speaks to the author of Maelorum, 
William Fincher, about writing gamebooks.


ORIGNS


Tell us about yourself and your 
background.
I spent a lot of my youth moving around 
with my family in the 80’s and early 90’s. 
My dad was a carpenter and a general 
contractor; we went wherever he could 
find work. We did a lot of camping and 
fishing, and some of the places we lived 
were remote and in small towns. My 
interests in reading and art picked up a 
lot because I had to entertain myself and I 
wasn’t able to keep a lot of friends. 
   At one time we were living in the 
woods, in a tiny Winnebago. It was like 
being Harry Potter, but instead of living 
in a broom closet, I just had a bunk that 
overhung our kitchen table. I had an ‘85 
Nintendo system and a ten-inch black-and-
white portable TV from Radio Shack, but I 
couldn’t play it too much because my little 
brother was an infant and he needed to 
sleep a lot.
   One day my mom ordered me a huge 
box of Marvel comics, and I would read 
them all, cover to cover, especially on days 
we went to the laundromat. There was 
also a tiny little bookstore next door, and 
I did a lot of reading there. I read a lot of 
Choose Your Own Adventure and started 


challenging myself to read larger novels 
like The Wizard of Oz series. I started 
making my own comics and characters 
after that. 
   In middle school (Grade 7) a traveling 
storyteller came to my school. I was 
selected to learn the art of folklore and 
storytelling from him, and had to perform 
my own original story for my schoolmates 
afterwards. Around the time I started 
high school, I was making a lot of my own 
comics, writing stories and games.
   It was a turbulent time, though, and we 
were now living in a small town in Nevada 
with little work. It was bad for my family. 
Eventually my parents separated. My dad 
died suddenly during my senior year in 
high school, and that sent me off course 
for a long time afterwards. I barely did any 
art or writing. We moved again. My mom 
remarried just two years after that, and that 
was a catalyst for my running away with 
the circus. I know it sounds like a joke, but 
that literally is what happened.


Interview by STUART LLOYD


I


ALL A BIT RUM
   I was 19, and I had been working on an 
assembly line, making barcode printers. 
I did that for six months or so, and I saw 
a ‘help wanted’ ad for the Ringling Bros 
& Barnum and Bailey Circus. I went to 
Anaheim with my new step-father, who 
was only too happy to see me go, and 
within a few days I was being flown out 
to Texas to join the production. It was a 
hybrid of theater and traditional circus; 
there were huge lighting rigs and props, 
and tons of people involved. Amazingly, 
all of it still traveled by train and only 
stayed in one venue for a few days at a 
time. I was a stagehand/roustabout. I wore 
a black jumpsuit and ran props during the 
show, and also set up and tore down the 
middle of the three rings. It was serious, 
and dangerous work most of the time. I 
traveled all over and met some incredible 
people, but all of that is a story for another 
day.







qFighting Fantazine   25


William Fincher Interview
   After a year on the road I came back 
home. Things had changed a lot, and I had 
changed a lot too. I never went back to live 
with my mom, stepdad and brother. I slept 
on my cousin’s couch for a year, working 
as a security guard, trying to figure out 
what to do next. I saved up and moved 
out, and got a new job as a theater lighting 
tech. My company contracted lighting 
rigs to bands, conventions, and fairs. I 
worked there for about four years, and I 
traveled all over and had some amazing 
experiences.
   I met my wife in 2002, we dated for a 
year and a half and then got married. I 
changed careers again and started going 
to school. I worked at a lot of different 
office jobs, bouncing around and trying to 
find a new career path. My brother died in 
2007, and because of that I started writing 
and drawing again. I was in a serious 
depression, but in the end I managed 
to finish school and I got my degree in 
computer science. I worked for a lot 
more companies, but finally, with enough 
experience, I have started freelancing and 
working for myself, and began to finish 
Maelorum, a long project that had begun 
almost ten years earlier. We bought an 
apartment in 2008 and had our son in 2012. 
That’s when Kickstarter happened, and 
that pretty much brings us up to date.


What do you do when you’re not writing 
gamebooks?
I work from home doing my computer 
systems management business, which can 
keep me very busy when there are fires to 
be put out. I also look after our son 24/7, 
as my wife still works full-time at her own 
job. The Kickstarter still keeps me very 
busy, even if I am not writing. I need to 
maintain the social media sites, I have to 
maintain the official Maelorum website, 
send out new orders, etc. It’s a very 
demanding and nearly insurmountable 
challenge to start up your own self-
publishing to the point where it is more 
than a hobby. I greatly admire people who 
came before me, and all those who have 
made it in the industry, but you really can’t 
do it alone. So I do a lot of research all the 
time, and I have been trying very hard 
to make more appearances at local game 
conventions and gatherings. I work on my 
art, trying to improve myself and keep up 
to date on software. I still make time for 
friends and family of course, and I like 
to play games when I can, but it’s getting 
much harder the older I get. I love seeing 
movies and playing games whenever 
possible.


Do you consider yourself more a gamer 
than a writer, more a writer than a gamer, 
or equal parts of both?
I do consider myself more of a writer than 
a gamer, and it’s just always been that 
way. I have always taken more pleasure 
from creating and entertaining others than 


actually partaking in games. Of course 
you can’t be a good designer without 
playing, and I love to play board games, 
video games, and card games, but with my 
limited free time I put all my energy these 
days towards creating. 


Tell us about the RPG game system you 
designed when you were 14. Was it an 
influence on Maelorum?
Wow, that was a great game. It was a 
complete RPG system, with a monster 
manual, item catalog, backstory on people 
and places, etc. I had a gigantic world map 
on my bedroom wall. You rolled 1d6 and 
each number was literally a new dash on 
the trail to wherever you wanted to go. 
Random events would happen all the time. 
The story went basically like you were 
the rightful ruler of this entire world, and 
you were cast out by a usurper. You had to 
become badass enough to overthrow the 
traitor and retake your throne. Along the 
way you built up armies, and took over 
cities. Now that I think about it, you could 
make a good comparison to the Khalessi 
in Game of Thrones. There were spell cards 
I illustrated and put in plastic baseball 
card sleeves, the whole thing was very 
advanced for the time, and it was just for 
me and my cousin to play!
   The Maelorum game system and 
mechanics have a lot of the DNA from that 
system: using a 1d6 and using a lot of even 
numbers, basing a lot of stats in numerals 
of 10 for easy counting. However, these 
were the ‘dark days’ of RPG gaming, 
and my mom threw out all my work, 
even my Hero Quest board game one day 
when she thought it was evil or some 
nonsense. Because of that, I lost a lot of 
forward momentum in game making and 
storytelling until my late twenties. It was 
devastating, but at least we had finished 
the game already! I was more upset that 
my star-traveling expansion to that game 
was lost, because I had ship and world 
designs drawn up.


How did you get into writing gamebooks?
Before Maelorum was Maelorum, it was 
just a story I had slowly percolating in my 
head, and in scraps in a drawing journal. I 
recognized early on that it is very difficult 
to create an original fantasy world, because 
it’s been done for so long, and done well in 
most cases. So understanding that, I had a 
high concept of creating a system by which 
any type of story could become a real 
never-ending story. The technical challenge 
of designing a book like that fascinated 
me. I didn’t quite understand that it would 
become what we know as a gamebook 
until much later, even though now it seems 
obvious. My exposure to gamebooks was 
very small at that time, or else I would 
have found the way forward sooner. So 
it took ten years on and off, to figure out 
how to make Maelorum a book where your 
adventures could never end. What came 


out of my brainstorming was a three-
character adventure where you could read 
the same story, but with three unique takes 
on it, and even meet the other characters 
along the way. You can read over and over, 
and because of random events and the 
playing card expansion, never have exactly 
the same adventure – ever.


MAELORUM


Where did you get your inspiration for 
Maelorum?
That’s actually a hard question, but I 
do remember what it was. I sometimes 
have very lucid and expansive dreams; 
some are so dramatic that they become 
permanent memory. For that reason, I 
remember dreams from when I was a 
kid, and sometimes they recur or change 
slightly. Sometimes they even progress a 
story decades later... apparently it’s pretty 
wild inside my subconscious. So, I had a 
certain dream when I was 21 that inspired 
Maelorum. It was so deep and profound 
that it was indistinguishable from reality, 
and I was completely awake inside it. I 
was in an alternate realm, a fairy-type 
hyper-reality. I was in a forest that was 
prowled by a Jabberwocky. I was there to 
learn something very important, and was 
presented with four books. Each book was 
a foundation in transcendental wisdom; 
the ones I recall are a book of Magic, and a 
book of Particles. It was deep. There were 
light-beings, or fairies, protecting me, but 
the Jabberwocky came and ran us off. Then 
I cut to another reality where events were 
already happening. There were Dwarves 
around me and a massive dragon was 
chasing us through the streets, leaping 
from building to building. I could feel the 
rooftop slates falling down and shattering 
around me. It was just so intense and vivid. 
I remember the dragon’s bellowing voice, 
the fire, and its roar as it lunged at me, 
just before I woke up in a cold sweat. The 
imagery, the feel of those dreams, those 
are the things that made me begin writing 
Maelorum.


When you wrote Maelorum, what do 
you come up with first – the story, the 
characters, the system, or the world?
The first thing I had was a concept, to 
make a story that could change every 
time it was read, and I don’t just mean 
different choices, but to the extent that 
you can never read the same story twice, 
even if you wanted. I always had a fantasy 
setting in mind at the time Maelorum was 
conceived. From all the books on writing 
I’ve read, a classic line of thinking is 
that everything in a story should grow 
organically. Once you have an interesting 
place, characters and places just come very 
easily into that setting.


What kind of media was an influence on 
Maelorum?







No doubt all classic fantasy books and 
movies have had a huge influence. Classic 
horror, Irish folklore, the Diablo video game 
series. There are more subtle things than 
that, though, as I try to insert a lot of soul-
searching. A lot of classic philosophy is in 
there, Jungian Archetypes, etc. I’ve always 
been impressed when a fictional world full 
of impossible things finds a way to stay 
grounded, like the Dark Tower series. 


What kind of world did you want to 
create with Maelorum?
In the larger scale, Maelorum is a world 
something like Harry Potter meets the Dark 
Tower. It’s an amalgamation of different 
styles of fantasy that reflect on our world 
and on our common struggles. It’s a 
fantasy world that was sort of cut down 
like a tree, but the roots are still alive. For 
the people caught inside the mechanisms 
of power and intrigue, though, magic and 
monsters are all too real and deadly.


How much do you plan or map out before 
you start writing?
In my case, I map out the size of the book; 
I pick the pages that are ‘static’ or locations 
that will be traveled through. I pick the 
pages that will be enemy encounters, and 
then I pick the pages that will reward or 
hand out the items. Everything else is 
story, and I map it out as I go.


On one of the Kickstarter updates you 
said that one of the storylines ended 
with the death of a character from book 
1 and that it was hard. What kind of 
debate were you having about killing the 
character?
Well I think that it is hard, if you are 
someone who understands death, and 
what it means to have a life cut short. 
When you’ve given someone life, a history, 
secret desires, and even life goals, to then 
see that the story may need to end with 
their death, even standing at a distance as 
a storyteller, is hard. But in my character’s 
case it became a death of significance, and 
that character chose to make the sacrifice, 
so it was alright. Also, there are outcomes 
where that character lives, so it’s a bit like 
real life, where we are all living in a giant 
Schrodinger’s Box.


You had a system where different 
characters had different interactions at 
this part of the book. What inspired this?
I just really wanted each character’s 
journey be as much of their own unique 
experience as possible. I suppose that it 
fleshes out the world-building, if you get 
to make more backstories, and then bring 
it to life when ghosts of their past return 
to haunt the main characters. I think it’s 
neat that you can walk past some chained 


ghoul thrashing around, and kill it without 
hesitation as one person, but then in 
another adventure that creature is the 
revenant of someone you care deeply for. 
Those different interactions are what give 
Maelorum its re-readability, which was part 
of that higher never-ending story concept.


What was your aim with the game 
system? Were there any ideas for 
Maelorum that you got rid of?
My goal was to make the game aspect 
never detract from the story-telling 
experience. For that reason, I tried to make 
the rules very simple, and make the stats 
on a binary or base 10 system for easy 
math. For me personally, I want to read 
what happens next, and I don’t want to be 
mired down by heavy rules, a sprawling 
character sheet, or have to break out a 
calculator. For a book this size, I think that 
is important because I want it to appeal to 
a large audience. 
   I had some very interesting ideas I had to 
abandon. One idea was for the expansion 
cards to actually be shuffled before playing, 
and then inserted into sleeves in the book. 
The front face of the images would change 
what monsters were fought, which items 
were found, etc. In the end I realized it 
would just bulk up an already huge book 
and make it impossible to close.
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The pictures in the combat are great – 
how did you come up with the idea?
Thank you! Well in the early conceptual 
stage, I wanted to bring an interface, so 
to speak, into the combat pages... sort of 
like an RPG videogame. So I figured a 
two-page spread would be a neat way to 
get everything together: an image of the 
enemy, along with treasure and rules for 
turn-based moves.


How do you come up with opponents’ 
stats?
I get one very solid enemy developed, and 
bump up the stats from there, as enemies 
increase in difficulty. Then I test all the 
weapon/armor combinations against them 
to get the gameplay as fair as possible.


You do a point-of-view switch to an NPC 
– how did you come up with this idea?
I really just love my characters, and in 
the process of trying to develop those 
characters I wanted the reader to better 
understand them, their motivations, etc. 
By getting into the head of an NPC, you 
can bring subtle but important character 
development into a book.


You have incorporated cards into your 
gamebook - how did you come up with 
the idea?
It came to me as a way to make the book 
more interactive, but I initially shelved the 
concept because of costs and the added 
complexity. It wasn’t until I had actually 
finished writing Volume One that it 
dawned on me how I could actually make 
it work, so that’s why in the second edition 
I included the cards.


You do both the writing and the 
illustrations for Maelorum.  Did you have 
a system for what you did first? Did your 
writing influence your illustrations? Did 
your illustrations influence your writing?
That’s a good question. Actually I trade 
off quite a bit. When I get tired of writing 
I start to illustrate, and vice versa. In 
general, the writing influences the art, 
though, because so far most of what I’ve 
done has been planned for many years.


What kind of tools do you use to produce 
your illustrations?
My original art was purely done in 
pencil, ink, and colored pencil. My wife 
bought me a Wacom tablet one year in the 
middle of finishing Volume One, and that 
changed my art direction a lot. Typically 
I will still create a regular paper-and-
pencil drawing or sketch. I almost never 
sketch with digital media because I prefer 
the tactile sense of real paper when I’m 
forming a concept. When I am finished 
with my pencil drawing I ink it with Copic 
markers or black ink. Then I have the 
illustrations scanned in high resolution, 
so I can do digital coloring and painting. I 
use Photoshop, Corel Painter, and Gimp. 


Sometimes I put my illustrations through 
each program and different filters to 
achieve the finished product.


What influences have you had on your 
illustrating style?
Since I was a kid, being able to do 
professional comic-book art has been 
something I have always wanted to aspire 
to. There’s been a ton of pop culture 
influence in my style. The look and feel of 
comics in the 80’s and 90’s had the largest 
influence, as well as cartoons of the time. 
I love the folksy art in the Hobbit cartoon, 
and the sketchy style of Winnie the Pooh. 
One of my old art teachers introduced 
me to The Dark Crystal by showing me a 
production art book, and that was very 
inspiring too. All of Brian Froud’s stuff has 
been key to my personal growth.


Do you have a favourite illustration from 
Maelorum?
In Volume One my personal favorite is the 
abandoned Dwarven Hall. It’s got a lot of 
light and shadows, and there’s a whole 
story just in that image alone. It took me 
over two months to illustrate it, so a lot of 
blood, sweat and tears is in there.


Looking back, is there anything in book 1 
you would have done differently?
The only thing I can think of would be to 
really take your time editing, and testing. 
I used reliable and highly accomplished 
editors, and we still missed things that 
ended up in print. Most books have one 
or two typos or editing errors, but you do 
kick yourself a bit every time you see it.


Where did you get the idea to use 
Kickstarter to fund your project?
My cousin made an off-hand remark 
that Kickstarter was perfect for my type 
of project. One night I whipped up the 
campaign page on a whim, and to my 
surprise it just started taking off.


How was the experience of using 
Kickstarter? 
It’s a very mixed bag. I’m not a fan of 
how the site is designed, it’s very hard to 
find projects, and you really have to dig 
sometimes. The creator tools were just 
terrible when I first started, but slowly, 
ever so slowly, they are improving. You do 
get exposure, and it can be a great thing to 
connect to people who have been waiting 
just for something you created to come 
along. It’s very fulfilling and humbling 
to get funding, and the responsibility 
is huge. I’ve learned so much about 
managing projects, logistics, and budgeting 
it is unreal. Kickstarter is the ultimate 
crash course in project management. 
Cross-promotion works, especially if 
you jive well with your partner/s. I’ve 
been fortunate to have other gamebooks 
to cross-promote with in the past, and 
helping each other is a great feeling. 


Even if my hair is a lot grayer than before 
Kickstarter, I’m grateful to have a platform 
to connect to people.


Will you use Kickstarter again? If so, 
would you do anything differently?
Yes, now that I have an audience 
established, it makes the most sense to 
continue using Kickstater for pre-sales. I 
have made a lot of connections through 
Kickstarter, and created relationships with 
printers and materials suppliers that are 
invaluable. Fulfilling orders and keeping 
on schedule are the largest challenges, and 
I’ve learned to streamline the process and 
where to cut costs, but there’s no getting 
around a ton of work when it is time to 
ship!


Do you see crowdfunding becoming an 
important source of revenue for game 
designers and gamebook writers?
I’m not sure what the future holds. I’m 
nervous that corporate sharks have already 
sunk their teeth into crowdfunding, and 
it may only be a matter of time until indie 
projects are pushed under and out by big 
money. Look what happened to Oculus 
Rift as a warning. That project was built by 
backers, and will now make Zuckerberg 
more billions. That’s not a warm-fuzzy 
success story in my opinion; it’s more like 
the sequel to Devil’s Advocate. Anyways, for 
the time being, I think crowdfunding is the 
only means by which some game makers 
and creative types can see their projects 
come to life.


What advice do you have for anyone 
doing a Kickstarter?
Kickstarter is a strange and fickle thing... 
it’s a very high-stakes arena these days. 
Make a polished presentation, and an easy 
sell. Be original and be yourself. Do your 
homework on print and shipping costs... 
backers already know what these cost, so 
if you’re pricing looks off, they will walk 
away. Backers will push you to reduce 
costs, which is fine of you can reduce the 
cost of production, but never reduce just to 
get more backers   this will in fact put you 
into debt. Also, the main thing is to have 
a working concept, or an almost finished 
product. In my case, I am suffering a little 
because I only had 100 pages written for 
Volume Two, in a 450-page book, and of 
course everyone wants their book on time 
and it’s impossible. Be honest with your 
backers at all times.


VOLUME 2


You have some great ideas for Maelorum 
volume 2. Can you tell us ore about them?
As the first book has you in a classic 
dungeon crawl, the second half of the 
story was always meant to contrast the 
traditional with a new experience. So what 
I’m doing is my take on an open-world 
gamebook, where the central story is 
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triggered randomly. You have to explore a 
lot but you’re never lost, you always know 
why you’re exploring and how to get out. 
There’s a ‘home-base’ also, where your 
character can go and regenerate health, and 
have other interactions. In Volume Two, 
I’ve created tokens as a means by which 
people are allowed through different areas. 
So for example, to enter the slums you 
need to obtain a brown token, which you 
eventually discover is just some crappy 
copper coin from the guard captain. 
There’s still some of that key/unlock 
system, but I’ve made more of a rationale 
behind it.
   You can really mess up, too. I’ve been 
writing some scenarios where the wrong 
decision can place a ‘Dark Mark’ on you. 
People with jobs to offer and certain 
interactions get cut off when you’re tainted 
by that, but you can still get through the 
book. You will be able to find a way to 
remove the dark mark, but I won’t make 
it easy. I’m having some fun dragging our 
heroes through the mud, too, because you 
really have to do some unsavory things 
for the greater good. Whether or not that 
ultimately changes your character in the 
end is up to you, just like in Volume One.


   Speaking of heroes, I’ve cut the three-
character model down to two characters, 
and managed to find a method to allow 
you to continue your character from the 
first book. No matter which scenario you 
ended with, that character continues. It 
gets really interesting how that is done, 
and part of the story revolves around it. I 
think the gamebook aficionados will really 
appreciate that, because a lot of thought 
went into how to pull all the threads 
together.
   One thing I have not mentioned before 
is that the creature encounters will have 
larger, almost full-page illustrations in 
some cases. I’m really ramping up the 
art and not pulling any punches. You can 
see some of the new art on the Maelorum 
Facebook page.


Is there anything in book 2 you are 
introducing or taking away?
Yes, instead of allowing you to choose your 
character at the start, the story just takes 
off, and you choose your character a bit 
later by making an interesting decision. 
There are two main characters in Volume 
Two that you can be. Bryn Morcast was 
a playable character in Volume 1, but in 


Volume 2 he is an NPC... mostly.


Your text excerpt indicates you are going 
to command an army. How did you decide 
that the main character would do this? 
Was it hard incorporating the rules for it?
Yes, this was very difficult to pull off. 
Essentially you are creating another game 
inside a game. I hope it works!


Book 2 mentions Liath Hill, where a 
battle takes place. It also has a lot of 
history magic and tragedy. How does it fit 
into the story?
Liath Hill is a bit like the ruins of Arthur’s 
castle... it is a mystical place and the people 
living nearby don’t really know the truth 
about it. You find your way there as part of 
the overall plot, and also the character arc 
for Bryn Morcast.


Does book 2 see the return of the 3 main 
characters?
Yes, although only two are playable.


How do Lordell City and the elemental 
gods fit into the story? Why is attendance 
to their temple getting lower?
Interesting question... you’ll have to read 
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the book!


Who is Geneve?
She is the Theives’ Guildmaster. I love 
this character, and she really pops out as 
a colorful person amidst a really dreary 
situation.


How many more Maelorums do you think 
you will make?
Actually Volume Two is the last planned 
book in this series. I always had one central 
story to tell about this world, and that 
ends with book two. I literally put my own 
life into these books; all the desk hours, 
personal sacrifices, it is very significant. 
Without a doubt it is detrimental to my 
health sometimes. Writing a normal novel 
doesn’t carry the technical challenges 
a gamebook does, so I look forward to 
finishing some different stories I have 
been sitting on for years. With two of these 
books, you can really explore a lot of this 
world, and learn so much about it, have 
so many different read-throughs, that I 
think it is enough. You get a satisfying 
conclusion in Volume Two. I can see 
the possibility of more mini-quests, but 
nothing else has convinced me to make a 
third book at this time.


How far do you see Maelorum going? 
Could it become an app?
It’s natural to have lofty dreams, but 
reality has kept me humble. Maelorum is 
a gamebook’s gamebook, an indie title 
amongst indie titles. I’m keeping my 
expectations low because this is a hard 
genre to sell, and hard to reach core fans. 
There’s an education you have to present 
to people all over about what gamebooks 
are. There are tons and tons of gamebook 
fans that have never heard of Maelorum 
yet, but maybe when they do we can get 
the attention of the right people to make 
an app or video game. It would be great, 
since my game interface is intentionally 
designed like a video game.


GAMEBOOKS


Do you have any other projects besides 
Maelorum that you would like to do?
I do in fact have other creative projects I 
am actively working on besides Volume 
Two. One is a video game collaboration, 
which will launch very soon. I think the 
concept will blow minds and just be so 
much fun. It’s the type of thing that really 
should have been done a long time ago. 
The other project is a card game, which I 
am testing and illustrating, and so far it 
has been a lot of fun to play. I think the 
card game concept will really be a pleasant 
surprise when that’s unveiled as well. I 
have started several novels, and I have one 
more unique gamebook concept I’ll save 
for sometime down the road.


What would you like to see from the 


world of gamebooks?
Mainly my wish is for them to keep going, 
and survive the digital age. I hope people 
continue pushing the genre forward, 
innovate, and inspire. I see good signs that 
gamebooks will be around for a long time, 
so the hard work of everyone involved, 
whether you’re a reader, a writer, an 
editor, an artist, a collector... or just like to 
contribute to the forums, our concerted 
effort seems to be working!


Why did you decide to get into gamebook 
writing as opposed to other mediums?
I really loved gamebooks as a kid, and I 
like many others always wondered why 
commercially viable adult-sized books 
weren’t being made. Of course there are 
some retro examples, but nothing was 
being done in the early 2000’s and I just 
thought the time was right to try reviving 
it for a new generation. Kickstarter had just 
appeared, and so the timing was right.


What tools do you use for planning out 
your gamebooks?
I could be more organized, but I write a lot 
in ordinary notebooks and then I plan it 
out in MS Excel.


How much playtesting do you do for each 
combat?
We do a lot of testing, 
with all kinds of 
combinations of 
items and weapons 
and armor. This kind 
of thing used to be 
really easy for me 
when I was younger, 
but these days it’s 
very complicated and 
maybe I over-think 
the process!


What advice do you 
have for gamebook 
writers out there?
My main advice 
is not to jump into 
this for any money... 
there really isn’t any, 
it has to really be a 
personal passion. 
The gamebook 
community is also 
extremely hard to 
break into. Still to this 
day hardly anyone 
who is a Fighting 
Fantasy fan has heard 
of my books. No 
amount of advertising 
will get you noticed 
in the gamebook 
community... it takes 
time, learning from 
mistakes, earning 
trust, and having a 
good product.


How have gamebooks changed your life?
I think they have added a lot. I have 
learned so many lessons from the 
publishing process, to developing my 
writing and art skills. I can tell you this, 
I would never have left IT and become 
a graphic designer had I not published 
Maelorum. Working on my books literally 
developed my skillset, and eventually that 
was able to create an opening to a new 
career.


What else are you working on at the 
moment?
I have some concepts, some really great 
story ideas, artwork, but nothing serious. 
Volume Two is my one and only project.


You go to gaming conventions. Where can 
people meet you?
I will usually have a booth in the 
merchant area if I’m at a con, just look 
for the Maelorum banner! I’ll also post 
on Facebook where I’ll be. As soon as 
Volume Two comes out, I’ll be back on the 
convention circuit.


A huge thank you to William Fincher for 
agreeing to the interview. Keep up to date with 
Volume 2 at www.maelorum.com.


l
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INTRODUCTION


Before embarking on your adventure, you 
must first determine your own strengths 
and weaknesses. You use dice to determine 
your initial scores. On page 31 there is an 
Adventure Sheet, which you may use to 
record the details of your adventure. On it 
you will find boxes for recording the scores 
of your attributes. You are advised either to 
record your scores on the Adventure Sheet in 
pencil or to make photocopies of the sheet 
for use in future adventures.


Skill, Stamina and Luck


Roll one dice. Add 6 to the number rolled 
and enter this total in the skill box on the 
Adventure Sheet.


Roll two dice. Add 12 to the number rolled 
and enter this total in the stamina box.


Roll one dice. Add 6 to the number and 
enter this total in the luck box.


For reasons that will be explained below all 
your scores will change constantly during 
the adventure. You must keep an accurate 
record of these scores, and for this reason 
you are advised to write small in the boxes 
or to keep an eraser handy. But never rub 
out your Initial scores. Although you may 
be awarded additional skill, stamina and 
luck points, their totals may never exceed 
their Initial scores, except on those very 
rare occasions when the text specifically 
tells you so.


Your skill reflects your expertise in combat, 
your dexterity and agility. Your stamina 
score reflects how healthy and physically 
fit you are. Your luck score indicates how 
lucky you are.


Battles


During your adventure you will often 
encounter hostile creatures which will 
attack you, and you yourself may choose 
to draw your sword against an enemy you 
chance across. In some such situations you 
may be given special options allowing you 
to deal with the encounter in an unusual 
manner, but in most cases you will have to 
resolve battles as described below.


Enter your opponents skill and stamina 
scores on a spare sheet of paper. You 
should also make a note of any special 
abilities or instructions, which are unique 
to that particular opponent. Then follow 
this sequence:


1. Roll both dice for your opponent. Add 
its skill score to the total rolled, to find 
its Attack Strength.


2. Roll both dice for yourself, then add 
your current skill score to find your 
Attack Strength.


3. If your Attack Strength is higher 
than your opponent’s, you have 
wounded it: proceed to step 4. If 
your opponent’s Attack Strength is 
higher than yours, it has wounded 
you: proceed to step 5. If both Attack 
Strength totals are the same, you have 
avoided or parried each other’s blows: 
start a new Attack Round from step 1 
above.


4. You have wounded your opponent, 
so subtract 2 points from its stamina 
score. You may use luck here to do 
additional damage (see below).


5. Your opponent has wounded you, so 
subtract 2 points from your stamina 
score. You may use luck to reduce the 
loss of stamina (see below).


6. Begin the next Attack Round, starting 
again at step 1. This sequence 
continues until the stamina score 
of either you or your opponent 
reaches zero, which means death. If 
your opponent dies, you are free to 
continue with your adventure. If you 
die, your adventure ends and you 
must start all over again by creating a 
new character.


Fighting More Than One Opponent


In some situations you may find yourself 
facing more than one person or creature 
in combat. Sometimes you will treat them 
as a single opponent; sometimes you will 
be able to fight each in turn; and at other 
times you will have to fight them all at 
the same time! If they are treated as a 
single opponent, the combat is resolved 
normally. When you are instructed to fight 
your opponents one at a time, the combat 
is again resolved normally - except that 
once you defeat an enemy, the next steps 
forward to fight you! When you find 
yourself under attack from more than one 
opponent at the same time, each adversary 
will make a separate attack on you in the 
course of each Attack Round, but you can 
choose which one to fight. Attack your 
chosen target as in a normal battle. Against 
any additional opponents you throw for 
your Attack Strength in the normal way; 
if your Attack Strength is greater than 
your opponent’s, in this instance you will 
not inflict any damage; you can regard it 
as if you have parried an incoming blow. 
If your Attack Strength is lower than 
your adversary’s, however, you will be 
wounded in the normal way. Of course, 
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instructions to increase or decrease your 
skill score, but it may not exceed its Initial 
value unless you are specifically instructed 
to the contrary.


At various times during your adventure, 
you will be told to Test your Skill. The 
procedure for this is exactly the same as 
that for Testing your Luck: roll two dice. 
If the number rolled is equal to or less 
than your current skill score, you have 
succeeded in your test and the result will 
go in your favour. If the number rolled is 
higher than your current skill score, you 
will have failed the test and will have to 
suffer the consequences. However, unlike 
Testing your Luck, do not subtract 1 point 
from your skill each time you Test your 
Skill.


Stamina


Your stamina score will change a lot during 
your adventure. It will drop as a result 
of wounds gained through combat, or 
by falling foul of traps and pitfalls, and 
it will also drop after you perform any 
particularly arduous task. If your stamina 
score ever falls to zero, you have been 
killed and should stop reading the book 
immediately. Brave adventurers who wish 
to pursue their quest must roll up a new 
character and start all over again.


You can restore lost stamina by eating 
meals or Provisions. You begin your quest 
with 5 Provisions, all that remains of the 
supplies provided to you by the High 


you will have to settle the outcome against 
each additional adversary separately.


Luck


At various times during your adventure, 
either in battles or when you come across 
other situations in which you could be 
either Lucky or Unlucky (details of these 
are given in the relevant paragraphs), you 
may use luck to make the outcome more 
favourable to you. But beware! Using luck 
is a risky business and, if you are Unlucky, 
the results could be disastrous.


The procedure for Testing your Luck works 
as follows: roll two dice. If the number 
rolled is equal to or less than your current 
luck score, you have been Lucky and the 
outcome will be in your favour. If the 
number rolled is higher than your current 
luck score, you have been Unlucky and 
will be penalized.


Each time you Test your Luck, you must 
subtract 1 point from your current luck 
score. Thus you will soon realize that, the 
more you rely on your luck, the more risky 
this procedure will become.


Using Luck in Battles


In certain paragraphs you will be told 
to Test your Luck, and you will then find 
out the consequences of being Lucky or 
Unlucky. However, in battles, you always 
have the option of using your luck, either 


to inflict more serious damage on an 
opponent you have just wounded, or to 
minimize the effects of a wound you have 
just received.


If you have just wounded an opponent, 
you may Test your Luck as described above. 
If you are Lucky you have inflicted a 
severe wound; deduct an extra 2 points 
from your opponent’s stamina score. If 
you are Unlucky, however, your blow only 
scratches your opponent; and you deduct 
only 1 point from your opponent’s stamina 
(i.e., instead of scoring the normal 2 points 
of damage, you now score only 1).


Whenever you yourself are wounded in 
combat, you may Test your Luck to try to 
minimize the wound. If you are Lucky, 
your opponent’s blow only grazes you; 
deduct only 1 point from your stamina. If 
you are Unlucky, your wound is a serious 
one and you must deduct 1 extra stamina 
point (i.e., deduct a total of 3 points from 
your own stamina).


Remember: you must subtract 1 point from 
your luck score each time you Test your 
Luck.


More About Your Attributes


Skill


Your skill score will not change much 
during the course of your adventure. 
Occasionally, a paragraph may give 
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Priest who has sent you on your mission. 
During your adventure you will be able to 
obtain meals. You must keep track of how 
many meals worth of Provisions you have 
left by filling in the details in the Provisions 
box of your Adventure Sheet. Each time you 
eat a meal you may restore up to 4 points 
of stamina, but you must remember to 
deduct 1 meal from your Provisions box. 
You may stop and eat Provisions at any 
time except when you are engaged in a 
battle.


Luck


Additions to your luck score may be 
awarded in the adventure when you have 
been particularly lucky or created your 
own luck by some action. Details are given, 
where appropriate, in the paragraphs of 
the book. Remember that, as with skill and 
stamina, your luck score may never exceed 
its Initial value.


Equipment and Potions


You will start your adventure with a bare 
minimum of equipment, but you may find 
other items during your travels. You carry 
a sword and are wearing leather armour 
and you have a backpack to hold your 
Provisions and any other items you may 
come across. You begin the adventure with 
no Potions of any kind.


 
Background


The Convent of the Nuns of Blessed 
Grief sits high atop a promontory in the 
Moonstone Hills and is a pilgrimage spot 
for any traveller who wishes to honour 
the memory of Sister Angela De Culpa, 
a nun who served at the convent, now 
long-dead, to whose relics various miracles 
have been attributed. The relics (or rather 
relic, as nothing remains of Sister Angela’s 
actual body) is the black veil that she wore 
every day that she dwelled in the convent. 
It is said to be stored in a golden casket 
deep within the convent and only those 
considered worthy enough can view it in 
the hope that the Gods will be on their 
side.


Rumours have recently started telling of 
the theft of the veil and you have been 
despatched by the High Priest of Salamonis 
to travel to the convent, locate the holy 
relic and return it safely to its home. The 
exact nature of this theft is unclear and as 
few are ever even allowed to pass beyond 
the convent walls, let alone gain access 
to the inner sanctums where it is said 
to be kept, it is suspected that the theft 
is an inside job, probably the work of a 
disgruntled, recently punished novice or a 
fallen princess who has been forced to take 
up a nun’s lifestyle against her will. 


Now turn to 1.


 
1


It has taken five hard days of riding to 
reach the Moonstone Hills and you have 
trekked on foot for a further two days, 
following the directions the High Priest 
gave you, up winding and often precarious 
hillside paths to now find yourself outside 
the main entrance to the convent complex. 
The building itself is as foreboding and 
desolate as the environment that surrounds 
it, a huge gothic monstrosity dominated by 
a large spire that projects from the far side 
of the main chapel. Night is drawing in 
quickly and it is growing very cold so you 
resolve to waste no time in entering the 
convent, as much for practical reasons of 
shelter as of those of finally beginning your 
commission.


The main double-door to the chapel is 
a huge dark wood affair with a piece 
of parchment nailed to it above a large 
iron handle. The door is shut and 
you surmise that this is fairly normal 
as very few visitors would be likely 
to pass by here after dark. Will you:                                                                                                                                             
  


Try to turn the handle 
and open the door? Turn to 52.
Examine the 
parchment?  Turn to 96.
Rap loudly on the 
door?   Turn to 62.


2
‘Your attitude surprises me, considering it 
is you who seeks the truth, but I knew it, 
I knew you were no better than the rest of 
them. Foul corruption pervades the very 
fabric of this building.’


Before you get the chance to correct 
or question him, Grandier produces a 
serrated-edged knife from behind his head 
and slashes a vicious gash into his left 
wrist. Blood spurts from the wound and, 
given his age and frailty, it is only a matter 
of seconds before the knife falls from his 
hand and his body goes limp. Lose 2 luck 
points. With Grandier dead you can only 
press on in the hope that you can solve 
the mystery using your own guile alone. 
With this room offering you nothing but 
an overbearing aura of despair, you decide 
to leave by a door in the south wall. Turn 
to 183.


3
You cautiously enter the cellarium and 
tiptoe down the corridor to the head of the 
staircase. Looking down you can see that 
the steps lead into darkness. In spite of 
the relatively well-kept appearance of the 
corridor in general (the lack of cobwebs 
and very little dust are particularly 
noticeable), there is a dank and foetid 
smell rising up from the depths that the 
stairs disappear into. Do you wish to head 
deeper into the cellarium by going down 
the staircase (turn to 190), or do you feel 
that you now wish to leave and return to 
the safety of the kitchen (turn to 133)?


4
You raise your fist and bring it down 
hard, or what you believe is hard, onto 
the surface of the mirror, but your fist 
merely passes through the surface as if it 
were made from water. Do you wish to 
try smashing the mirror using your sword 
pommel instead (turn to 210), or with a 
hammer (if you have one) (turn to 142), 
or will you simply step through it instead 
(turn to 14)?


5
The door opens into a very small room 
which is empty other than the presence of 
a number of priest’s robes hanging from 
hooks around the walls and several long 
dresses laid out on wooden benches. It 
seems that this must be a garderobe and 
the warmth of some of the clothes suggests 
they have only recently been removed by 
their wearers. A white alabaster mask that 
rests on one of the dresses catches your 
eye and you can take it if you wish. The 
only exit from the room is via a door in the 
opposite wall. Turn to 27.


6
You run your fingertips along the mortar 
between two of the less slime-covered 
stones and although you can find nothing 
that suggests an opening, you do begin 
to feel a bizarre tingling sensation in your 
fingertips. Test Your Luck. If you are Lucky, 
turn to 83. If you are Unlucky, turn to 56.


7
‘What use would I have for this material 
bauble? I am hungry, not poor. Clearly you 
are not the worthy one that I hoped you 
might be. Get out of my sight. The door 
over there leads to where you want to go, 
but I doubt you’ll find the truth that you 
seek.’


Lose 2 luck points for this worrying 
portent and turn to 183.
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8
You dart through the door, closing it 
gently behind you to avoid alerting 
anyone to your unexpected arrival and 
rapid departure. You are back in the vast 
cloister, which is still devoid of people, 
something which comes as a relief to you. 
Immediately facing you on the other side 
of the empty hall is the door that you know 
will lead back to the garderobe, so you 
must take one of three doors in the right-
hand wall. To take a small door with a red 
“W” painted on it, turn to 144. To take a 
large door with a metal cross nailed to it, 
turn to 179. Or to take a newish-looking 
door made from a mahogany-coloured 
wood, turn to 201.


9
The door does not have a handle with 
which to open it. Instead, set into its frame 
is a combination mechanism with three 
metal cogs that can be turned to change a 
three-digit access code.


Do you know the code for this door? If so, 
turn to the section that corresponds to this 
code. If you do not know the code, you 
can either try door “2” (turn to 154), or, if 
you have already tried that door without 
success, you concede with a sigh of despair 
that you have come so far, only to fail now 
as you can progress no further. You may 
find your way back out of the convent 
eventually, but your mission is a failure.


10
Along the opposite end of the short 
corridor running to and from the 
chapterhouse are two wooden doors, both 
closed. To try the left hand door, turn to 92, 
or to try the right hand door, turn to 177.


11
Do you press the blue button (turn to 50), 
or the brown button (turn to 146)?


12
As you pluck the flower from its stem, the 
rustling grass patch expands twofold and 
its blades fold out from its dense centre, 
revealing gleaming steel-like ends that 
were previously concealed. The patch 
of Sabregrass must have been planted 
specifically to protect the orchids and you 
must fight it off as it slashes at you:


SABREGRASS skill 5 stamina 4


If you win, turn to 114.


13
You step up to the side of the bath and see 
an old man wearing only a simple linen 
loincloth lying in the water. The source of 
the blood flow is immediately apparent as 
you see an angry gash on the man’s wrist. 
Looking into the water you can see a large 
slick of dark red arterial blood mingled 
with the bathwater, draining from his other 
wrist, which floats on the surface of the 
water. A serrated knife rests on the man’s 
chest with tell-tale droplets of blood along 
its blade. It seems you have discovered a 
suicide.


Have you previously been told to seek a 
particular Priest? If so, turn to 126. If not, 
turn to 167.


14
With some hesitation you step forwards 
and pass safely through the mirror. There is 
a moment of blinding light, before you find 
yourself feeling a cold chill.


Looking around you see the main entrance 
door to the convent and recognise the 
dark wooden door with the parchment 
note attached to it. You are somehow back 
where you started when you first arrived 
earlier this evening! There is a thick dense 
fog all around you and the night air is 
bitterly cold.


Will you bang on the door (turn to 174), or 
look around for a place to shelter for the 
night (turn to 87)?


15
‘I know you are there. I can feel your 
presence,’ says the still reposed bather. Will 
you carry on to the door (turn to 183), or 
will you try to turn the situation around by 
asking for help instead (turn to 63)?


16
The Wererat falls to the floor in front of 
you, its thick red blood absorbing quickly 
into the grain that covers the floor. A search 
of the hut reveals that it really is no more 
than a grainstore and that there is nothing 
of use here. You leave the hut, pulling the 
door to behind you. Will you now follow 
the path to see where it leads (turn to 55), 
or return to the kitchen (turn to 32)?


17
You have a choice of two doors. Do you 
take a newish-looking door made from a 
mahogany-coloured wood leading off to 
the right of where you entered from (turn 
to 201), or a small door with a red “W” 
painted on it (turn to 144)?


18
Your blow knocks the creature to the floor 
and it retreats back to the wall. Once again, 
you watch as its muscular form reduces 
in size considerably and its skin turns a 
sickly light green colour. Its ears extend as 


its arms grow shorter and the Changeling’s 
final desperate gambit presents itself as 
it charges at you, now standing only four 
feet tall in the shape of a Goblin:


GOBLIN  skill 5 stamina 5


If you kill this nightmarish creature’s final 
form the prostrate creature reshapes itself 
back into its original form as a humanoid 
baby – you have finally defeated the 
Changeling. Turn to 72.


19
Immediately in front of you, facing the 
door that led to the garden, is an open 
door that you can see will return you to 
the empty cloister, where you have already 
been. If you have not already tried it, you 
can either take a door in the left-hand wall 
(turn to 59), or a large door with a metal 
cross nailed to it in the right-hand wall 
(turn to 179).
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20
The instant you produce the cross, the 
creature grabs it from you, looks at it with 
what could almost be a smile on its faces, 
and moves aside before wandering off 
towards the bathhouse staring fixedly at 
the gold object. You can now either enter 
the room (turn to 61), or take the left-hand 
passage (turn to 31).


21
Your final blow fells the disgusting 
monstrosity, which collapses to the floor 
and begins to disintegrate before your 
eyes. You watch to make sure that the 
creature is reduced to nought but dust 
before turning back to face the darkness.


As you turn around, you are amazed 
to see the light from the outer chamber 
glancing off a shiny surface. Once your 
eyes are fully accustomed to the half-light 
this creates, you are able to make out a 
large free-standing mirror that is almost 
the full height of the room from floor to 
ceiling. You stand in front of the mirror, 
contemplating your next move. Turn to 78.


22
You explain that the purpose of your visit 
is to locate the missing veil relic and he 
smiles knowingly.


‘Yes, a curious object, yet it is said to have 
many properties. I don’t hold with relics 
myself, I prefer the old methods of getting 
by with the use of a good sword-hand, 
some holy water, and following the truth at 
all times. What you seek will be concealed 
deep within this building’s walls, there is 
no way it can have been taken outside of 
here. You will need to find another of your 
ilk, Father Grandier, who passed through 
these doors just as you have. He sought the 
veil too. Take my advice and bless yourself 
with the water that is kept in the font in 
the north transept. I fear you may need its 
protection.’


With this he presents you with a small 
flask from within his habit, joins his hands, 
and bows his head in contemplation.


Do you take his advice and head for 
the north transept (turn to 192), or do 
you prefer to seek the quickest way of 
accessing the convent proper and head for 
the south transept (turn to 169)?


23
As you approach it, the basket begins 
to shift from side to side as if there is 
something moving inside it. Do you wish 


to take a closer look at its possible contents 
(turn to 188), or would you rather leave 
this room and try the door marked “2” 
(turn to 154)?


24
To avoid doubling back on yourself, there 
are two possible exits from the kitchen: to 
take a windowed door that gives onto a 
small garden (turn to 44), or to try a heavy-
looking black door in the far wall (turn to 
59). A third door is open, but it leads back 
to the empty cloister so you decide against 
this route.


25
The assembled congregation looks at you 
expectantly and you realise that the fact 
that you are wearing the Templar’s garb 
suggests to the throng that you are here to 
conduct a service! Test Your Luck. If you are 
Lucky, turn to 175. If you are Unlucky, turn 
to 196.


26
You stand stock-still for five minutes, but 
nothing odd happens. Will you now press 
on (turn to 207), or turn and run back 
towards the kitchen (turn to 66)?


27
Stepping through the door, you find 
yourself in a massive square cloister, the 
size of which suggests it must take up a 
large portion of the convent building. The 
cloister itself is almost totally empty, with 
a bare wooden floor and high windowless 
walls ending in a plain wood-beamed 
ceiling. Your footsteps resonate against 
the hardwood floor and the sound echoes 
around the room. Four doors lead away 
from the cloister, any of which you may 
wish to take. As you walk across the floor, 
however, you hear the sound of fluttering 
wings and, looking up, you see a flock of 
large Bats swooping towards you in attack. 
You must fight them off before you can 
reach any of the doors: 


q34        Fighting Fantazine







                                   
BATS  skill 6 stamina 5


If you win, you can now continue towards 
an exit from the cloister. To take the door 
immediately facing the one by which you 
entered from the garderobe, turn to 59. 
Alternatively, three doors run along the 
wall adjacent to the door you approached 
from. To take a small door with a red “W” 
painted on it, turn to 144. To take a large 
door with a metal cross nailed to it, turn 
to 179. Or to take a newish-looking door 
made from a mahogany-coloured wood 
turn to 201.


28
‘Why so untrusting when you have come 
this far? But I’ll humour your question. I 
am Sister Amandla, Leader of the Order of 
the Blessed Grief. Will you join me at my 
table?


If you do her bidding turn to 60, or, if you 
know another potential course of action, 
turn to the relevant paragraph now.


29
Realising that it is not wise to allow 
yourself to be seen if you are to remain in 
this room given what is taking place and 
your uninvited intrusion, you gulp down 
the contents of the potion vial and begin 
to disappear from head to toe. You wriggle 
your fingers to make sure there are no ill 
effects to drinking an entire dose of the 
potion and are pleased to note that you are 
invisible, but are otherwise unaffected by 
the concoction. Turn to 33.


30
Tiptoeing around the statue, you 
accidentally clip one of its metal arms 
with your backpack and to your 
disappointment the arm jerks out and 
grabs you, dragging you around to stand 
in front of it. Its metal eyelids flash open 
and two points of intense light radiate 
from within its glass eyes. It raises its metal 
fists and begins to flail its arms at you. You 
must defend yourself. The statue is made 
from a soft metal so can be damaged with 
any weapon but, due to the piercing light 
of its eyes, you must conduct this fight 
with a -1 penalty to your Attack Strength 
through the partial blindness it causes:


METAL 
WARRIOR skill 10 stamina 12


If, at any point, you roll a double when 
rolling for your Attack Strength and win 
that Attack Round, turn immediately to 58.
If you defeat the animated statue, turn to 
111.


31
The new side corridor is only three or four 
feet wide at the most and you make your 
way cautiously along it. Lit by small gas 
lamps that are mounted at shoulder height 
on alternate sides of the wall, the floor of 
the passage is made from a gleaming red 
metallic material. Do you wish to bend 
down and touch the metal floor to check 
that it is safe to proceed (turn to 95), or 
will you simply head along the corridor, 
negotiating your way around the lamps 
(turn to 80)?


32
You go back through the windowed door 
and into the kitchen, closing the external 
door behind you. The kitchen is exactly as 
you left it and you decide it would be best 
to press on. Turn to 19.


33
Protected by your invisibility you can now 
freely move around the room amongst 
the now writhing, entwined bodies of the 
assembled revellers, who appear to be in 
the grip of some sort of ecstatic narcotic 
stupor. You must move carefully, though, 
to avoid tripping over or accidentally 
treading on anyone. Test Your Luck. If you 
are Lucky, turn to 138. If you are Unlucky, 
turn to 110.


34
‘Where did you get these? I knew it, I knew 
you were no better than the rest of them. 
Foul corruption pervades the very fabric of 
this building.’


Before you get the chance to correct 
or question him, Grandier produces a 
serrated-edged knife from behind his head 
and slashes a vicious gash into his left 
wrist. Blood spurts from the wound and, 
given his age and frailty, it is only a matter 
of seconds before the knife falls from his 
hand and his body goes limp. Lose 2 luck 
points. With Grandier dead you can only 
press on in the hope that you can solve 
the mystery using your own guile alone. 
With this room offering you nothing but 
an overbearing aura of despair, you decide 
to leave by a door in the south wall. Turn 
to 183.


35
Careful to only allow a few drops to touch 
your tongue, you replace the stopper and 
wait to see what happens. In a matter of 
seconds, the fingers and thumb of your 
right hand vanish. You frantically shake 
your right arm and are relieved that you 
can still feel your extremities flexing. 
A few seconds later, your fingers and 
thumb reappear. The liquid is a Potion of 
Invisibility, drinking all of which will make 
you completely invisible for a few minutes. 
You can take it with you if you wish. 
Pleased with your find, you head for the 
door in the far wall. Turn to 143.


36
You come round on the floor of a 
beautifully-decorated bed chamber that 
is more akin to a great king’s throne 
room than a convent’s sleeping quarters. 
Green carpet covers the floor on which 
you lie and rich tapestries adorn the walls 
showing various devotional images.
You stand up and are surprised that you 
do not feel at all groggy. At the far side of 
the room is a large four-poster bed and to 
its side is a finely-carved mahogany table, 
upon which stand two golden goblets. 
Seated behind the table in a fine chair that 
resembles a wooden throne is an old-
looking but elegant lady. She wears the 
standard dress of a Priestess of the Order, 
but around her neck hangs a golden choker 
with an A-shaped pendant studded with 
emeralds hanging from its centre-point. 
She smiles at you and gestures you to 
approach her.


Do you do as she bids (turn to 60), or will 
you ask her to identify herself (turn to 28)?


37
As you search through your pack, the 
creature’s eyes survey you with curiosity, 
as if it anticipates being rewarded 
somehow. Will you offer it:


A stone hammer? Turn to 156.
Some fool’s gold? Turn to 97.
Some chestnuts? Turn to 127.
A portion of Provisions? Turn to 76.
A gold cross?  Turn to 20.


Or, if you have none of these or you prefer 
not to offer the creature any of them, will 
you attack it (turn to 42), or walk off down 
the left-hand passage instead (turn to 31)?
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38
The decaying creature is a Wight-Priestess, 
the undead revenant form of a priestess 
who had been walled-up in this chamber, 
presumably as the ultimate penalty for 
some horrible misdemeanour. She can 
only be fought with a magic sword. If you 
have reached this far without one, your 
adventure is over. Otherwise, resolve this 
battle:


WIGHT-
PRIESTESS skill 12 stamina 11


If you win, turn to 21.


39
You tiptoe carefully around the strangely 
alive-looking metal figure and, to your 
relief, it remains motionless and silent. 
Beyond the statue, the corridor thins again 
to the same width as before and continues 
onwards, although the gas lamps are fewer 
and the light is not as good the further you 
go. Turn to 99.


40
The priestess’ words echo and resound 
painfully around the room as if she 
had just yelled into a canyon. Her voice 
bounces around inside your head and she 
stares almost demonically at you. You grip 
your pounding head with both hands, 
dropping the still-bound scroll as you do. 
Blood begins to cloud your vision and 
you can make out the priestess rising from 
her seat and moving around the table to 
retrieve the scroll which, as she picks it up, 
combusts spontaneously in her hands.


‘Free forever, free forever,’ she chants with 
glee. ‘Grandier, you have served me well, 
after all.’


These are the last words you will ever hear 
as you fall to the ground, haemorrhaging 
horribly from your brain. Sister Angela 
is now free of her one weakness, and you 
have failed miserably. You know her secret, 
but you have facilitated her liberation from 
it, and the secret dies with you.


41
You leave the library and return to the 
chapterhouse corridor. The door opposite 
leads back to the chapel so you must now 
take the door next to the library entrance. 
Turn to 177.


42
Your aggressive behaviour provokes the 
creature into baring its sharp claws and 
it defends itself by instinct alone. Resolve 
this fight:


CALACORM skill 7 stamina 8


If you win, turn to 184.


43
The Dwarf runs beyond the font and into 
the north transept. Realising your combat 
will go unseen in that area you follow him 
and he assumes a defensive posture. An 
ex-rogue, he has considerable experience of 
defending himself:


DWARF 
PILGRIM skill 9 stamina 10 


If you win, turn to 186.


44
A chill night wind hits your face as you 
step through the door and into a kitchen 
garden. Various food plants are growing 
in neat rows and the garden is obviously 
someone’s pride and joy as it is extremely 
well tended. To the opposite side of the 
rows of plants is a small hut and a path 
runs from its door away to the right, 
beyond the extremity of the convent’s 
outer wall. Will you examine the plants 
(turn to 162), investigate the hut (turn to 
182), or follow the path (turn to 55)? If 
none of these interest you, then you return 
to the kitchen (turn to 32).


45
The decaying stone walls run with 
moisture and the smell as you get closer 
to the nearest wall is disgusting, as if the 
stench of rotten flesh is mingling with the 
aroma of vinegar.


Do you wish to run your hand between 
some of the stone blocks in the hope that 
there might be a hidden panel or loose 
block that could lead onwards (turn to 6), 
or would you rather examine the newer, 
brick wall instead (turn to 64)?


46
You make to take a run up and leap, but 
find your feet will not move. All you can 
do is stand rooted to the spot and wait to 
see what might happen next. Turn to 108.


47
As you turn around to make your way 
back to the kitchen, you realise that your 
feet are held fast by thick branches that 
have formed around your legs. Will you 
try to cut yourself free with your sword, 
a cleaver, or a knife (if you have any of 
these)? If so, turn to 107. Or if you do not 
have a sword, cleaver or knife, turn to 168.


48
In spite of their fairly unpleasant taste, you 
manage to swallow the leaves in one gulp. 
You wait a moment to see if you need to 
quickly induce vomiting if there are any 
ill effects, but nothing happens. You have 
eaten some of the priestess’ crop of a rare 
herbal infusion that this Order craves for 
its luck-bringing properties, believing 
it will increase the likelihood of visitors 
coming to view the veil and, of course, 
leaving tributes in the form of gold. Add 
1 luck point for the confidence the dry 
leaves give you. You can now either pick 
an orchid (turn to 204), smell an orchid 
(turn 171), head for the hut (turn to 182), 
follow the path (turn to 55), or go back to 
the kitchen (turn to 32).


49
The Priestess shrieks with rage as you 
make to attack her, and she produces a 
dagger from within the folds of her dress. 
You must fight:


PRIESTESS skill 8 stamina 9


If you win, turn to 86.
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50
You press the button and it springs back 
out violently as the statue’s limbs begin 
to creak and move. Its metal eyelids flash 
open and two points of intense light 
radiate from within its glass eyes. It raises 
its metal fists and begins to flail its arms 
at you. You must defend yourself. The 
statue is made from a soft metal so can be 
damaged with any weapon but, due to the 
piercing light of its eyes, you must conduct 
this fight with a -1 penalty to your Attack 
Strength through the partial blindness it 
causes:


METAL 
WARRIOR skill 10 stamina 12


If, at any point, you roll a double when 
rolling for your Attack Strength and win 
that Attack Round, turn immediately to 58.
If you defeat the animated statue, turn to 
111.


51
Turn to 7.


52
You turn the handle but the door is locked, 
perhaps to deter any more would-be 
thieves. You decide you have no choice but 
to knock on the door instead. Turn to 62.


53
You offer Father Grandier a portion of 
Provisions from your pack, which he 
enthusiastically wolfs down, crumbs 
falling around him and floating on the 
surface of the water.


‘I could tell you were a well-meaning 
visitor. I know what truth you seek.’


He moves his hand towards one of the 
smaller flagstones that rests on the edge of 
the bath and flicks his little finger onto a 
concealed catch that causes the flagstone 
to retract, revealing a hidden cavity. From 
it he produces a scroll bound with golden 
cord.


‘This will show you the truth. This 
document is the great confession of Sister 
Angela de Culpa, she of the Blessed Veil.’ 
He casts a wry glance in your direction. ‘Of 
course, there is no veil. Sister Angela’s Veil, 
indeed! The veil only veils the truth that 
Sister Angela lives – isn’t it amazing what 
difference simply moving one letter can 
make to the meaning of a sentence? She is 
not dead and never was. She is simply the 
root and source of this place’s corruption. 
If you can find her, confront her with this 
knowledge and make her face up to her 
final confession one more time.’


You thank Grandier for his help and take 
your leave of the sauna-bath by a south 
door that Grandier indicates leads to 
the inner sanctum of the convent. If you 
should find yourself in a position to use the 
secrets you now know, turn to paragraph 
128. But for now gain 2 luck points for 
discovering a key piece of information and 
continue your quest by turning to 183.


54
The meat is of excellent quality and tastes 
delicious. You eat enough to restore 4 
stamina points and there is still ample left 
to amount to 1 lot of Provisions if you 
decide to take it with you. If you have not 
already done so, you can now either search 
the kitchen further (turn to 109), or leave it 
(turn to 197).


55
The path runs some ten or so metres 
away from the garden and passes into an 
unkempt and noticeably overgrown area. 
You can see that the path continues further, 
running deeper into the dark mass of 


tangled bushes. It is impossible to see what 
might lie beyond, if anything does at all. 
Will you press on (turn to 191), or return to 
the kitchen (turn to 32)?


56
The tingling sensation quickly grows in 
intensity and you notice with some horror 
that your arm is becoming overrun by 
the damp slime that runs down the wall. 
You struggle to free your fingers, but they 
are stuck hard to the wall. You can only 
watch in terror as first your arm, then your 
chest, and finally your head is engulfed in 
the damp slime, which will enjoy feeding 
on you for many years to come. Your 
adventure ends here.


57
Will you leave the kitchen by a large door 
with a metal cross nailed to it immediately 
opposite the one by which you entered 
(turn to 179), or a windowed door that 
gives onto a small kitchen garden (turn to 
44)? There is a third door that hangs open, 
but it leads back to the empty cloister so 
you decide against wasting your time 
back-tracking.


58
The force of your blow knocks the 
animated statue over and as its feet leave 
the floor its limbs instantly cease to move. 
You surmise that the statue used the 
copper flooring, via contacts in its feet, 
as a source of a peculiar kinetic energy 
and that once removed from the floor, the 
circuit breaks and the statue is rendered 
immobile. Gain 1 luck point for this 
fortuitous event, and turn to 111.


59
As you are about to open the door a 
message appears in the wood of the door 
in letters of spectral flame:


Mask your true likeness before entering


If you have a white alabaster mask, will 







you follow the mysterious words? If so, 
turn to 81. Of if you prefer to ignore the 
message, or do not have a white alabaster 
mask in your possession, turn to 178.


60
You approach the table and the woman 
raises one of the goblets and offers it to 
you. She stares into your eyes and you 
suddenly realise that you are unable to 
move any part of your body - her intense 
aura has literally paralysed you and she 
begins to chant, her voice growing ever 
more loud as she puts the goblet to your 
lips and you feel liquid flame enter your 
mouth as you are burned from the inside 
out. Sister Angela’s secret will remain just 
that. You have failed at the final stage of 
your mission.


61
The scene inside the room both surprises 
and sickens you. You are in the convent 
misericord, an area set aside for the sadistic 
punishment of members of the Order who 
are perceived to have “gone astray”. The 
floor is the same bare stone that the earlier 
parts of the building were built in, but the 
walls are fitted with manacles and vicious 
leather whips with knotted ends hang 
from loops set into the mortar between the 
stones of the walls. On the far side of the 
cell, shackled to a fixing post on the wall 
and facing away from you, is a human 
female form, stripped down to the waist, 
her bare back scarred by several vicious 
welts. As she hears you move, she speaks 
out, begging you not to flog her again. In 
your most reassuring tone, you quietly 
explain that you are not here to hurt her 
and the girl begins to sob as she requests 
that you untie her bonds.


Will you do as she asks? Turn to 105. 
Or will you leave her 
trussed up as you try to 
explore the cell? Turn to 75.


62
You rap loudly three times on the door and 
hear footsteps growing gradually louder. 
After a few moments you hear the sound 
of a key turning in a lock, the door opens 
inwards and a man stands before you. He 
is dressed in the simple brown robe and 
sandals of a monk, with a piece of white 
rope tied around his waistline, which 
shows him to be quite slender. This is not 
the usual rotund jolly wandering monk 
you are used to meeting on your travels; 
instead his face is serious, his grey eyes 
and thinning hair suggesting many years 


of self-denial and piety. He looks you up 
and down, eyes your sword at your hip, 
raises a wry smile and gestures that you 
should enter the building. How do you 
react:


Attack him with your 
sword?  Turn to 124.
Agree and follow him 
in?   Turn to 73.
Refuse and insist on 
remaining outside? Turn to 129.
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63
‘He who seeks shall find,’ he replies in a 
more soothing tone, the natural confidence 
of which suggests a lifetime of addressing 
large groups of people in some way. 


‘I am Grandier, Grand Abbott of the 
Southlands. Approach.’ 


As you step up to the side of the bath, you 
see an old man bathing, wearing nothing 
other than a linen loincloth. His face is 
friendly, yet betrays years of self-sacrifice 
and devotional suffering. He has very little 
hair and sports a thin wispy greying beard. 
You feel strangely at ease in his presence.


‘I am hungry, friend,’ he continues. ‘Feed 
me and I shall impart the knowledge that I 
know you yearn to acquire.’


Will you offer him a 
Provision (if you have 
one)?   Turn to 53.
Will you offer him 
some chestnuts? Turn to 34.
Will you offer him a 
gold cross?  Turn to 7.
Will you offer him a 
nugget of fool’s gold? Turn to 51.
Will you threaten him to
 try to break his serenity
 and confidence? Turn to 2.
Or will you simply 
apologise for the 
intrusion and take your 
leave via a door in the 
south wall?  Turn to 183.


64
A close examination of the brick wall 
shows that the mortar is loose in several 
places and it appears that it will be easy to 
dislodge a few bricks. Seeing that you have 
no alternative route forwards, you work 
some of the bricks loose, which proves to 
be simple work. Will you now pull more 
bricks away to create an opening large 
enough to step through (turn to 112), or 
will you try to peer through the small hole 
you have made instead (turn to 74)?


65
As you open the box you feel a sharp pain 
in your hand as a short spring-loaded 
blade cuts into your flesh. Lose 2 stamina 
points for the pain caused by the trap, 
which was obviously set to deter thieves. 
Inside the box is a single nugget of gold 


which, you are disappointed to note on 
lifting it, is far too light to be genuine and 
so must be fool’s gold, although it is very 
convincing to look at nonetheless. You may 
take it if you wish. There is nothing else of 
interest here and, not wanting to get caught 
stealing from the convent, you decide to 
move on swiftly. Turn to 10.


66
You run back up the path, grateful to have 
avoided whatever fate may have awaited 
you beyond the barrier of plants. However, 
the ease of your escape plays on your mind 
and you feel you may regret your lack of 
perseverance. You arrive safely back at the 
kitchen entrance nonetheless. Turn to 32.


67
As you rifle through the grain your hand 
brushes against what feels like human 
flesh. Suddenly you hear a snarl as the 
grain pile is scattered in all directions and 
a human-like creature rises up in front of 


you. The moonlight coming in through 
the open doorway catches the creature’s 
flesh and a hideous transformation takes 
place before your eyes as the man assumes 
a vaguely rodent form. You must fight the 
enraged Wererat whose minions you have 
just killed. Do you have a silver object? If 
so, turn to 102. If not, turn to 200.


68
Turning away to avoid watching the baby 
die, you raise the hammer and bring it 
down on the baby’s skull. The sickening 
sound of rending bone briefly causes you 
to think you may have made a mistake, but 
when you look again at the result of your 
action, you see the now dead creature flash 
between three tiny animal forms before it 
twitches and ceases all movement. Gain 
1 luck point for despatching what you 
now know was a Changeling – you have 
avoided a potentially long and difficult 
combat. Turn to 72.
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69
You put one foot forward and the 
Calacorm raises its heavy tail and swings it 
around to bar you from passing it. It blinks 
again and its tongues whip in and out of 
its two mouths as it stares blankly at you.


Will you attack it? Turn to 42.
Or will you see if you 
have anything to offer 
it as a bribe to let you 
pass?   Turn to 37.


70
You ask the Dwarf what business he 
would have with you and he replies that 
he is on the run from the authorities in 
Port Blacksand. He travelled many days 
hoping to find this convent and eventually 
stumbled across the site, hungry and 
exhausted.


‘I found sanctuary here,’ he tells you, ‘but 
be prudent where you wander within these 
walls. Avoid the dortoir at all costs. There 
is only bad to be found there.’


With that he scampers away to sit at a 
bench and begins to nod in the direction of 
the altar. Remembering his advice, will you 
now take a look at the altar (turn to 103), 
or go to the south transept that will lead to 
the convent interior (turn to 169)?


71
You dart back through the kitchen door, 
closing it gently behind you to avoid 
alerting anyone to your unexpected arrival 
and rapid departure. Nothing has changed 
since you last visited a matter of minutes 
ago and the kitchen is still devoid of life, 
which comes as a relief to you. If you did 
not do so on your previous visit, you can 
try eating some of the duck (turn to 54), 
search the kitchen (turn to 109), or leave 
this room (turn to 57).


72
Will you now explore the dead 
Changeling’s room (turn to 98), or will you 
leave and try the door marked “2” (turn to 
154)?


73
You follow the man inside and he closes 
the main entrance door with a loud 
bang, locking it with a large iron key that 
remains in the lock as he addresses you: ‘I 
see you are prudent, stranger. It pays to be 
prudent in these parts. Come, sit awhile 


with me.’


Do you sit as he asks (turn to 189), or will 
you say that you are here to meet someone 
and that you cannot delay (turn to 203)?


74
You press your face up to the gap in the 
bricks and can discern nothing more than 
darkness in the void beyond. You decide 
it would be easier to remove more of the 
bricks to create an opening large enough 
for you to get through. Turn to 112.


75
You walk away from the chained woman 
and, as she realises that you are not 
helping her, she screams a curse at you for 
being so inhumane. Lose 1 luck point for 
this unkind act. There is nothing other than 
implements of torture here, so you take a 
small side passage that leads to the right. 
Turn to 31.


76
The creature sniffs at the food and licks 
at it with one of its tongues, before 
swallowing it in one single gulp with 
a snap-back of one of its heads. It then 
goes back to looking at you as if it wants 
something else.


Will you offer it something else (turn to 37 
and choose again), attack it (turn to 42), or 
will you walk away down the left-hand 
passage (turn to 31)?


77
You remain perfectly still, but all of a 
sudden the nearest priestess hurls one 
of the brown objects towards where you 
are standing in the shadows. The object 
comes to rest as it strikes your right boot 
and, looking down, you notice that it is 
a chestnut. Looking back up you see a 
half-naked monk crawling on his hands 
and knees to retrieve it. Just as he reaches it 
his eyes fall on your boots and he bellows 
“Intruder!” which is the last sound you 
hear before you are struck very firmly on 
the side of the head with a blunt but heavy 
object. You black out. Turn to 135.


78
Will you:


Try to step through the 
mirror?  Turn to 104.
Try to smash the mirror? Turn to 185.
Or stare back into the 
mirror?  Turn to 89.


79
Will you investigate the altar (turn to 103), 
or do you think it more sensible to spend 
no more time in the chapel and head 
for the south transept and into the main 
building section (turn to 169)?


80
You make your way along the corridor, 
side-stepping the lamps, and after walking 
for a few metres the passage turns sharply 
to the left and widens out into a small 
chamber, lit as before by several wall-
mounted gas lamps, which cast their 
light onto a human-sized metal statue of 
a warrior that stands directly on the floor 
rather than on any kind of plinth or base.


Do you wish to examine the statue closer 
(turn to 198), try to creep around the statue 
(turn to 160), or see if it does anything as 
you stand and observe it (turn to 145)?


81
Heeding the warning, you fit the mask to 
your face, push open the door and, before 
you have an opportunity to take in any of 
your surroundings, you are struck very 
firmly on the side of the head with a blunt 
but heavy object. You black out. Turn to 
135.


82
You approach the coffin. Set into the lid is 
a clean metal plaque which reads: “Sister 
Angela de Culpa, blessed forever”. If 
you try to lift the coffin lid, turn to 211. 
Otherwise, if this course of action does 
not appear wise given what has already 
attacked you in this crypt and you wish to 
leave, turn to 163.
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83
Realising that the slime is trying to stun 
you, you swiftly jerk your arm back, 
pulling your fingers from the wall. You are 
relieved to see only minor redness on the 
tips of your fingers. Lose 1 stamina point 
for the slight burn you have received, but 
gain 1 luck point for avoiding what could 
have been a far worse outcome. You decide 
it would be safer not to interfere with the 
stone walls any further and move your 
attentions to the newer, brick wall instead. 
Turn to 64.


84
Just as you are about to examine the objects 
on the altar further, you are disturbed by 
the loud sound of a door opening close to 
the main entrance, through which comes 
a procession of portly monks, followed 
by ten stately-looking priestesses wearing 
long dresses. These must be the Order of 
the Blessed Grief, you assume, as they 
file onto benches and sit down, all staring 
directly at you as you stand behind the 
altar.


Are you wearing a monk’s habit? If so, 
turn to 25. If not, turn to 131.


85
The door is made from the same wood as 
the main entrance door, but is only just 
high enough for an average-sized human 
to pass through. You open the door and 
find yourself looking into a triangular-
shaped reception vestibule. A small seat is 
positioned on the left-side wall, but the rest 
of the vestibule is totally bare with a cold 
marble floor. In the far wall there is another 
door made of a lighter wood to that of the 
door you have just opened. If you would 
like to sit at the seat turn to 116. Or to walk 
across the marble floor to the far door turn 
to 143.


86
The priestess falls to the ground dead. A 
search of her body reveals nothing of use 
other than her dagger, which you can take 
if you want to (if you lost your sword, 
you can use this as a weapon, meaning 
you now fight combats with only a -1 
skill penalty due to the short reach of the 
dagger). You realise that it would not be 
wise to remain in this room in case anyone 
else enters and finds you with a corpse, 
and you make haste for the door in the 
opposite wall, stopping only briefly to pick 
up the alabaster mask if you wish. Turn to 
27.


87
You search around in the increasingly 
dense fog, but find no obvious hiding 
places to bed down for the night. It is 
growing incredibly cold and you have no 
option but to curl up in some bushes that 
grow next to the building’s entrance. No 
matter how tight you wrap your travelling 
furs around yourself you cannot seem 
to get warm. You eventually manage to 
fall asleep through the sheer exhaustion 
of your long day travelling on foot. The 
convent sits at a very high altitude and 
the thin night air is bitterly cold, too cold 
for you to make it through the night. Your 
body will gradually rot in the bushes until 
it is either eaten by passing scavengers or 
the smell is noticed by a visiting pilgrim 
who will find your decaying remains 
and, if you are lucky, at least arrange for a 
proper burial in the convent grounds.


88
You pull the pouch’s drawstring loose and 
it falls open to reveal a stoppered glass 
bottle containing a dark blue liquid. A 
label attached to the side of the bottle reads 
enigmatically, in a delicate hand:


Now you see me
Now you don’t


Consume with caution
Or others only briefly won’t


Will you take a sip? Turn to 35.
Will you pour a small 
amount onto the floor? Turn to 130.
Or will you discard it 
and make for the far 
door?   Turn to 143.


89
You stare into the mirror but can only see 
your reflection staring back at you, and the 
light of the outer room reflected behind 
you. Do you now wish to try to smash the 
mirror (turn to 185), or step through it (turn 
to 104)?


90
In spite of its highly polished finish, you 
successfully cross the room on the marble 
floor. You grasp the handle of the door and 
it turns easily. Turn to 136.


91
With a final vicious swing of your sword 
you manage to cleave the man’s head from 
his shoulders and, in spite of his limbs 
continuing to try to fight, he slumps to the 
ground in a pool of gushing blood. You 
quickly glance beyond the body into the 
main sanctum of the chapel, but there is 
no-one around and there is no sound to 
suggest anyone is coming to investigate 
from deeper inside the building. 
Presumably they are all already asleep? 
You rifle through the warrior’s robes but 
you cannot find anything of any use. You 
can, if you wish, change into his monk’s 
habit and sandals to give you some cover, 
concealing your backpack within the habit 


as if you have a slight hunch to your back.


Unbeknownst to you, the 
incomprehensible words he shouted 
before your combat were those of an 
ancient Potenzia Curse that afflicts anyone 
who should be unlikely to best him in 
battle. You have had your sword-arm 
permanently weakened and must reduce 
both your current and Initial skill by 2 
points.


You decide it would be unwise to remain 
in the chapel for longer than is absolutely 
necessary. What with the decapitated 
body of an inhabitant appearing at the 
same time as you have, suspicion will 
certainly be aroused, so you run across 
the stone-slabbed floor of the chapel to 
its far end, where you have three possible 
directions you can go in: if you choose to 
turn left into the north transept turn to 
192, to go straight ahead towards the altar 
turn to 103, or if you prefer to turn right 
and investigate the south transept, which 
appears to lead into the main building 
area, turn to 169.


92
The door opens into a cosy room with a 
deep blue carpet on the floor. Arranged 
around the walls from floor to ceiling are 
yards and yards of leather-bound books 
and this is evidently the convent library. 
A single desk and wooden chair sit in 
the centre of the room, while a partially 
burned-down candle sits burning on the 
desk to allow light bright enough to read 
by into the late hours of the night. A small 
window is set in the only part of the wall 
that is not lined with books, through which 
the moonlight shines onto the candle, 
casting weird shapes onto one wall as the 
flame dances.


Would you like to scour the shelves to 
see if any books might yield any useful 
information to aid you in your quest? 
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Turn to 100. Or do you not want to waste 
time on what could prove to be a fruitless 
search, and leave by the only exit which is 
that by which you entered this room? Turn 
to 41.


93
The door opens into a cramped burial 
chamber lit by a torch that stands in a 
cornice at each corner, in the centre of 
which is a stone plinth, on which rests a 
simple coffin made from teak. As you step 
into the room, which must be serving as 
an impromptu crypt, the door slams shut 
behind you and you spin around to see 
a hideous creature grinning insanely at 
you. Its clothes are in tatters and its skin 
hangs in folds from its yellowed bones. It 
opens its skeletal jaw and a cry of ‘Defiler!’ 
issues somehow from its mouth as it raises 
a rusty broadsword and slashes at the air 
in front of it, moving hastily towards you. 
If you have any holy water, you can try 
to throw it over the creature by Testing 
Your Luck. If you succeed, the creature is 
dissolved in front of you and disintegrates 
into a murky pool on the floor. Otherwise, 
you must fight:


TOMB 
GUARDIAN skill 9 stamina 10


If you defeat this horror, turn to 199.


94
With a final slash, the bizarre Bush-being 
retreats back to allow you to pass safely 
through. You run the remaining distance 
up the path and back to the relative safety 
of the kitchen. Turn to 32.


95
You stoop down and reach a hand out 
to the floor, which is warm to the touch. 
You realise that the floor must be made 
from copper, which is conducting heat 
from somewhere. You stand back up 
and continue a few more metres before 
the passage turns sharply to the left 
and widens out into a small chamber 
lit, as before, by several wall-mounted 
gas lamps, which cast their light onto a 
human-sized metal statue of a warrior that 
stands directly on the floor rather than on 
any kind of plinth or base.


Do you wish to examine the statue closer 
(turn to 198), try to creep around the statue 
(turn to 160), or see if it does anything as 
you stand and observe it (turn to 145)?


96
You remove the parchment from the door 
and can just about decipher the scrawled 
message written on it in an almost naïve 
child-like hand:


All are welcome and free to enter but please 
respect The sanctity of this building.


That means no weapons allowed.
Please leave Them at the door before you enter.


Your sword has served you well over 
the years, but you are able to appreciate 
that this building is a place of peace. 
The thought goes through your mind as 
to whether you are really likely to be in 
danger inside the convent’s walls.


Do you leave your 
sword as requested and 
turn the handle to open 
the door?  Turn to 117.
Do you conceal your 
sword under your cloak 
and open the door 
anyway?  Turn to 193.
Do you keep your sword 
hanging at your hip and 
rap loudly on the door? Turn to 62.


97
The instant you produce the fool’s gold, 
the creature grabs it from you, looks at it 
with what could almost be a smile on its 
faces, and moves aside before wandering 
off towards the bathhouse, staring fixedly 
at the rock. You can now either enter the 
room (turn to 61), or take the left-hand 
passage (turn to 31)?


98
The basket that contained the Changeling 
is empty save for the dirty blankets that 
surrounded it, but an examination of the 
cross mounted on the wall reveals it to be 
a spectacular and brilliantly-forged sword. 
The weapon has magical properties and 
affords its wielder a +2 bonus to their 
Attack Strength when using it in combat. 
It can also be used to fight any creatures 
where a standard non-enchanted sword 
would be useless. There is nothing more 
of interest here so you leave the room and 
turn to the door marked “2”. Turn to 154.


99
With some trepidation at what might greet 
you next, you make your way further 
and further down the dark corridor. After 
walking for what seems like ten or fifteen 
minutes, you arrive at the end of the 
corridor. Two doors stand in front of you, 
both with torches mounted in hideous 
stone imp-shaped gargoyles that sit over 
their lintels. The door to the left has the 
number “1” burned into it whilst that 
to the right has the number “2” painted 
crudely on it in white paint. To try door 
“1” turn to 9, or to try door “2” turn to 154.


100
Many of the books look ancient and do 
not have clear titles on their spines, but a 
scan along the shelves produces three titles 
that catch your eye as being potentially 
interesting.


To read The History of the Order turn to 
148.
To read The Life of Sister Angela de Culpa 
turn to 155.
To read Veil Miracles – A Brief Chronicle 
turn to 208.


Or if none of these are of interest to you, 
you can leave by the door through which 
you entered the library (turn to 41).


101
You reach for the rusted handle and are 
surprised at how easily it turns, as if it has 
seen regular or, at the very least, recent 
use. The door opens into a short candlelit 
corridor and you can make out steps that 
lead downwards at the far end. Will you 
enter (turn to 3), or close the door and 
leave this eerie outhouse (turn to 133)?


102
Resolve this combat:


WERERAT skill 9 stamina 7


If you win, turn to 16.
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103
You approach the altar, which is little more 
than a long table with a gold cross and a 
silver goblet standing upon it. Will you 
examine these (turn to 84), or would rather 
make haste into the main building via the 
south transept (turn to 169)?


104
You put one foot forwards and it melts into 
the mirror as if you were stepping through 
a wall of water. Will you step through 
completely (turn to 14), will you withdraw 
your foot and try to smash the mirror 
instead (turn to 185), or would you prefer 
to simply stare into the mirror (turn to 89)?


105
You pick up a loose stone from the floor 
and easily shatter her rusted iron bonds. 
She drops to the floor and, turning around, 
you see that she is quite young and clearly 
in some distress. You tell her again that 
you mean her no harm and she smiles 
gratefully before voluntarily launching 
into a frantic tale of how she was disgraced 
by the Order for falling pregnant to a 
transient Templar who, having already 
been accepted as a senior member of the 
Order, accused her of blasphemy and took 
her child from her whilst it was still in its 
cradle. She tells you that she thinks she 
knows where the child is and that she was 
on her way to retrieve him when she was 
caught and imprisoned in the misericord. 
She is now too weak from torture and 
starvation to feel any inclination to try 
to escape anymore, with or without the 
child, but tells you that she believes him 
to be being kept in a room deeper into 
this section of the building. The room has 
the number “1” on its door (she knows 
this as her gaoler tormented her with this 
detail), and she had already discovered 
that the combination to its locked door 
was 141 – a kindly old Dwarf pilgrim who 
had taken pity on her plight had told her 
of this before she was captured. If you 
have a provision or any chestnuts, she 
requests that you feed her in return for 
the information she has imparted to you, 
although she appears to know nothing 
of the veil relic (gain 1 luck point if you 
choose to do this). She wishes you all the 
best in finding her child before you leave 
the cell together. She makes for the door 
that leads to the bathhouse and you take 
the small side passage that she says has 
to be the way to where the child is being 
concealed. Turn to 31.


106
The door opens into a very small chamber, 
which contains a number of priest’s robes 
hanging from hooks around the walls and 
several long dresses laid out on wooden 
benches. Before you can decide what to do 
next, a door in the opposite wall opens and 
in steps a woman wearing the same style of 
long dress that you can see on the benches. 
She is a Priestess of the Order of Blessed 
Grief and berates you for being in the 
dressing room, which is restricted for the 
use of the women of the Order only. How 
do you respond:


Apologise and say that 
you are lost?  Turn to 132.
Attack her?  Turn to 49.
Ask where the owners 
of the clothes are? Turn to 166.


107
You produce your weapon and, as soon 
as you do, the mass of plant life and vines 
that held your feet and legs retreats back 
into the ground. Will you take your chance 
and make a run for the safety of the kitchen 
(turn to 66), or will you stand firm and 
check for dangers first (turn to 119)?


108
After a few minutes of fearing the worst, 
the crevasse begins to close back up and 
you find that your sense of euphoria is 
fading, but the feeling of dread created 
by the predicament of the crevasse is not 
abating. You decide you must leave this 
garden and return to the relative safety 
of the interior of the convent and are 
relieved when your feet lift as you dart 
back into the kitchen, although visions 
of spectres whirl around your head. You 
take a moment to reflect on the bizarre 
episode that has just befallen you, but 
rational thought does not come easy to 
you. Unbeknown to you, you have inhaled 
the perfume of a powerful hallucinogenic 
orchid used by the priestesses to commune 
with their Gods. In the hands of an 
experienced savant this flower can instill 
wisdom and brilliance on someone, but 
if attempted by the uninitiated it can 
only cause irrational nightmarish visions 
interspersed with bizarre moments of 
manic ecstasy. It takes years to master 
the flower’s influence and you have just 
inhaled enough to cause unpredictable 
bouts of hallucination in anyone but the 
most enlightened user. You close the 
kitchen door, sit down on the floor, cover 
your eyes with your hands, and begin to 
weep uncontrollably, having lost your wits 
entirely. Hopefully someone kindly will 
find you and take care of you for the rest 
of your wretched life, but you are in no 
condition to fulfil your commission. Your 
adventure ends here.


109
As interesting as the herbs and poultry 
look, the herbs are nothing more than 
thyme and rosemary for cooking, and the 


hanging birds are raw and smell a little 
odd, as if they may be past their best. 
Hanging from a hook over the stove is a 
steel meat cleaver, which you can take as a 
weapon if you do not have one (if you lost 
your sword, you can use this as a weapon, 
meaning you now fight combats with only 
a -1 skill penalty due to the shorter reach of 
the cleaver). If you have not already done 
so, you can now eat some of the cooked 
duck on the table (turn to 54), or leave the 
kitchen (turn to 197).


110
As you move across the room, a fat monk 
suddenly swings out an arm to grasp at 
one of the priestesses. As he does so, he 
grabs your left heel instead, bringing you 
flailing downwards with a thump onto his 
bulging stomach, which creates an indent 
in the shape of your face in his undulating 
flesh: ‘Intruder! Unholy unseen thing in 
our midst’ he screams and, as he does, you 
are struck very firmly on the side of the 
head with a blunt but heavy object. You 
black out. Turn to 135.


111
Beyond the statue, the corridor thins again 
to the same width as before and continues 
onwards, although the gas lamps are fewer 
and the light is not as good the further you 
go. Turn to 99.


112
You easily pull more and more of the bricks 
away until a large area of the wall has 
been removed. Light floods into the space 
beyond, yet you cannot make anything 
out other than a continuation, for some 
distance, of the same straw-strewn floor 
as that on your side of the wall. You step 
through into the darkness. Turn to 194.


113
On picking the small box up, you notice it 
rattles and you can clearly hear an object 
moving around inside it. There is a tiny 
catch on one side which must open the box. 
Do you wish to try opening the box (turn 
to 122), or have you seen enough here and 
wish to move on (turn to 10)?


114
The dead Sabregrass withers back into the 
soil. Will you now pocket the orchid flower 
(turn to 150), try sniffing it (turn to 171), 
or drop the flower on the ground (turn to 
153)?







It seems the reason he was amused when 
he saw your sword hanging at your waist 
is because he too likes to remain prudently 
armed inside this building. You recognize 
his sword as that of a legendary and highly 
disciplined Order of Warrior Priests – 
no surprise then that the monk has an 
uncharacteristically lithe frame, given that 
he is such a hardened warrior. He mouths 
words that you do not understand and 
hurls himself zealously towards you. He 
may be old, but this will not be an easy 
fight, given how well-trained he is, and 
there is no Escape as he will easily strike 
you down if you try to run:


WARRIOR 
PRIEST  skill 12 stamina 10


If you manage to win this fight to the 
death, turn to 91.


125
You pound loudly on the door, but get no 
response other than the sound of a whip 
cracking hard against flesh and yelps of 
pain. No matter how much you bang on 
the door, you are ignored and eventually, 
relieved that your hammering has not 
attracted any unwanted attention, you 
admit defeat and head down the left-hand 
passage. Turn to 31.


126
You realise, based on the description given 
to you by the aged Templar, that the body 
in the bath is that of Father Grandier, the 
very man who you have been told may 
hold the key to locating the veil. Lose 2 
luck points. With Grandier dead you can 
only press on in the hope that you can 
solve the mystery using your own guile 
alone. With this room offering you nothing 
but an overbearing aura of despair, you 
decide to leave by a door in the south wall. 
Turn to 183.


127
The creature sniffs at the chestnuts and 
licks them with one of its tongues, before 
swallowing them in one single gulp with 
a snap-back of one of its heads. It then 
goes back to looking at you as if it wants 
something else.


Will you offer it something else (turn to 37 
and choose again), attack it (turn to 42), or 
will you walk away down the left-hand 
passage (turn to 31)?


115
The carrots look healthy and nourishing. 
If you decide to eat any, you can do so 
and restore up to 2 stamina points. The 
small herb has a pungent aroma as you 
get closer to it and it makes you feel a little 
queasy. The grass appears to be just that, 
but is unusually dense and bushy, whilst 
the orchids are a deep purple colour and 
almost mesmerically beautiful.


To try eating some of the herb, turn to 121. 
To smell an orchid, turn to 171. To pick an 
orchid flower, turn to 204. Or if the garden 
is of no further interest you can either try 
the hut (turn to 182), see where the path 
leads (turn to 55), or return to the kitchen 
(turn to 32).


116
You sit on the seat and find it very 
comfortable. Gain 2 stamina points for the 
rest. As you sit, grateful for this respite 
after your long journey, you notice a small 
leather pouch by one of the seat’s legs. Will 
you open the pouch (turn to 157), or would 
you rather get a move on and head for the 
door in the far wall (turn to 143)?


117
You hide your sword under a suitably 
sized shrub just to the left of the main door, 
unconvincingly reassuring yourself that 
this is a holy place and that surely there is 
no real danger ahead of you. Should you 
find yourself in such a situation, you must 
fight any combats with a -3 penalty to 
your skill score as you can only now fight 
bare-handed. Wondering if you have really 
made the right choice, you bang on the 
door. Turn to 172.


118
Three doors lead away from the refectory. 
In the left wall is an open door that clearly 
leads back to the empty cloister that you 
do not wish to waste any time returning to 
so you take a small door with a red “W” 
painted on it (turn to 144).


119
Nothing odd happens for several minutes 
so you conclude that it should be safe to 
return to the kitchen. Turn to 66.


120
The Priestess’ words echo and resound 
painfully around the room as if she 
had just yelled into a canyon. Her voice 
bounces around inside your head and 


she stares almost demonically at you. 
Somehow, in spite of the pain and the 
piercing force of her otherworldly vocal 
projections, you manage to concentrate 
your thoughts and unravel the scroll. With 
the loudest voice you can muster over the 
cacophony, you read the words aloud:


‘With this final confession, I, Sister Angela 
de Culpa, absolve myself of all sin and 
award myself eternal life on the simple 
condition that, should anyone discover 
my great lie and confront me with it, I will 
forfeit my existence finally and absolutely.’


Turn to 212.


121
You pick a few of the herb’s leaves and 
place them in your mouth. They taste bitter 
as you chew them. Will you swallow them 
(turn to 48), or spit them out (turn to 161)?


122
Test Your Luck. If you are Lucky, turn to 
164. If you are Unlucky, turn to 65.


123
The room is unremarkable, being nothing 
more than a luxury dining room. If you do 
not have a weapon you can take a large 
silver carving knife that you find on one of 
the seats (if you lost your sword, you can 
use this as a weapon, meaning you now 
fight combats with only a -1 skill penalty 
due to the shorter reach of the knife) before 
leaving this room by one of two possible 
exits. If you reached this room from the 
cloister turn to 17, or if you entered from 
the kitchen turn to 118.


124
As you unsheathe your sword to attack 
the man he wheels around and, mid-
manoeuvre, he deftly produces a two-
handed broadsword from under his robes. 
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128
With a yell of ‘You lie!’ you produce 
the scroll from your pack and the aged 
Priestess’ eyes flash with anger as she 
shifts in her seat with agitation.


‘What is that? Did that old fool Grandier 
give it to you? Hand it to me now, I 
command you.’


Test Your Luck. If you are Lucky, turn to 
120. If you are Unlucky, turn to 40.


129
‘So be it’ he responds and slams the 
door shut. You hear the sound of a bolt 
sliding on the inside of the doorframe and 
footsteps fading away. It is now almost 
completely dark outside and you are 
getting very cold. A thick fog is descending 
and you begin to panic as you realise 
that you need to find cover for the night 
somehow. You have only two realistic 
options: to bang loudly on the door again 
on the off-chance that the monk might take 
pity and let you in after all (turn to 174), 
or to seek shelter outside and try to find a 
way in tomorrow morning when it is easier 
to see (turn to 87).


130
You tip a small amount of the liquid onto 
the floor, but nothing happens. Will you 
try drinking some instead (turn to 35), or 
would you rather not take any risks at this 
stage and prefer to make for the far door 
(turn to 143)?


131
Realising that you are standing where 
the High Priest would normally be, you 
think quickly and bow to the gold cross in 
reverence, before backing off and making 
a dart for the south transept. Oddly, your 
action provokes no response from the 
assembled congregation and you safely 
reach the cover of the recess that is the 
south transept. Turn to 169.


132
She shakes her head in despair of what 
she calls ‘failing to notice the blindingly 
obvious’, instructs you to take a white 
alabaster mask that rests on one of the 
dresses and tells you the door she just 
came through leads to the cloister, which 
is the way you need to go to find the 
‘sweetmeats that you seek’.


As baffling as this statement may be, your 
ruse has worked and this comes as a relief 
to you. You leave through the opposite 
door as instructed. Turn to 27.


133
You inhale the clear night air into your 
lungs and make to follow the path back 
around to the kitchen. As you step back 
through the still-parted bushes, you are 
suddenly aware of movement again as 
the plant life rustles and forms itself into a 
semi-humanoid shape. Its branch-like arms 
flail wildly in the air and you realise that 
the Bush-being is attacking you outright 
this time around. You must fight:


BUSH-BEING skill 9 stamina 7


If you win, turn to 94.


134
Will you run it through with a bladed 
weapon like a sword, dagger or carving 
knife) (if you have one) (turn to 181), or 
break its skull with a stone hammer or 
cleaver (if you have one) (turn to 68)?


135
You come to face down on the floor of a 
bitterly cold room. Lose 5 stamina points 
for the severe blow you have taken to the 
head, and also lose 1 skill point for a slight 
concussion you now have, which will mar 
your fighting ability from now on. Your 
vision clears. Turn to 61.


136
The door leads onto a short corridor, 
which soon opens to one side into a large 
octagonal chapterhouse. The floor is lined 
with dark-grey flagstones, making this 
room feel noticeably cold and sombre. The 
ceiling is very high and comes to an apex 
at its centre. Along each of the seven closed 
sides of the chapterhouse is an alcove seat 
carved into the stone of the wall, each of 
which is marked by a bronze plaque giving 
the name of a senior priestess. Of most 
interest to you is a position named for 
Sister Angela, on the seat stone of which 
rests a small wooden box with a slit in the 
top, presumably an offering.


Will you examine the box closer (turn to 
113), or is this otherwise empty ceremonial 
room of no interest to you (turn to 10)?


137
No matter how loudly you thump your 
fists on the doors there is still no reaction 
from inside. Staring at your hands in 
despair you see that you have been hitting 
the doors so hard that the knuckles on both 
of your hands are a bloodied mess. You 
are uncertain whether the pain is making 
you hallucinate, but you begin to notice 
what seem to be eyes forming through the 
ever-denser fog. You have enough time to 
perceive three pairs before you feel a sharp 
needle-like pain in your neck. The blood 
from your damaged hands has attracted 
the attention of a flock of Deathhawks 
passing overhead, unaccustomed to 
finding such easy prey in these parts. They 
will eat earlier than expected tonight.


138
As you move across the room, the writhing 
bodies part to allow you to pass, or so it 
seems, as this is simply good fortune on 
your part. You reach the far side of the 
dortoir, where a large silver bowl rests on 
an unoccupied banquette. The bowl is full 
of the light-brown objects you saw being 
fed to the monks, which it appears are 
simply chestnuts. You may take a few if 
you wish as the monks and priestesses are 
pre-occupied with one another at present. 
If you eat some you can restore 2 stamina 
points, plus you can take enough with 
you to restore a further 2 stamina points 
should you eat them at a later point in 
your adventure. Suddenly you notice a 
faint outline of your face reflected in the 
bowl’s side and realise with horror that the 
invisibility potion must be wearing off. To 
your right side is a door that is partially 
obscured by shadows and you have just 
enough time to reach it and escape the 
dortoir safely. Turn to 8.


q46        Fighting Fantazine











139
Did you arrive from the cloister (turn to 
206), or the kitchen (turn to 71)?


140
You nudge the baby, which opens it eyes 
and looks quizzically at you. You consider 
this for a moment and conclude that a 
suddenly awoken baby would normally 
start to cry, but this one has not done so. 
It simply continues to look at you, still 
shifting its basket from side to side. All of 
a sudden the baby unexpectedly stands 
up and steps from the basket. You look 
on in surprise as its limbs elongate and 
enlarge to a much greater size, its body 
growing dense fur everywhere until a 
large Nandibear stands looking at you. It 
growls and backs off slightly, preparing 
to attack. You must fight the transformed 
Changeling, which you realise is what the 
baby must be:


NANDIBEAR skill 9 stamina 11


If you reduce the creature’s stamina to 4, 
turn to 205.


141
You enter the code and you hear the 
mechanism click within the door, which 
opens inwards with a creak. Musty air, 
mingled with a smell of ammonia, wafts 
into your face and you enter the room with 
some trepidation. Turn to 209.


142
You raise the stone hammer and bring 
it crashing down on the surface of the 
mirror, which explodes into thousands of 
tiny pieces. Bizarrely, none of the shards 
hit you and you notice that they come to 
rest on the ground as if they were drops of 
mercury. The room begins to spin around 
and you lose consciousness. Turn to 36.


143
Test Your Luck. If you are Lucky, turn to 90. 
If you are Unlucky, turn to 180.


144
You push the door open and are 
immediately aware of damp warmth 
hanging in the air. Stepping through the 
doorway you see stone slabs running from 
floor to ceiling and steps leading up to a 
large sauna-bath. Hot coals burn to one 
side of the bath to maintain the muggy 
temperature, and steam rises from within 
the bath itself. As you close the door, your 
eyes fall on a hand that hangs over the side 
of the stone bath.
 
Test Your Luck. If you are Lucky, turn to 195. 
If you are Unlucky, turn to 173.


145
You stand and stare at the statue for several 
minutes, but nothing happens other than 
the continued glinting of its metal body 
in the light of the gas lamps. Do you want 
to try examining it (turn to 198), or try to 
creep around it (turn to 160)?


146
No sooner have you touched the button 
than an agonising bolt of electrical energy 
shoots up your arm, hurling you against 
the wall. Lose 5 stamina points for the 
shock and the force of the impact. The floor 
is now markedly warmer; however, the 
statue remains still. Will you now approach 
it once more and press the blue button 
(turn to 50), or will you try to tiptoe around 
it (turn to 160)?


147
Not wishing to return to the empty cloister, 
will you take a door to the right side of the 
kitchen (turn to 59), a large door with a 
metal cross nailed to it to the left side of the 
kitchen (turn to 179), or a windowed door 
that gives onto a small garden (turn to 44)?


148
You leaf through the pages of the book, 
which is handwritten on very fresh-looking 
paper, although there is a strange oily black 
stain on the edges of all the pages that 
seems at odds with the whiteness of the 
paper overall.


The history of the Sisters does not make 
for especially inspiring reading and 
chronicles several episodes of increased 
debauchery that have occurred in the 
convent, especially in more recent times. In 
the margins is scrawled the word ‘LIARS’ 
in many places in a different, more frantic 
hand using a different-colored ink to the 
main body of the text. You are about to 
close the book when you notice that the 
number ‘176’ has been written sideways 
in the margin on the second-to-last page, 
alongside the comment ‘The Second Of  
The Two’. You make a mental note of this 
curious detail and return the book to its 
position on the shelf. 


The candle on the reading desk has almost 
burned down to nothing, which suggests 
you may have spent longer reading here 
than you thought, so you leave the room to 
avoid delaying any further. Turn to 165.


149
You release your grip on the flower 
and, as you do, the clump of grass stops 
moving and settles back down. Taking a 
brief moment to breathe a sigh of relief at 
whatever it is you have just avoided, you 
can now either return to the kitchen (turn 
to 32), go to the hut (turn to 182), or follow 
the path (turn to 55).


150
You put the flower in your pack. You can 
now either return to the kitchen (turn to 
32), go to the hut (turn to 182), or follow 
the path (turn to 55).


151
You unsheathe your sword and, as soon as 
you do so, the mass of plant life parts to 
allow you to move forwards, almost as if it 
realises the threat you represent to it. Will 
you press on (turn to 207), or wait to see 
if anything else happens to further hinder 
your progress (turn to 26)?


152
Will you stay in this room (turn to 77), or 
take the opportunity to quickly leave by 
the door you entered from (turn to 139)?


153
You drop the flower back on the ground, 
deciding that it has already caused you 
enough trouble. As it hits the ground, the 
second orchid’s flower leans towards it 
and literally absorbs the cut bloom into 
its own, creating a flower twice the size 
of the original. Not wishing to find out 
if the orchid holds any more unwelcome 
surprises, you can now either return to the 
kitchen (turn to 32), go to the hut (turn to 
182), or follow the path (turn to 55).


154
The door does not have a handle with 
which to open it. Instead, set into its frame 
is a combination mechanism with three 
metal cogs that can be turned to change a 
three-digit access code.


Do you know the code for this door? If 
so, turn to the section that corresponds to 
this code. If you do not know the code, 
you can either try door “1” (turn to 9) or, if 
you have already tried that door without 
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success, you concede with a sigh of despair 
that you have come so far, only to fail now 
as you can progress no further. You will 
probably find your way back out of the 
convent by retracing your steps, but your 
mission is a failure.


155
You leaf through the pages of the book, 
which is handwritten on very fresh-
looking paper, although there is a 
strange oily black stain on the edges of 
all the pages that seems at odds with the 
whiteness of the paper overall.


As you begin to read about Sister Angela’s 
life it becomes apparent that this book 
has been considerably tampered with. 
Whole sections are missing, having been 
replaced with blank or re-written pages 
with illuminated letters. Words have 
been scored out in places or obscured by 
black ink blots, and the entire final section 
documenting her death seems to have been 
hurriedly written in a less delicate hand to 
that which wrote the bulk of the volume. 
This second hand is not as easy to decipher 
as the flourishing script of the main book, 
but it does mention that Sister Angela was 
secretly laid to rest in the cellarium, located 
beyond the kitchen garden at the far corner 
of the building.


The candle on the reading desk has almost 
burned down to nothing, which suggests 
you may have spent longer reading here 
than you thought, so you leave the room to 
avoid delaying any further. Turn to 165.


156
The creature snaps its heads back as if 
expecting you to threaten it. Then, realising 
you are offering it the hammer as a gift, it 
takes the weapon from you which, being 
far too heavy for its small spindly arms to 
lift, immediately drops to the floor with 
a dull thud. The Calacorm’s eyes look 
from side to side again as if it is trying to 


establish what is going on, then it turns 
and enters the room, slamming the door 
behind it. You hear the key turn on the 
inside and then there is silence. Retrieving 
the hammer, will you now bang on the 
door (turn to 125), or would you prefer 
to now head along the left-hand corridor 
(turn to 31)?


157
You lift the pouch, which feels quite heavy. 
As you put your hands around it, you 
make out the shape of a bottle or flash 
inside it. Would you like to examine the 
pouch’s contents (turn to 88), or will you 
now press on (turn to 143)?


158
You flip the catch to one side and the cavity 
falls open. Inside are two buttons, one 
coloured blue and one coloured brown. If 
you wish to press a button, turn to 11. If 
you would rather try to creep around the 
statue, turn to 160.


159
Branches tear at your face as you force 
your way onwards (lose 1 stamina point) 
until it becomes impossible to make any 
more meaningful progress - the mass of 
plants is just too think. 


Will you try hacking your way through 
with your sword or a cleaver (if you have 
either of these)? Turn to 151. Or will you 
give up and turn back (if you do not have 
a sword, you have no option but to turn 
back)? Turn to 47.


160
Test Your Luck. If you are Lucky, turn to 39. 
If you are Unlucky, turn to 30.


161
The bitter taste is unpleasant and, 
concerned that you may be eating 
something potentially poisonous, you 
spit the leaves back onto the soil. Nothing 
seems to happen, so will you now pick 
an orchid (turn to 204), smell an orchid 
(turn to 171), head for the hut (turn to 182), 
follow the path (turn to 55), or go back to 
the kitchen (turn to 32)?


162
Several different species of plants are 
growing here. There is a bed of well-
developed carrots, a crop of a tiny-leaved 
herb of some sort, a very established mass 
of a grassy-looking plant, and two single-
flowered and quite spectacular orchids. Do 
you wish to examine any of these further, 
or maybe even eat one? If so, turn to 115. 
Or would you prefer to investigate the hut 
(turn to 182), follow the path (turn to 55), 
or head back into the kitchen (turn to 32)?


163
You are relieved to discover that the crypt 
door opens easily and you make haste 


back up the long staircase, along the upper 
corridor and out through the entrance door 
into the clear night air outside. Turn to 133.


164
You quickly pull your hand away as a 
short, spring-loaded blade flicks out of 
the catch as you open the box, missing 
your exposed flesh by millimetres. Your 
excellent reflexes make you smile with 
relief. Inside the box is a single nugget of 
gold which, you are disappointed to note 
on lifting it, is far too light to be genuine 
and so must be fool’s gold, although it is 
very convincing to look at nonetheless. You 
may take it if you wish. There is nothing 
else of interest here and, not wanting to 
get caught stealing from the convent, you 
decide to move on swiftly. Turn to 10.


165
Although you do not realise it, the dark 
staining on the edges of the book’s pages 
are a slow-acting poison smeared on the 
book to prevent unwanted prying eyes 
from reading any of the secrets the books 
contain. Luckily the poison is quite old and 
has lost much of its potency, meaning it 
will only affect you the next time you eat a 
Provision, as a small amount of it will pass 
from your fingers to the food, making it 
semi-tainted and causing it to only restore 
1 stamina point rather than the usual 4 – 
make a note of this fact. Now turn to 41.


166
She shakes her head in despair of what 
she calls ‘failing to notice the blindingly 
obvious’, instructs you to take a white 
alabaster mask that rests on one of the 
dresses and tells you the door she just 
came through leads to the cloister, which 
is the way you need to go to find the 
‘sweetmeats that you seek’. She gestures 
towards the door dismissively and makes 
a comment about how ‘the decadent are all 
the same’. Will you now attack her (turn to 
49), or leave the room by the opposite door 
as instructed (turn to 27)?


167
The body of the old man remains still in 
the water and, despite looking for clues 
around the room, there is nothing to 
indicate who he may have been or what 
drove him to this drastic course of action. 
With this room offering you nothing but 
an overbearing aura of despair, you decide 
to leave by a door in the south wall. Turn 
to 183.
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168
Without a weapon there is no way you can 
hope to cut yourself free. The vines make 
their way further up your legs, constricting 
around your waist and chest. It is not long 
before you are completely consumed by 
the undergrowth. You cannot move at all, 
and can only watch with horror as pointed 
vines begin to appear from the branches 
that hold you, puncturing your chest 
cavity and drawing out your life’s blood. 
You have failed in your quest, but at least 
your nutrients will feed the carnivorous 
hedge plant that obediently defends 
whatever lies further along this path.


169
The south transept is bare of any features 
other than a spectacular stained-glass 
window that shows aspects of the life of 
Sister Angela. You cannot avoid taking a 
glance at the image of the veil that hovers 
over her head in the final depiction of 
her death. You make haste through the 
transept and reach a door that must lead 
into the main building. Turn to 85.


170
The hut door creaks on its hinges as you 
open it and you hear the sound of scuttling 
feet coming from within. The moonlight 
shines in through the door, illuminating 
a large pile of grain. Before you have the 
time to decide what to do next, several 
small points of reflected light appear in the 
grain as a group of Rats leap from within 
it, their sharp fangs and vicious claws 
trained on you. You must fight:


RATS  skill 6 stamina 5


If you win, you can search through the 
grain (turn to 67), or leave the hut and 
either follow the path (turn to 55), or return 
to the kitchen (turn to 32).


171
Putting your nose up to the bloom, you 
inhale and a sense of great euphoria takes 
hold of you. You stand back up feeling 
very good about yourself, but as you rise 
the garden begins to change shape. The 
ground quakes as it contorts and cracks 
under your feet. Soon a huge crevasse has 
opened up, blocking your way back to the 
kitchen. Will you try to jump the crevasse 
(turn to 46), or wait to see what happens 
(turn to 108)?


172
You rap loudly three times on the door 
and hear footsteps growing gradually 
louder. After a few moments you hear the 
sound of a key turning in a lock, the door 
opens inwards and a man stands before 
you. He is dressed in the simple brown 
robe and sandals of a monk, with a piece 
of white rope tied around his waistline 
showing him to be quite slender. This is not 
the usual rotund, jolly wandering monk 
you are used to meeting on your travels - 
instead his face is serious, his grey eyes and 
thinning hair suggesting many years of 
self-denial and piety. He looks you up and 
down, sees you are unarmed, raises a wry 
smile and gestures that you should enter 
the building. How do you react:


Agree and follow him 
in?   Turn to 73.
Refuse and insist on 
remaining outside? Turn to 129.


173
A trickle of blood drips from the limp 
index finger of the hand. Will you 
approach the bath (turn to 13), or leave 
immediately by an exit in the south wall of 
the sauna room (turn to 183)?


174
You hammer your fists on the door but 
there is no response. Do you wish to 
continue banging even harder (turn to 
137), or seek shelter for the night (turn to 
87)?


175
You gesture manically with your arms, 
variously mumbling and yelling in a bid to 
appear to know how to conduct a service. 
Incredibly, the congregation falls for your 
ruse and, when it appears that you have 
finished, they file back out of the chapel by 
the south transept. You can discern a few 
confused remarks about how your effort 
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was ‘moving, yet rather unorthodox’. 
Gain 2 luck points for this unexpected 
success, even if it results in your luck score 
exceeding its Initial amount. 


You decide that it would be wise to make 
the most of the moment and leave the 
chapel via the south transept yourself. If 
you wish you can take the gold cross, the 
silver goblet, or both with you. Now turn 
to 169.


176
You enter the code and the door lurches 
violently outwards, almost hitting you as 
it does so, onto a perfectly square chamber 
with no features other than a straw-strewn 
floor. Two of the inner stone walls are 
moss-covered, and dampness runs down 
them, but the opposite wall to the entrance 
is constructed from a fresh-looking red 
brick rather than the decaying stone, and 
you get the impression that this wall has 
only been built in the last ten or so years at 
the most. Will you take a closer look at the 
newer wall (turn to 64), or the older stone 
walls (turn to 45)?


177
Have you visited the library? If so, turn to 
5. If not, turn to 106.


178
Ignoring the warning, you push the 
door open and are amazed at the sight 
that greets you. The air is thick with the 
heady aroma of incense and clouds of 
pipe smoke give an almost hallucinogenic 
quality to the orgiastical scene before you. 
Six priestesses are lying on red velvet 
banquettes around the edges of the room. 
Rather than the long dresses that are 
synonymous with the Order, these women 
are draped in ermine furs, with alabaster 
masks covering their faces. Around their 
necks are wrapped golden torcs with the 
head and tail of a serpent at opposite ends. 
They do not notice you enter through the 
haze and are devoting all their attention 
to tormenting eight rather overweight 
men who sit at their feet. The men are 
bare-chested, their lower halves covered 
with their partially-shed monk’s habits, 
tied at the waist to avoid them from being 
completely naked. They occasionally bark 
like dogs and are then offered small light-
brown round objects, which they gleefully 
devour directly from the priestess’ hands. 
The debauchery you are witnessing is far 
from what you would associate with an 
Order of Priestesses. It is only a matter 
of time before your presence at this 
happening is noticed.


Do you have a Potion of Invisibility? If so, 
turn to 29. If not, turn to 152.


179
The door opens into a neat refectory that 
must be twenty metres in length, but 
can be no more than three metres wide. 
Immediately in front of you is a long, 
thin dining table in dark wood with four 
seating positions running the length of 
either side. The table is laid for dinner with 
silver cutlery and pewter drinking goblets. 
There is no food to be seen, but the room in 
general is very tidy. Do you wish to explore 
this room further (turn to 123), or leave by 
one of the doors that you can see around 
the walls (turn to 17)?


180
Not anticipating the marble floor to have 
quite such a highly polished finish, your 
left leg slips out from under you and you 
come crashing to the floor. Lose 2 stamina 
points. If you were carrying any flasks or 
bottles, they have broken and any liquids 
in them have drained away. Remove these 
from your Adventure Sheet. You now crawl 
towards the door, which turns easily. Turn 
to 136.
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181
As you push the tip of your sword into its 
stomach, the baby grabs the weapon and 
wrenches it from your grip, hurling it to 
the far side of the room. All of a sudden 
the baby unexpectedly stands up and steps 
from the basket. You look on in surprise as 
its limbs elongate and enlarge to a much 
larger size, its body growing dense fur 
everywhere until a large Nandibear stands 
before you. It looks at you, growls, and 
backs off slightly, preparing to attack. You 
must fight the transformed Changeling, 
which you realise is what the baby must 
be. If you have no alternative weapon to 
your sword, you must fight this combat 
with a -2 penalty to your Attack Strength:


NANDIBEAR skill 9 stamina 11


If you reduce the creature’s stamina to 4, 
turn to 205.


182
The hut is small and made from wooden 
slats that show evidence of repairs and 
patching in places. No sound comes from 
within the hut. Do you wish to open its 
door and enter (turn to 170)? Otherwise 
would you rather take the path (turn to 55), 
or return to the kitchen (turn to 32)?


183
You pass through the door into a short 
corridor no more than two metres wide. 
There is a very different atmosphere to 
this part of the building, with its deep-
blue carpet and wood-panelled walls that 
make it appear far more grandiose than 
the bare stone walls and floors that you 
have previously seen within the convent. 
You assume that this area is reserved for 
the most senior members of the Order and 
perhaps also for visiting dignitaries. You 
walk down the short corridor, which ends 
at another door, although you notice an 
even slimmer corridor that branches to the 
left just before the door. If you wish to try 
the door, turn to 202, or to turn left along 
this new passage turn to 31.


184
The Calacorm collapses dead in front of 
you, its tongues lolling limply out of its 
two mouths. Calacorms may be stupid, but 
they are not evil creatures - instead they are 
unashamedly loyal to their master and live 
to carry out simple instructions. This one 
was simply guarding whatever lies beyond 
the door and you feel a little guilty for 
killing it. Lose 1 luck point. You can now 
either enter the room (turn to 61), or turn 
left down the other passage (turn to 31)?


185
Will you smash it with the pommel of your 
sword (if you have one) (turn to 210), with 
a stone hammer (if you have this) (turn to 
142), or would you prefer to use your fists 
(turn to 4)?


186
You search the Dwarf’s body and find 
nothing other than some dried bread and 
cheese, which you can take if you wish - it 
will count as 1 Provision. You roll the body 
to the far corner of the transept, straighten 
up your appearance to hide any sign of a 
fight, and try to look as un-suspicious as 
possible as you head towards where the 
altar stands. Turn to 79.


187
The decaying creature is a Wight-Priestess, 
the undead revenant form of a Priestess 
who had been walled up in this chamber, 
presumably as the ultimate penalty for 
some horrible misdemeanour. She can only 
be fought with a magic sword. As you do 
not possess an enchanted weapon, you are 
totally defenceless against her. The only 
mercy for you is in knowing that your 
death will be swift at the hands of this 
mighty undead foe. Your adventure ends 


here.


188
You look into the basket and see a sleeping 
baby wrapped in dirty white blankets. The 
smell of ammonia that you noticed before 
must be emanating from the baby and you 
have to cover your nose to avoid the smell 
affecting you. Do you wish to try to wake 
the child (turn to 140), or does it occur to 
you that this baby may be locked behind a 
code-protected door for a good reason and 
that it might be wise to kill it quickly (if 
you have a weapon with which to do so) 
(turn to 134)?
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189
He points to a wooden bench at the back 
of a row of benches that lead towards a 
simple altar at the far end of the chapel in 
which you are standing. You sit first and he 
joins you, careful to maintain a polite and 
safe distance.


‘I am Rosgard, Principal Priest of this 
chapel. The Sisters come daily to hear me 
preach, but I’m not sure they care much 
for my words. Somehow it seems they are 
trying to just cleanse their consciences. I 
never penetrate far into the convent; the 
dortoir is far enough for my taste. Like 
yourself, I was a passing visitor once, a 
Templar Warrior seeking a quiet existence 
to see out my twilight years.’


The man seems pleasant, but you see a 


sinister look in his eye. Will you entrust 
him with the truth of your reason for 
visiting the convent (turn to 22), or will 
you thank him for his openness, but 
politely explain that you cannot delay any 
longer in idle conversation and that you 
have a rendezvous to make (turn to 203)?


190
You make your way down the dark 
staircase, the foul aroma becoming more 
intense and putrid as you descend ever 
further. After going downwards for what 
seems like at least 15 metres, the stairs 
end at another short corridor, this one lit 
by a single burning torch. It is noticeably 
less well-kept than the upper passage, 
with a layer of dust on the floor and criss-
crossing tiny elongated footprints that give 
evidence of rats having passed through 
here. Looking along the corridor you can 
see that it ends at a wooden door. As you 
approach the door you see that it has a 
cross nailed to it and the words ‘REMAIN 
WITHIN, ALL THAT IS CORRUPT’ have 
been scrawled on the wood of the door in 
yellow chalk. Deciding that as you have 
come this far safely, turning back would be 
a waste of your effort thus far, you grasp 
the handle and the door slides open. Turn 
to 93.


191
You push your way into the overgrown 
plant life and see that the path continues 
for as far as you can make out, although 
this is not a great distance due to the lack 
of natural moonlight available in the 
depths of the overgrowth. Will you press 
on further (turn to 159), or turn back (turn 
to 47)?


192
You walk between the rows of wooden 
benches and see the north transept 
tucked away to your left. A font sits in the 
entrance to the transept. If you have a flask 
you can fill it with some of the holy water 
from the font. If you have been affected by 
a Potenzia Curse, you can drink some of 
the blessed water, which will cure you of 
the ill effects of the curse and restore your 
current and Initial skill by 2 points. As you 
turn away from the font, you are greeted 
by an old Dwarf who tugs at your arm: ‘A 
word to the wise, if indeed you are wise, 
that is,’ he says.


Will you humour him and see what he has 
to say (turn to 70), attack him (turn to 43), 
or do you just ignore him and walk away 
towards the south transept and into the 
convent itself (turn to 169), or towards the 
altar (turn to 103)?
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193
You secrete your sword about your person 
as best you can and reach for the handle. 
As you do so, your sword drops to the 
floor with a loud clang of steel on stone 
and you realise that the door is locked. The 
sound of approaching footsteps suggests 
that the noise has attracted the attention of 
someone within, so you try to cover your 
error by hanging your sword back where 
it was at your hip and confidently banging 
on the door. Turn to 62.


194
You step carefully into the dark room 
and walk forwards. Suddenly, you hear 
a piercing shriek from behind you as 
something leaps out of the shadows to the 
right side of the gap you made in the wall. 
Wheeling around, you see the face of a 
figure wearing the dress of a Priestess of 
the Order of the Blessed Grief. However, 
her face is heavily decayed, the usually 
elegant dress of her Order hangs in tatters 
from her shoulders and her ribcage is 
clearly visible. An insane stare comes from 
her eyes as she hurls herself at you.


Do you have a magic sword? If so, turn to 
38. If not, turn to 187.


195
The hand rises from the side of the bath 
and you hear an old but very commanding 
male voice asking, ‘Who disturbs my 
bathing?’


Will you reply that you 
seek the bather’s help? Turn to 63.
Will you threaten the 
bather?  Turn to 2.
Or will you try to sneak 
across the room quietly 
and out by a door in the 
south wall?  Turn to 15.


196
You make a perfunctory attempt to appear 
to be competently running a service by 
gesturing randomly and mumbling to 
yourself. The congregation begins to talk 
amongst themselves and some individuals 
point accusingly at you. Suddenly you feel 
a sharp blow to the back of your head and 
you black out. Turn to 135.


197
Did you approach from the cloister (turn 
to 147), the dortoir (turn to 57), or the 
refectory (turn to 24)?


198
On close examination, the statue has 
hinged limbs and there is a small 
compartment in its chest that appears to 
open by releasing a catch. Will you try to 
open the cavity (turn to 158), creep around 
the statue (turn to 160), or wait to see if it 
does anything (turn to 143)?


199
The vile creature falls and, as it strikes 
the ground, it disintegrates into dust. An 
exploration of the small crypt produces 
nothing other than dust. Do you wish to 
examine the coffin (turn to 82), or leave the 
crypt (turn to 163)?


200
Without a silver weapon you are 
defenceless against the lycanthrope, which 
grasps your head and tears at your throat 
with its sharp teeth. Your last memory is 
of its red eyes staring menacingly at you in 
bloodlust. Your adventure ends here.


201
You open the door to find yourself in a 
simple kitchen. A brick stove dominates 
one side, although the room is cold so it 
must not be lit. There is a general sense of 
tidiness and order here with pans hanging 
from ceiling hooks, and herb bunches and 
poultry strung up everywhere there is a 
gap big enough. A preparation table sits 
in the middle of the kitchen, on which sits 
a roast duck that looks mouth-watering. 
Do you wish to eat some of the duck (turn 
to 54), search the kitchen (turn to 109), or 
leave this room (turn to 197)?


202
As you reach for the handle, you see it 
already turning and the door opens. You 
are greeted by a two-headed reptilian 
creature that stands upright on its back 
legs. Calacorms are popular as guards or 
gaolers throughout Allansia and the dank 
air that wafts out from behind it suggests 
that you may have found a jail cell of some 
kind. A curious detail that catches your 
eye is a large tunic with the number ‘1’ 
emblazoned on it that the creature wears. 
The Calacorm blinks at you and cocks its 
heads from side-to-side in synchronised, 
sharp, jerking movements. Will you try 
to step by it (turn to 69), will you attack 
it (turn to 42), or will you search through 
your pack to see if you have anything to 
offer it (turn to 37)?


203
‘I understand. Many things are urgent, but 
few things are essential.’


With these cryptic words he tells you to 
head for the far end of the chapel and take 
a right into the south transept, which will 
lead you into the convent proper. You 
thank him for his advice and make for the 
south transept. Turn to 169.


204
As you reach down to pluck an orchid 
flower, the dense clump of grass begins to 
rustle and move, as if alive. Do you still 
wish to take the flower (turn to 12), or do 
you think it wiser not to pick the flower 
(turn to 149)?


205
The Nandibear-Changeling leaps back 
following your blow and begins to contort 
its body – it is changing into a second 
form! In a few seconds, the fur retracts 
into its flesh, its wounds close up, huge 
rippling muscles expand from its chest 
and arms, and a pair of long horns extends 
from its head, followed by a snubbed 
snout replacing its muzzle. Fight the 
Changeling’s new form:


MINOTAUR skill 9 stamina 9


As before, if you reduce the creature’s 
stamina to 4, turn to 18.


206
You dart back through the cloister door, 
closing it gently behind you to avoid 
alerting anyone to your unexpected arrival 
and rapid departure. You are back in the 
vast cloister, which is still devoid of people, 
something which comes as a relief to you. 
Immediately facing you on the other side 
of the empty hall is the door that you know 
will lead back to the garderobe, so you 
must take one of three doors in the right-
hand wall:


To take a small door with a red ‘W’ 
painted on it, turn to 144.
To take a large door with a metal cross 
nailed to it, turn to 179.
Or to take a newish-looking door made 
from a mahogany-coloured wood, turn 
to 201.


207
You put one foot in front of the other to 
move onwards and nothing untoward 
happens, in fact the plant that bound you 
has completely retreated into the ground. 
Thinking this odd but fortuitous, you 
press on along the path, which eventually 
ends at a heavily moss-covered outhouse 
with ‘Cellarium’ etched into its door in 
fresh-looking letters that must be a recent 
addition. Will you try the door (turn to 
101), or go back up the path to the kitchen 
(turn to 133)?
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208
In spite of its apparent age, this book does 
not look as if it has been opened very 
often, although the pages are tanned and 
stained from the natural aging process 
of the paper. As you begin to read it you 
can understand why it has had such little 
use, as it is a very tedious catalogue of 
unconvincing alleged ‘miracles’ that have 
been attributed to the veil relic that you 
seek, most of which are so far-fetched that 
even the most devout disciple of the cult of 
Sister Angela would struggle to take them 
seriously.


The candle on the reading desk has almost 
burned down to nothing, which suggests 
you may have spent longer reading here 
than you thought, so you leave the room to 
avoid delaying any further. Turn to 41.


209
You step into a small room, which is bare 
other than a wicker basket sitting in the 
middle of its flagstone floor and a metal 
cross, which is mounted on the back wall. 
Do you wish to examine the basket (turn to 
23), or is this room of no interest and you 
prefer to try the other room (turn to 154)?


210
You raise your sword pommel-first and 
bring it crashing down on the surface of 
the mirror, which explodes into thousands 
of tiny pieces. Bizarrely, none of the shards 
hit you and you notice that they come to 


rest on the ground as if they were drops of 
mercury. The room begins to spin around 
and you lose consciousness. Turn to 36.


211
You easily prise open the coffin lid, which 
is not secured down in any way. On 
opening the coffin, you are surprised to see 
that there is no body lying at rest inside it. 
Instead, resting on the silken lining is an 
immaculate and very well-worked stone 
war hammer. If you wish to take this, 
you can do so. If you also choose to use 
it as a weapon, it will reduce your Attack 
Strength by 1 point due to its weight, but 
it will also add 1 point to any damage you 
inflict on an opponent in combat. There is 
nothing else of interest in the crypt, so you 
decide to retrace your steps back outside. 
Turn to 163.


212
The High Priestess screams with horror 
and the voices in your head stop as 
suddenly as they had started. She collapses 
to her knees and begins to age dramatically 
in front of you. Her hair extends and greys, 
before becoming brittle and snapping 
away. Her fingernails grow long and 
curled, and her skin flakes from her bones. 
As her ribcage starts to reveal itself, you 
can see her black heart pumping erratically 
and ever more slowly until cardiac arrest 
inevitably occurs.


It is not long before there is nothing left of 
her other than the long gown of the Order. 
Sister Angela’s secret has been brought 
to bear on her and all that remains is 
what could now be said to truly be Sister 
Angela’s Veil: the relic that hitherto never 
existed, but that you have now made 
reality for those who choose to believe in it.


Your mission is a success and you will 
eventually return to Salamonis and claim 
your reward, but for now a night’s sleep in 
Sister Angela’s luxurious bed is welcome.


l
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A loyal Fighting Fantasy fan’s journey


here do I start with my own 
adventure story and my path 
to the realms of the fantasy 
world of Titan? I was born in 


Leyton, East London in 1972. From the 
age of seven, my family moved near to 
Walthamstow, also in East London. This 
was where I discovered the local library 
when I was about seven years old, in 1979. 
At this point the Fighting Fantasy books 
were not yet published and as I was not a 
serious book reader, the usual children’s 
section of many picture books, pop-up 
books, Dr. Seuss titles, and Beatrix Potter 
books were enough for my siblings and 
me. I loved Doctor Who on television and 
the novelizations of those adventures 
were always in the ‘science fiction novels’ 
section for children at the local library 
in Higham Hill. I was also drawn to the 
many titles from The Adventures of Tintin by 
Hergé, as well as those of the Asterix books 
as well.
   In Walthamstow I attended Sidney 
Chaplin Junior High School, which is 
where in about 1983-84 I first discovered 
the gamebooks Ian Livingstone and Steve 
Jackson had created under the Fighting 
Fantasy banner. The school library was 
starting to get copies of The 
Warlock of Firetop Mountain 
and our English teacher at the 
time took a lesson in which 
we all had a copy of Firetop 
Mountain to read and study. 
I can remember the teacher 
leaning on his desk with his 
copy of the book and reciting 
paragraphs from it. Even our 
teacher looked enthralled and 
excited at the new narrative 
concept. After our lesson I was 
under the impression that the 
girls seemed to be disinterested 
overall but all of us boys were 
intrigued and inspired by the 
books. At the end of class I 
believe we had to take the book 
home and finish reading it. 
However, not all girls I knew 
were uninterested in reading the 
books. My father, an ambulance 
driver at Whipps Cross, had 
friends who had stables and 
a horse riding school. Their 
daughter was called Pippa 
and being a tomboy at the time, 
she had a copy of the recently released 
Deathtrap Dungeon. Pippa loved these 
gamebooks like I did and I would ask her 
if I could read her copy while we stayed 
with them.


   Meanwhile, at school we would be soon 
fighting over the few spare copies in our 
school library and those owned by my 
circle of friends. As our school acquired the 
next title in the series, The Citadel of Chaos, 
(a favourite cover of mine with the hordes 
of monster exiting Balthus Dire’s citadel), 
I noticed that the gamebooks seemed to be 
unpopular with those who felt themselves 
to be ‘too old’ for them. Most 12-year-old 
boys were more interested in playing 
football in the school playground and 
swapping the latest football stickers. I went 
back to the local library and I asked the 
librarian if they had any of the gamebooks. 
She confirmed that they had a few copies 
available. I loaned out the first two titles 
with my pink library tickets (you were 
allowed a maximum of four library tickets, 
but I used to borrow my siblings’ tickets 
as well). As the Fighting Fantasy series 
expanded there were a lot of children 
requesting the books and there was a 
waiting list request at the library due to 
their popularity.
   I didn’t start to buy my very own copies 
until I started to earn money on my 
newspaper round, so any spare pocket 
money I would earn doing odd jobs for 
my parents and neighbours would go a 
long way to enabling me to buy my very 


first Fighting Fantasy book. 
As my friends had their own 
copies we would bring the 
books to school and compare 
our adventures, as well as 
swapping and sharing our 
books with each other as some 
friends would have one title 
that the other didn’t have 
and this was useful in getting 
to read the latest titles. With 
the pocket money I saved 
throughout 1984-85 I started to 
buy my own copies from the 
local bookstore at Chingford 
Road, near the Bell pub on 
Forest Road. I knew when you 
walked into the store you had 
to walk right to the back of the 
store and down a few steps, 
where they had this stand of the 
all the latest books displayed.
   I believe the first book I 
purchased was around the £1.50 
or £1.75 price mark. With my 
paper-round money I purchased 
the ‘zigzag’ copies The Warlock of 


Firetop Mountain and The Citadel 
of Chaos. These were quickly followed by 
the other available titles: I had the first 
six books in the new cover format with 
that now famous green spine. I asked my 
father if he could put a bookshelf up near 


my bed in my room so I had ease of access 
to my new gamebook collection. Seeing 
the first six books placed on my shelf in 
uniformed order looked so cool and I liked 
to flick through the books and look at the 
illustrations and those wonderful pieces of 
cover art. Those inspired your imagination 
when you started to read and play these 
books. My bookshelf was starting to fill up 
with the latest releases as I could afford to 
buy them. For those I couldn’t, I reserved 
them in advance at the library, such as 
Temple of Terror. I’m sure the librarians got 
the books for me as I pestered them to 
checked the list of new books the library 
could requisition.
   At the time everyone in my peer group 
assumed the UK Steve Jackson wrote 
Scorpion Swamp. That was a good book, 
although perhaps harder than the earlier 
titles. But my peer group and I did stick 
to rolling dice and the rules so when we 
died we started reading the books all 
over again. I didn’t like to write on the 
Adventure Sheets so I made my own from 
two pieces of Sellotaped A4 sheets from my 
school exercise books. I also liked to sketch 
and draw a little, and I copied the scroll 
from the book and even rolled up my now 
A3-sized sheet like my very own scroll.
   The next title I enjoyed was Talisman of 
Death by authors Jamie Thomson and Mark 
Smith. This led to me branching out and 
acquiring the Way of the Tiger series. By 
1986 the Fighting Fantasy books were well 
established and were selling everywhere. 
WH Smiths had a whole section of 
bookshelves full of them and it was easy 
to acquire new books from there when we 
moved to Essex from London.
   By 1987, most of my school friends were 
losing interest in the books, thanks to 
the rise in home computing. I didn’t buy 
any of the Fighting Fantasy books for a 
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while until I came across a new, smaller 
bookstore in South Street, Romford where 
they had the latest title: Beneath Nightmare 
Castle. My recollection is that I didn’t like 
the new format, as I wanted my books 
to be uniform and still carry on looking 
the same as my ‘zigzag’ books. However, 
the green spine still remained, as did the 
number on the spine, so when I went home 
and put it next to Creature of Havoc it still 
looked uniform and didn’t matter too 
much.
   On a school field trip to London for 
my art class we were waiting at the train 
station where there was a small WH 
Smiths. I noticed the launch display 
of Crypt of the Sorcerer and with barely 
enough money in my pocket I annoyed 
the salesperson with all my assorted 
loose coins and managed to buy the copy. 
However delighted I was to buy it, most of 
my school friends didn’t read these books 
anymore and being nearly fifteen I felt a 
little out of sorts having the book with me 
when attending my new secondary school 
in Essex. But I would certainly say that 
Fighting Fantasy did open me up to reading 
more often on a regular basis, thanks to the 
series being interactive and more exciting 
as you were in control. Also, I remember 
the Fantasy Interactive Scenarios by Telephone 
(FIST) created by Steve Jackson that 
arrived in 1988. I think I had a go once, but 
my parents would have gone mad if I kept 
playing due to the premium per minute 
rate for calls.
   By now I think I was probably the only 
one out of my friends still loyal to the 
series and still buying the books. Over the 
next six years I noticed the books were 
harder and harder to find at the local 
bookstores. I guess interest in the series 
was on the decline and I didn’t buy any 
books for a while. Then I went to a large 
bookstore in Thurrock in 1994 and the 
bookstore had, to my surprise, a shelf full 
of the latest titles. I couldn’t believe my 
luck and I purchased about ten books in 
one go. I probably looked a bit odd at the 
time buying the selection of gamebooks at 
the counter, but I didn’t care about being 
judged by the sales assistant.
   So a few years passed and I was still 
convinced that book 60, Bloodbones, was 
going to be released. I tried in vain to 
acquire the two other books I didn’t have 
(Magehunter and Curse of the Mummy) and 
I ended up getting a London-based book 
search company that specialises in tracking 
down out-of-print and rare books. In 2001 
they found for me a copy of Magehunter 
in Australia, but even though the price 
was around £120 I took the plunge and 
told them to purchase it on my behalf. I 
tracked down the other book on Amazon 
for around £10. At around the same time 
I had a laptop, scanner, and printer and I 
wanted to make a set of picture cards of 
the book series like the old Brooke Bond 
tea cards that used to be given away free 


in packs of PG Tips. I made 
about only twenty-odd cards 
that depicted the front cover 
and the back cover. With the 
internet gaining popularity, 
I came across Jamie Fry’s 
website (Fighting Fantasy 
Collector) and I got in touch 
with Jamie a few times about 
my collecting. 
   Then our family got a cable 
television subscription, which 
included kids television 
channels like Cartoon 
Network, and I came across a 
television advert that showed 
a relaunched and rebranded 
set of Fighting Fantasy books. 
Around 2004-2005 I contacted 
Icon books and spoke to 
them, and also to David Holt, 
in reference to the official 
website. I purchased all the 
books that were re-issued 
at the time and when my 
new books came in the post 
I realised I had the special 
limited-edition versions. 
The original Fighting Fantasy 
dagger logo had been 
replaced with a shield, but 
I still prefer the original 
logo. I started to buy the 
books again, this time from 
Waterstones.
   By 2009 things had gone 
a bit quiet, but I found out 
from Amazon about the 
new revised format series 
two. Since then I have also 
been adding various other 
Fighting Fantasy-related 
books to my collection as I 
manage to track them down 
online at a reasonable price, 
including such efforts as 
Graham Bottley’s second 
edition of Advanced Fighting 
Fantasy. I do still come 
across some good copies of 
Fighting Fantasy books on 
eBay for sale as, I guess, older 
gamebook readers relinquish 
their own collections. I then 
came across the series while 
looking through iTunes for 
apps to purchase and have collected most 
of them.
   From the very first book in the series 
that I read in my English class, I was lucky 
enough to have been a follower of the 
series from the very start. The gamebooks 
were powerful enough to transport 
my imagination to another dimension 
of fantasy worlds, while the words of 
those pages came alive with your own 
interpretation of the world of Titan and its 
creatures. The feeling of victory at turning 
to paragraph 400 to claim your goal was 
enough to sustain you until you could start 


a new adventure in the next release. The 
excitement and buzz of each book release 
kept you coming back for more. So I have 
enjoyed reading these books and hope 
others have enjoyed them too. From that 
first book to the continuing journey and 
excitement that will come with the 35th 
anniversary title The Port of Peril, I hope 
that the series continues for others to read 
for many more years to come. Where did 
all that time go? It’s been a long journey of 
fun and imaginative reading. Time to sign 
off here and pick up the next book!


l
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Welcome to Holy Order! This is an anarchic 
rollercoaster of an adventure where the 
heroes try to rescue a captured priestess 
from a mysterious kidnapper with a 
strange sense of humour. Enjoy!
   The number of opponents and their 
stats are based on a party made up of 
5-6 starting characters. For other parties, 
please adjust the stats and numbers of the 
opponents appropriately.


Introduction


The heroes are in Chalice during the 
festival of Usrel.


The people have gathered in the square after a 
day of feasting and merrymaking where people 
put aside their arguments. The High Priestess 
of Usrel, Lunari, steps forward to make her 
speech. However, before she does, a flying 
ship descends from the sky and black-cloaked 
humanoids jump out.


Anyone who observes the ship will notice 
the word Galleykeep scrawled across the 
side in red paint. Other black-cloaked 
humanoids jump out of the side streets 
and start attacking anyone who gets near 
to Lunari (these are the Mutant Goblins). 
They will tie her  up and climb aboard the 
ship with her (there are lots and lots of 
mutant goblins. If the heroes try anything, 
they have to fight one. If they kill it and 
continue, they will have to fight another 
one).
   Eventually, they fly off, leaving the town 
in disarray. People look at the figures 
wearing the black cloaks and find that they 
are heavily built Goblins with scaly skin. 
They cause cries of disgust amongst the 
crowd.


The priests of Usrel and Mayor Estradaw 
are dismayed. “Our high priestess has been 
kidnapped by the forces of Chaos!”  announces 
Estradaw. “Are there any champions amongst 
us who can save her?”


If the heroes don’t volunteer immediately, 
then someone might shout: “These 
adventurers here look stout and brave and 
ready to face any challenge!” (This person is 
actually an agent of the Tricksters.)
   Whether they volunteer or are 
volunteered, the crowd cheers as the heroes 
are pushed onto the wooden stage to be 
presented to the mayor.
  
“Brave souls,” says Mayor Estradaw. “Thank 
you for your offer. We will equip you - and 
reward you - as well as we can.”


   The heroes are taken into the temple 
where they can rest, eat a meal and talk 
with the priests, who tell them how 
important Lunari is to the temple. If the 
heroes ask who might have done this, they 
will mention that both Zharradan Marr 
and Balthus Dire destabilised the region 
with their war.
   The heroes are given 5 meals of 


provisions and 2 medicinal potions (each 
one restores 2 stamina points or could be 
used as a sorcery component) from the 
temple.  
   Each hero can also choose 1 item from the 
following:


• a luckstone (restores 1 luck point)
• a quartz prism (restores 1 magic 


point)
• a silver token of Usrel (restores 4 


stamina points)


Problems?


If the heroes are too good and manage to 
save the priestess from kidnapping, then 
you could take them to the caves by the 
flying boat if they decide to jump on, or 
maybe they could get kidnapped and taken 
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to the caves. Or maybe someone else could 
get kidnapped a few days later.


Chalice


The heroes can visit any number of places.  
After visiting the first place, go to the 
‘We’re being followed!’ section.


The shops


The heroes can buy various things from the 
shops (there is a list provided).


The taverns, the markets and
mixing with the locals


The heroes might be able to get some 
rumours from the locals. If they do, 
roll against their skill or magic (+Con 
+Etiquette +City Lore (Chalice)) with the 
following modifiers:


Hero is a Troll, 
Goblin or Centaur   -2
Hero has bought goods 
in Chalice    +1
Hero buys 3GP worth of 
drinks (only applies once)  +1


Each luck point the hero 
spends    +1


If the heroes succeed, they will learn that 
the people  of Chalice owe a lot to the 
Temple of Usrel for all of their service 
to the community. The people avoid 
the Trickster priests as although they 
sometimes help when they least expect 
it, they can also hinder the people at the 
worst of times. They also learn that the 
necromancer Zharradan Marr owns a 
skyship and that he is licking his wounds 
after the Trolltooth Wars. People thought 
that he was trapped in another dimension 
after Chadda Darkmane broke his mirror, 
but he may have built a new one. They saw 
the skyship head off into the Moonstone 
Hills.


The temples


There are two temples in Chalice – they are 
to Usrel and Logaan.


The Temple of Usrel


The temple is populated by priests, who 
are anxious for the return of their priestess. 
They will heal the heroes for free, but 


cannot do much else.


The Temple of Logaan


Anyone with a skill or magic roll 
(+Religion Lore +Secret Signs) or is a 
priest of Logaan will be told that in areas 
where the Tricksters hold sway, fate can be 
changed (in game terms, they learn that 
they can spend 1 luck point in the caves 
to reroll 1 die). Leaving a donation at the 
temple will give a bonus to the roll. For a 


Holy Order Mini AFF adventure







q60        Fighting Fantazine


5GP donation, a hero may try the waters of 
Logaan, which can be tried once per hero 
per month and will have a random effect. 
Roll a die if the hero drinks from it:


1-2: The hero loses 1 luck point
3-4: The hero gets a +2 bonus on their 
next test for Luck
5-6: The next time the hero tests their 
Luck, they are automatically lucky and 
do not need to deduct a luck point


We’re being followed!


After visiting one place, each hero will 
need to make a roll against their skill 
(+Awareness). Anyone who does will 
notice someone in a black cloak following 
them (it is a Mutant Goblin). The heroes 
are in a crowded place, but they might be 
able to ambush them by turning down an 
alleyway, or they might be able to cast a 
spell on them. If they do, they will find a 
map in the Goblin’s hand. The map is of 
the Moonstone Hills. There is an X in the 


Moonstone Hills and by the X is written 
‘Secret Lair where the priestess is’. If the 
heroes have stopped the kidnap attempt, it 
says ‘Secret lair where the evil wizards and 
treasure is’.
   If the heroes fail to notice the goblin or 
let it follow them, they will eventually be 
ambushed in a quiet street. One Goblin per 
hero will attack and will have surprise.  


The Caves


The caves are hidden deep in the 
Moonstone Hills. They will take 3 days 
to get there, but nothing should happen 
in that time (deduct 3 days worth of 
provisions).
   Soon the heroes will get to the cave 
entrance in the side of a hill. However, this 
hill has a large trench surrounding it. There 
are three possible ways to get across the 
trench: cross a bridge, cross a tightrope or 
climb down the trench and climb up the 
other side. The heroes will be able to see 
the bridge and the tightrope from where 


they approach.
   The trench is 10m wide, 20m deep and 
has a hard stone floor.


Getting into the caves


Across a tightrope


There is a Leprechaun outside trying to 
walk across a tightrope. This is Finnegan 
O’Dinnegan. He will not give away what 
is in the caves, he just wants to see the 
heroes perform for him. If the heroes attack 
him, he will fly away and snap his fingers, 
making the tightrope snap.  
   He will challenge the heroes to walk 
the tightrope. It can be achieved with a 
roll against skill (+Acrobatics) with a -2 
penalty. Anyone who fails will fall into 
the trench. If anyone succeeds, Finnegan 
will congratulate them and tell them how 
to manipulate fate (so that they can spend 
luck points to reroll dice in the caves). 
He will also snap his fingers and enlarge 
the tightrope to become a wooden plank, 
large enough for the other heroes to cross 
without needing a roll.


Across the laughing bridge


There are several wooden heads of 
monsters on the bridge. They all have open 
mouths. As the heroes cross, laughter will 
start to come out of the mouths. However, 
the heads will do no harm unless the 
heroes attack one of them, in which case 
they will ignite. The heroes will have to test 
their Luck to get across the bridge without 
being burnt (losing 2-7 stamina). Then the 
bridge will collapse. If they don’t move, 
they will automatically be burnt. In 3 
rounds, the bridge will collapse and any 
heroes left will also fall into the trench.
   If any hero puts their hand into a 
monster’s head, they will feel something 
hard. If they push it, the monster will stop 
laughing. If they push it again, it will start 
again.


Going through the trench


The floor of the trench is very slippery. 
Anyone who walks across it has to make 
a skill roll (+Acrobatics). If they fail, they 
lose 1 stamina point from falling over so 
many times.


Other ways


There are several spells that could help get 
heroes across such as Fly, Magic Bridge 
(costing 8 points), Zen and ZIP. They will 
all work normally here. Heroes might have 
enough rope and other items to build their 
own bridge, or they might have some other 
items to help them.







qFighting Fantazine   61


The caves


There are a lot of stuffed creatures here. 
Their bodies are full of little white soft balls 
that will spill out when the creatures are 
wounded. This material has no effect once 
it has left the bodies of the stuffed creature.
   Since the caves are the domain of the 
Tricksters (do not tell the heroes this), they 
may find a way to manipulate fate (from 
Finnegan or the two-headed coin). This 
means that anyone who knows how to 
manipulate fate may spend a luck point 
to get a reroll to any 1 die (so if they roll 2 
dice for a skill test for example and spend 
1 luck point, they may only reroll 1 die). 
This ability only works in areas where the 
Trickster gods rule.


Rooms


Balance room


There are some large scales in here with a 
white side and a black side. There are also 
2 identical stone blocks. There is a lever 
in the scales. What happens depends on 
whether the scales are balanced or not. If 
they are balanced when the lever is pulled, 
all heroes in the room will gain 1 luck 
point. If the scales are not balanced, all 
heroes in the room lose 1 luck point. The 
lever can only be pulled once.


Pool room


There is a pool in this room with several 
fish swimming in it. The heroes can catch 
a fish with a skill roll (+Fishing +Weapon 
Skill if using that weapon). Each fish has an 
iron key in its stomach if it is cut open.


Toy room


There are five human-sized toy soldiers 
here made of tin. One is by the door and 
the other four are protecting a princess 
doll. When the heroes go into the room, 
one toy soldier at the door will take a 
swing at them. Anyone who makes a 
successful Awareness roll, Dodge roll or 
test for Luck will avoid the blow. Otherwise, 
they will be hit by a sword (armour can 
reduce this damage).  
   There is also a human-sized creepy 
princess doll here. She holds an iron key in 
her hand. If any hero wants to get it, they 
will have to go through a gauntlet of four 
toy soldiers (each one will attack the hero 
with a sword). There might be other ways 
to get the key. She also has a gold necklace 
worth 50 Gold Pieces around her neck.
   The toy soldiers cannot move, but 
they can rotate in their positions so they 
can be attacked with ranged weapons 
with impunity. However, they can’t be 
damaged. They can be immobilised if their 
hats are removed. Anyone with 1 point in 
Second Sight can see that the soldiers’ hats 


have a strong magical aura. They can be 
shot off with a ranged weapon or knocked 
off if someone fights a soldier hand to hand 
and wins a round with an Attack Strength 
at least 3 higher than the soldier. Then the 
soldier will no longer move.


Games room


Metal die
If any hero rolls the die, roll a die. If they 
roll a 6, the die becomes a pocket myriad 
(sword, small shield, throwing dagger, 
grappling hook, mirror, cooking pot). If 
they roll a 1-5, they lose 1 luck point.


Circular metal disc, wax tablet and 
crystal orb on a stone block


The orb and the disc rest on the stone 
block. The orb is fixed on the block. The 
disc can be taken off. If the orb is smashed, 
anyone within 2 metres will lose 1 stamina 
point from shards of crystal.  
   Anyone who inspects the block will find 
a slit. If they put the metal disc in the slit, 
then images will start to appear in the 
orb. The image will be of a man in green, 
who is being attacked by white knights 
and Orcs alike. If the heroes touch the wax 
block, they will find that they can move 
the man in green and play this game. A 
hero can win this game with a successful 
roll against their Skill (+Sleight of Hand). 
If they succeed, they advance in the game 
and gain 1 luck point. Each player may try 
this up the 3 times. If they try 3 times and 
fail all three times, the orb will explode, 
dealing 1 stamina point of damage to 
anyone in a 2-metre radius.


Cheaty Coin
This gold piece acts as a normal coin in all 
respects (except that the images on it are 
unlike any anyone has seen before) unless 
it is flipped with the intention of playing 
heads or tails and the caller loses. If they 
do that, once it is revealed that they have 
lost, the head on the coin will speak to 
them.


‘Well, luck isn’t on your side today, but in these 
caves, you can change the outcome of events. 
You can create order out of chaos, or chaos out 
of order if you wish.’


The coin will then explain how, in the 
caves, the heroes are able to spend luck 
points to get rerolls on dice.  
   Outside of the caves, the coin will be 
silent, although if the heroes know the 
trick, they can spend 1 luck point to make 
it come up with whatever side they want.


Deck of cards
(use a normal deck of cards for this)


The cards are kept in an ornate wooden 
box, along with their instructions. The 
hero must draw a card and name what 
they have drawn – they can name just a 
colour (black or red) or a suit (diamond, 
heart, spade, club) or a number (1-10, Jack, 
Queen, King, Ace). What happens depends 
on whether they are right or wrong.


If the hero names a colour
If the hero is right, they gain 1 luck 
point. If they are wrong, they lose 1 
Luck point.


If the hero names a suit
If the hero is right, they gain 2 luck 
points. If they are wrong, they lose 2 
Luck points.


If the hero names a number
If the hero is right, they restore their 
luck and stamina to their initial levels. 
If they are wrong, they lose 3 luck 
points and 6 stamina points (to bring 
them down to a minimum of 1).


The hero cannot name joker, but if they 
pick a joker then while they are in the 
caves, all rolls of 1 that they make become 
6s and all rolls of 6s become 1s.
   If the heroes use the deck in any other 
way, it will behave as a normal deck of 
cards. It will lose all magical properties 
outside areas where the Trickster Gods 
hold sway.


Board games
There are several board games here, which 
are normal and non-magical.


Chasm room


There is a door on the same side of the 
chasm as the heroes, but it is closed, made 
of stone and immovable. There is a large 
vase on a plinth on the other side of a 
chasm. If the vase is removed from the 
plinth, the door will open. The door will 
close if something of the same weight is 
put on the plinth. The vase can be shot 
off the plinth with a ranged attack. The 
shortest range that the hero can get is 10 
metres. The chasm is 4 metres wide, so a 
running jump with a -1 penalty can get 
them across. Anyone who falls in suffers 
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a 10-metre fall. They then must make 2 
Climb rolls at -2 penalty (due to the slope) 
to get out. The vase contains lots of cotton 
wool. Anyone who feels around inside it 
will find an iron key.


Cells


There are several prison cells here, but 
all of them are empty save one. Lunari is 
sitting in one cell, looking glum. She will 
not speak with the heroes. The heroes can 
open the cell door with an iron key, lock 
picking or magic. However, an iron key 
will get stuck in the lock. If a hero enters 
the room, poisonous gas will start to fill it.
   Lunari will still not speak to anyone and 
she will refuse to move. This is actually a 
stuffed replica of Lunari. Every minute the 
heroes stay in the room, they must test for 
Skill with a cumulative -1 penalty or lose 
1d6+1 stamina from the poisonous gas. If 
she is removed by force, the dummy will 
go limp.


Evil wizard room


Upon first look, this is a richly furnished 
room. There are tapestries on the walls, 
rugs on the floor and ornate furniture 
dotted around (including a large wooden 
chest!). There is a large iron door in the 


opposite wall. Around a large table with 
lots of delicious food, six of the most 
powerful evil wizards are arguing. They 
are arguing over how to conquer Allansia. 
They are actually all stuffed replicas (see 
below) and will try to gloat and threaten 
the heroes. None of them know any actual 
magic, however, but if forced to, they will 
throw their darts at the heroes (see below).
   If the heroes win, they can loot the room 
– the furniture is actually cheap wood, the 
tapestries are on cheap sackcloth and badly 
drawn. The rugs are worn, made from 
cheap wool and worn. The food is actually 
quite nice (there are 10 meals worth of 
provisions here), but the cutlery and 
crockery is made of worthless materials 
(clay, wood and iron).
   There is a door here that requires an iron 
key to open (or it can be picked or opened 
with magic). If an iron key is used, it will 
melt when the door opens.
   There is a large chest in this room and 
it requires an iron key to open. However, 
if they use an iron key, it will vanish 
(lockpicking or magic can also open the 
chest. It is not enchanted or trapped in 
any way). The chest is not full of valuable 
treasure - more like a large collection of 
spare change and leftovers.  
   The chest contains:


• 100 Silver Pieces.
• about 3000 coins of copper, brass 


and iron worth a total of 30GP.
• some bags containing marbles and 


small semi-precious stones worth 
10GP.


• several items of brass, iron, glass 
and wood worth 10GP.


• 5 pebbles, a bag of sand (1 use), a 
bag of stone dust, some patches 
of different-coloured cloth (too 
small and irregularly shaped to 
be worth anything) and a broken 
Y-shaped stick.


The Monty Hall


The heroes are in a hall with three stone 
doors that cannot be unlocked.


A voice booms out across the hall. “Behind one 
of these doors is the priestess of Usrel you seek. 
Behind the other two doors are goats.  Well, 
actually, I found goats to be rather boring, so I 
found something better than goats. Goats with 
bonuses, so to speak. All you have to do is pick 
a door.”


After the heroes pick a door, the voice will 
speak again.
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“Good choice. Now, in order to make sure you 
get the right choice, I will help you. I will open 
one of the wrong doors. Enjoy!”


One of the doors that the heroes did not 
choose will open to reveal a CHIMERA, 
which the heroes will have to fight.
When the chimera is killed, the voice will 
speak out again.


‘Now, do you wish to change your mind about 
which door you want or not?’


If they change their minds, they will get 
the door with Lunari in it on the roll of a 
1-4. If they don’t, they will get the door 
with Lunari on the roll of a 1-2. If they do 
not get the door, they will have to fight 
another Chimera (instead of rolling a die, 
you might want to just pick a room which 
has Lunari in it rather than roll a die).
   If the heroes get the right door, or when 
the heroes have slain the second Chimera, 
the door with Lunari behind it swings 
open to reveal a corked green bottle on the 
floor. If the heroes look inside it, they see 
a woman dressed in priestess robes inside 
the bottle. It is Lunari. Upon seeing the 
heroes, she will jump up and down and 
bang on the glass. The heroes can take her 
home in their bags or uncork the bottle. If 
they let her out, Lunari will explain that 
she was knocked out and woke up in the 
bottle, where she has been languishing 
ever since. She has not seen anyone and 
has no memory of anything happening.  
   If the heroes prevented Lunari from 
being captured, then the door contains a 
bag containing 50GP per character and a 
Potion of Luck per character.
   When the heroes leave the caves, 
everything will have stopped working (the 
toy soldiers will not attack, for example) 
and the heroes can get home fairly easily to 
a big celebration!


The end


If the heroes rescue Lunari, they can have 
50 Experience. If the heroes prevented 
her capture, they can have an extra 10 
Experience. The temple of Usrel will give 
the heroes 100GP each and also a silver 
holy symbol of Usrel – a flower. It is 
worth 25GP, but it will have more value in 
showing followers of Usrel that the heroes 
are favoured by the church. The healers of 
the temple will work on the heroes – they 
can restore their skill, stamina and luck 
values to their Initial levels. The temple 
will also put on a feast for the heroes. 
However, as the feast goes on, the heroes 
will notice that the revellers will be falling 
asleep. Their vision gets blurred before 
they realise too late that they have been 
drugged! When they wake up, the heroes 
will find themselves trapped in a large 
glass bottle. A grinning, manic face looks 
down at them.


“Ah, my friends, so glad you are awake. You 
were ever so resourceful in breaching my 
defences. So resourceful, in fact, that I could use 
your talents for a little job of my own...”


To be continued...


Appendix


NPCs and monsters


The stats are based on 5-6 heroes in the 
adventure. Reduce stats accordingly 
depending on the number and combat 
abilities of your heroes.


Lunari, high priestess of Usrel


Lunari is a well-respected high priestess 
of Usrel, which has promoted peace in 
Chalice, which is why her kidnap is so 
shocking.


Finnegan O’Dinnegan


This leprechaun is a servant of the Reaver. 
The only way to earn his respect is to 
demonstrate your ability at various circus 
skills. In this case, walking a tightrope.


Stuffed evil wizards


There are six stuffed evil wizards: 
Zharradan Marr, Zagor, Balthus Dire, 
Malbordus, Shareela and Xortan Throg. In 
terms of their stats, they are identical and 
have no magical ability.


STUFFED EVIL WIZARD
skill  9 stamina  8  attacks  1 
Weapon: Sword +1
Armour: Light
Each evil wizard has 2 magical darts, 
which hit automatically and deal 1-3 
damage, ignoring armour when thrown. 
They can be used as ranged attacks if no 
one is fighting them.


Chimera


There are two Chimera in this adventure. 
They are kept behind two of the three 
doors in the Monty Hall.


CHIMERA 
skill  12  stamina  20  attacks  3
Weapon: Large claws +1
Armour: Medium
Every round, the Chimera can breathe fire, 
which will hit one opponent on the roll 
of a 1-4. It will deal 2 points of damage, 
ignoring armour.


Mutant Goblin


These Goblins have been kidnapped 
and mutated. They are bigger and more 
muscular than regular Goblins and have 


scaly skin, making them tougher and with 
medium armour.


MUTANT GOBLIN
skill  7 stamina  6  attacks  1
Weapon: Shortsword.
Armour: Medium.


Tin soldier


These tin soldiers cannot be destroyed by 
normal means, but if their hat is knocked 
off they stop being animated. This can 
be done in hand-to-hand combat if the 
hero wins an attack round with an Attack 
Strength 3 higher than the soldier (a critical 
hit counts too).


TIN SOLDIER 
skill  7
Weapon: Sword


Magic items


Magic Dart
Enchantment required:  1
Cost of recipe:   150GP
Ingredients:   
Cost of ingredients:  50GP
Time to craft:   1 hour
Description: This dart can be thrown at an 
opponent. It has a range of 20 metres and 
automatically hits, dealing 1-3 damage, 
ignoring armour. It then disappears.


Cheaty Coin
Enchantment required:  2
Cost of recipe:   300GP
Ingredients:   
Cost of ingredients:  76GP
Time to craft:   1 day
Description: This appears to be a normal 
gold piece in all respects. It usually has 
different images on its sides compared 
to other coins (so that the owner can tell 
which coin is their magical one and won’t 
use it). If the owner flips the coin, they may 
spend 1 Luck point to have the coin land 
with the face up that they want.


l
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h, that moment of uncertainty 
when confronted with a choice 
between two risky options. 
Placing one finger on your 


current page before flicking to one of the 
entries, only to see text with no onward 
‘Turn to…’ instruction before rapidly 
returning to the previous page and picking 
the other option instead. This was certainly 
how many of us played the books as 
children - and perhaps how many of us 
still play them today. But the thrill that we 
might stumble onto an instant fail section 
could be a source of enjoyment in itself 
(so long as it didn’t happen constantly – 
I’m looking at you, Luke Sharp!). What’s 
more, some of the failure sections could 
be among the most interesting things that 
book had to offer. In acknowledgement of 
this, here are 15 of the most memorable 
failure sections throughout the entire 
Fighting Fantasy series. Oh, and this almost 
goes without saying, but here be spoilers.


The First One
Book:


The Warlock of Firetop Mountain
Authors:


Steve Jackson and Ian Livingstone
Section:


64


Considering both authors would become 
a bit Insta-Death crazy in their later books, 
their sole collaboration is a very forgiving 
affair. Aside from lacking the right keys at 
the end or dying via stamina loss, the only 
other way to fail was to get paralysed by 


the Ghoul and get treated to this section:
‘The Ghoul dances with glee around 
your body, lays it next to the others 
on the ground, turns you over and 
sinks its teeth into your rump. It is 
not often it gets fresh meat to feed 
on.’


   Wow, with this one description of an 
undead creature so happy to eat you alive 
that it does a merry jig before ripping a 
chunk of flesh from your buttocks, Jackson 
and Livingstone set the tone for the rest 
of the series. These may have been kids’ 
books, but they were going to be brutal 
and bloodthirsty. Such a stance might have 
shocked parents, but the 8- and 9-year-olds 
reading this loved it and were eager for 
more. To top it off, the section ends with 
the redundant sentence ‘Your adventure 
is over’, variants of which would persist 
throughout the series’ run.


The Most Silly
Book:


Deathtrap Dungeon
Author:


Ian Livingstone
Section:


233


As the title suggests, book 6 of the 
original series is peppered with ways of 
bringing your quest to a sudden and often 
quite brutal end. But perhaps the most 
memorable is what happens when you 
decide to eat some odd fungi you find 
growing from a cellar wall:


‘Immediately, your stomach feels 
bloated and you can even begin 
to see it bulging below your belt. 
Your whole body starts to expand, 
bursting out of your clothes with a 


loud ripping sound. You grow bigger 
and bigger, and soon your face is 
pressed against the ceiling… You are 
too large ever to leave the cellar and 
your adventure ends here.’


It’s a pretty funny mental image, a giant 
naked adventurer trapped in the confines 
of the small cellar. One wonders what 
Throm the Barbarian made of it upon 
reaching this room after you. Perhaps the 
Trialmasters even kept you as a novelty 
of the dungeon, though keeping you fed 
might have proven difficult. Still, this is 
further reason that you should never eat 
strange mushrooms, kids.


YOUR ADVENTURE ENDS HERE...


A


by KIERAN COGHLAN
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The Most Gruesome
Book:


Kharé – Cityport of Traps
Author:


Steve Jackson
Section:


211


I used to always try to avoid going to The 
Wayfarers’ Rest when playing this book 
as a child. Partly because the woman in 
John Blanche’s illustration of the crowded 
tavern scared the life out of me, and partly 
because it often ended in failure. Fail to 
work out how to escape the innkeeper’s 
guillotine trap (and if anyone can work out 
how to do so based on the accompanying 
illustration then I doff my cap to you), and 
you end up getting your head cut off and 
the innkeeper using your carcass to make 
stew for future clients. In fact, if you ate 
there the night before you were probably 
scoffing on bits of someone who fell foul 
of the same trap. Perhaps the innkeeper’s 
offer to ‘feed you to the gills’ wasn’t quite 
so welcome in retrospect.


The Most Noble
Book:


House of Hell
Author:


Steve Jackson
Section:


328


What does any intrepid Fighting Fantasy 
player do when s/he sees a helpless 
damsel in distress about to be sacrificed by 
satanic cultists? Why, bound in to rescue 
her of course! Except doing so is not a good 
idea when you’re just a normal person 
against 40 crazed fanatics. Still, you do give 
the girl one brief glimmer of hope before 


her end. Unfortunately your end comes 
before that. And just to hammer hope 
your stupidity, the book itself declares that 
‘you deserved to die’ for your thoughtless 
bravery.


The Most Ridiculous
Book:


Clash of the Princes: The Warrior’s Way
Authors:


Martin Allen and Andrew Chapman
Section:


205


Ah, the classic magic trick of swiping away 
the table cloth without disturbing any 
of the various bric-a-brac atop the table. 
Any magician with his head screwed on 
right, though, would know better than to 
attempt this with a giant’s table. Not so our 
intrepid hero Prince Clovis, who decides to 
climb the table by hauling himself up the 
giant’s table cloth, only to disturb a giant 
keg of beer, which rolls off the table and 
squashes him flat, thus ensuring he will not 
become the next King of Gundobad. If it’s 
any consolation, brother Lothar probably 
died in an equally absurd manner in his 
equally instant-death-riddled book.


The Most Mysterious
Book:


Masks of Mayhem
Author:


Robin Waterfield
Section:


263


Heading the wrong way in the mist-
covered hills on the eastern side of Lake 
Nekros results in this curious passage:


‘You walk off through the mist, 
which closes behind your back. You 
are never seen again, by man or 
monster, on this earth.’


   This has often been cited as one of the 
worst instant-failure passages in the series, 
but there’s something poetic about it that 
I like. You become so lost that your fate 
within the mist is unimportant; perhaps 
you are not even aware of it yourself. By 
stepping into the never-ending mist, you 
have for all intents and purposes ceased to 
exist.


The Most Subtle
Book:


Creature of Havoc
Author:


Steve Jackson
Sections:


39, 46 and 397


There are so many inventive and macabre 
ways to fail in arguably Steve Jackson’s 
finest work, that it’s hard to choose just 
one. But the one that struck me most isn’t 
technically an instant-failure section at all. 
Bumping into a Chaos Warrior seems a 
tough fight, but one which your armoured, 
insta-killing Creature should be able to 
handle. But defeat one and another shows 
up. And then another and another, until 
it dawns on you that you’re stuck in an 
infinite loop and it simply becomes a case 
of how many Chaos Warriors you can 
kill before they finally bring you down. 
And as so often is the case with this book, 
you’re left to tut about the devious mind 
of Jackson before cracking open the book 
once more.


Your adventure ends here... Article
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The Most Sadistic
Book:


Beneath Nightmare Castle
Author:


Peter Darvill-Evans
Section:


157


Like Creature of Havoc, it would be possible 
to fill this list with just failure sections 
from this book, but this one is so good 
it was one of only a handful of failure 
sections throughout the series to get an 
accompanying illustration. Surrendering 
to some Southern warriors doesn’t seem so 
bad at first. They keep you well fed after 
all. But it turns out this is only to keep 
their game of ‘Stone-drop’ going as long as 
possible:


‘You are pegged spread-eagled on 
the ground at the foot of one of the 
towers, and two swordsmen, chosen 
by lot, have one chance each to drop 
a boulder from the top of the tower 
on to your head. All the soldiers in 
the barracks come to watch, and 
much excitement is generated. Gold 
pieces change hands at a furious rate 
as wagers are laid on which man will 
drop his boulder nearer to your head, 
and how many days it will be before 
one of the drops is accurate enough 
to crush your skull. Eventually one of 
them is, and does.’


   The dispassionate description of the 
macabre game and its eventual result just 
makes it seem all the more sick. But it is 
also sickeningly brilliant.


The Most Abrupt
Book:


Star Strider
Author:


Luke Sharp
Section:


320


It feels like there are more failure sections 
in Luke Sharp’s first two books than in all 
the others combined, yet this is the one that 
really sticks out for me. After doing a lot of 
hard working hacking through some dense 
jungle undergrowth, you take a minute 
to sit down and have a breather when a 
passing dinosaur steps on you. That’s it. 
Of all the fates you probably expected to 
befall you on this journey to Earth to save 
the Galactic President, getting trod on by 
an oblivious dinosaur was probably not 
high on the list. No wonder it catches you 
so unawares. 


The Most Awesome
Book:


Portal of Evil
Author:


Peter Darvill-Evans
Section:


37


Going through the Portal of Evil without 
the necessary precautions can end in 
disaster. Or it can end with you being 
turned into a Giant Scorpion. Not sure why 
you become a scorpion when everyone 
else became a zombie of a dinosaur but 
hey - being able to amble around in the 
forest with giant claws and a stinger that 
can go straight through someone seems 
like a pretty sweet deal to me. Horfak can 
conquer the world if he wants, just let me 
be a big-ass Scorpion and we’re all good.


The Most Cruel
Book:


Dead of Night
Authors:


Jim Bambra and Stephen Hand
Section:


343


Time is a dangerous thing to mess with, 
as you may find out when playing Dead 
of Night. When Doc Brown was warning 
Marty and Jennifer not to bump into 
themselves in different timelines in Back 
to the Future, he wasn’t kidding. Bumping 
into your younger self here causes a rift in 
the space-time continuum, which causes 
you to repeatedly see your greatest failure 
and most painful memory - the brutal 
murder of your brother at the hands of 
demons, for all eternity. Yikes.


The Most Fatalistic
Book:


Black Vein Prophecy
Authors:


Paul Mason and Steven Williams
Section:


219


Bezenvial, former tyrant of the Isles of the 
Dawn, like many proud parents, wished 
his two sons to take after him. But he 
went a bit further than most overbearing 
parents, putting his sons into a magical 
sleep for them to awaken from much later 
and for one of them to seize the throne 
as he had foreseen. Destroying your evil 
brother Feior can result in you gaining 
control of his army and being proclaimed 
king, just as Bezenvial predicted and 
wanted. But it doesn’t end there - your evil 
actions allow the ghost of your father to 
influence your actions until he ultimately 
takes over and Bezenvial lives and rules 
once more.
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The Most Devious
Book:


The Crimson Tide
Author:


Paul Mason
Section:


400


After seeing your father murdered by 
bandits, you have one goal in mind: 
bringing said bandits to justice. After 
probably encountering dozens of failures 
you may feel you have finally solved this 
extremely difficult book when you find 


yourself before the king, who agrees to 
help you, and you see the words that make 
every Fighting Fantasy fan feel a surge of 
joy: “Turn to 400”. Only to find section 
400 has you being thrown into a pit by 
treacherous minister Pantu and you are left 
with the shock that this already tough book 
is even tougher than you realised.


The Most Yucky
Book:


Moonrunner
Author:


Stephen Hand
Section:


101


Moonrunner is a tricky book and you’re 
bound to have stumbled across a plethora 
of devious traps before encountering 
this one. A trapdoor opens beneath your 
feet and you feel yourself plunged into 
a strange chemical reactant that causes 
your body to swell inordinately. So far, so 
Deathtrap Dungeon mushrooms you say? 
Except it doesn’t stop there - your entire 
body explodes everywhere. I feel kinda 
sorry for whoever had to clean that one up.


The Most Fun
Book:


Spellbreaker
Author:


Jonathan Green
Section:


353


In 1987, a dire prophecy rang out across the 
lands as Gloria Estefan proclaimed 
that ‘the rhythm was going to 
get you’. The hero of Spellbreaker 
must have missed this, however, 
as bumping into some very 
musical skeletons can lead to 
you forgetting everything to join 
their dance for the rest of your 
life - and perhaps beyond. But 
hey, spending eternity as part of 
a skeletal musical dance seems a 
pretty good gig to me.


The Final One 
Book:


Night of the Necromancer
Author:


Jonathan Green
Section:


400


You reach this section by dying. 
Nothing odd there, but by this 
stage you’ve probably died 
several times and each time there 
has been some faint glimmer of 
hope, some way of returning to 
the land of the living in spectral 
form. Not this time, however. 
Now you are trapped forever in 
the realm of the dead, reigned 
over by the dread Shadow King. 


In a way, it’s fitting that the section number 
is the one traditionally reserved for 
victories in Fighting Fantasy. Perhaps when 
you died at the start of the book, this was 
your true destiny all along and everything 
else was just resisting the inevitable. An 
Fighting Fantasy failure section has never 
felt so final; you have been given every 
chance, but no more. No more…


l


Your adventure ends here... Article
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CHAPTER 8


hat do you mean “petrified”?’ 
Conar asked, clearly confused.
   ‘I mean just that, Conar. 
He was alive once and then 


something turned him to stone.’ Raven 
slapped the telescope man’s back. ‘He 
could have been standing here for a few 
days, or he could have been here for 
decades.’
   ‘Is it some form of magic?’
   ‘Not really magic as in a spell. The clue is 
in that carving,’ Raven pointed towards the 
snake-entwined skull above the doorway 
that Noakes had disappeared through. 
‘Ever heard of a Medusa?’
   ‘No,’ answered the sailor, honestly. ‘It 
sounds like a monster, though.’
   ‘Yeah, it’s a terrifying creature from 
your worst nightmare. I think a woman 
is usually cursed to become a Medusa 
as a result of some terrible crime they 
committed against the gods or maybe they 
upset a powerful sorcerer who cursed 
them.’
   ‘Or Sea Witch.’
   Raven shook his head. ‘They don’t have a 
head of hair; instead their head is a mass of 
writhing vipers.’
   ‘Snakes for hair?’
   ‘Yeah, and if you look into its eyes,’ 
Raven gestured at his own eyes, ‘you’ll be 
petrified. I guess our friend here looked 
right at its eyes through his telescope. 
Nasty.’
   ‘Shouldn’t we help Noakes?’
   Raven sighed. ‘I guess so. Remember, the 
Sea Witch warned us not to go into that 
room. Ok, she didn’t explain what would 
happen if we did go in there . . . but when 
a powerful sorceress tells you not to do 
something then you really ought to listen 
to her.’ Raven handed his knapsack to 
Conar. ‘Don’t bother taking anything from 
this and just wait here. I’ll go and try and 
get Noakes.’
   ‘Try?’


   ‘I’ve only ever encountered a Medusa 
once before, years ago in a dungeon 
underneath an abandoned watchtower that 
the locals claimed was cursed. I had to give 
up searching the dungeon as I couldn’t get 
past it.’
   ‘It’s that powerful?’
   ‘Unless you’ve got some mirrors, as 


seeing its eyes through a reflection won’t 
petrify you, there’s not much hope. 
So unless Noakes is incredibly lucky I 
wouldn’t put much hope in me finding 
him alive.’
   ‘What about me?’
   ‘You’ll be safe here,’ Raven chuckled. 
‘Given the fact the Medusa hasn’t already 
come for us leads me to believe it can’t. 
The Sea Witch has probably bound it to 


that room with some form of magic.’ Raven 
quickly ran across the treasure-filled cavern 
and approached the doorway, above 
which was the image of the skull with a 
snake wrapped around it. He paused and 
looked ahead at the ground, trying to see 
if anything was casting a shadow from 
within. There was nothing.
   ‘Noakes,’ he shouted. ‘You there?’
   There was no answer.


AELOUS RAVEN AND THE
by IAN BROCKLEHURST
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   ‘Noakes – if you don’t want to shout, 
give me a sign you’re hearing me.’
   Somewhere from within came the 
clattering rattle of a stone bouncing off a 
wall and hitting the floor.
   ‘Is that you, Noakes?’ muttered Raven 
under his breath, ‘or something else luring 
me to my doom?’
   Keeping his eyes towards the ground, 
looking for shadows, Raven ventured 
through the doorway and entered a 
darkened cavern. There were some torches 
burning here and there, but the room was 
deliberately poorly lit. A few shadows 
of people started to appear and Raven 
found himself encountering petrified 
adventurers. There was an armoured 
knight, a barbarian and his pet wolf. On 
the ground lay a young woman who lay 
sprawled out with one hand trying to 
cover her eyes and the other brandishing 
an axe. Close to the woman was a pedestal 
and as Raven carefully examined it he 
found sitting on it a magnificent crown. 
As he gazed at the jewel-encrusted 
silver crown, Raven suddenly felt an 
overwhelming compulsion to put it on. His 
hands reached out, picked it up and started 
to raise it towards his head.
   ‘I wouldn’t do that ifff I were you,’ hissed 
a sensuous voice from out of the darkness. 
‘The crown belonged to a Lizard King of 
Fire island sssssss and once on your head it 
will never come offffff.’
   The voice brought Raven back to his 
senses and he dropped the crown so it 
landed back on top of the pedestal.
   ‘Sssss I want you for my own pleasure.’
   Raven was tempted to raise his head 
up in the direction of the voice, but he 
remembered that could be fatal and so 
he glanced around for a shadow of a 
monstrous form. He saw none.
   ‘Your friend didn’t want to play with me 
sssss, maybe you’ll be more fun?’
   Raven had just decided to make his way 
back the way he came when he saw a 
shadow dart across the ground in front of 
him. Instantly, he spun around and looked 


up so he could see where he could run to. 
He raced forward and, ignoring the other 
pedestals in the room, he spotted a rocky 
outcrop that could be climbed. At the same 
time he noticed a javelin lying on the floor. 
With the skill of a lifetime of adventuring 
behind him, Raven scooped up the javelin 
with his left hand and clambered up the 
rocky outcrop. At the top of the outcrop, 
Raven examined the head of the javelin: it 
was still sharp enough to cause damage, 
but he knew that the snake-hide of a 
Medusa would likely deflect the point and 
so he would have to pierce the human part 


of the creature to injure it or even stand a 
chance of slaying it.
   ‘That javelin’s been lying around for 
yearssss, I wouldn’t think much to it. 
Besides, if you’re going to even try and 
kill me, sssss, you’re going to have to look 
me in the eyes to do it.’ The air was rent 
by enchanting laughter, interlaced with 
hissing. ‘Besides, I don’t want our eyes to 
meet just yet, ssssss, I want to have some 
fun.’
   Raven tried to take in his surroundings 
without focusing too long in any one place 
in case he laid eyes upon the Medusa. 
‘I’m not in the mood for playing, honey,’ 
he said aloud. ‘How about you just let me 
leave here and I won’t resort to using this 
javelin to draw blood – or worse.’
   ‘Ah, the Sssea Witch told me that no one 
can ever leave this room. Ssshe was very 
ssstrict on that rule. If I disssobey her, then 
maybe she’ll stop feeding me. Every once 
in a while sssscraps of food come down 
the trapdoor that connects here with her 
private chambersssss.’
   ‘Well, I’ll be sure not to tell her if you let 
me leave.’
   ‘Ssshe’ll know, ssshe alwaysss knowssss.’
   Raven realized that his current position 
wasn’t much good from a strategic point of 
view. The Medusa knew where he was and 
in his heart he knew that he wouldn’t be 
able to stop the beast if 
it charged him. It had 
mentioned a trapdoor, 
however, and that got 
his eyes scanning for 
it. He spotted a metal 
grille in the wall of 
the cavern above what 
looked like a pool of 
water. Despite the poor 
light, he made out 
that the pool of water 
was being fed via the 
metal grille as water 
was trickling out of it. 
That was likely the best 
way to leave… as long 


as the grille wasn’t mechanically locked in 
place. 
   ‘Ssspotted the trapdoor?’ hissed the 
feminine voice in the dark, as if she was 
watching him. ‘I can’t follow you through 
it, sssss. Round my neck is a magical collar 
of containment and my prisssssson is in 
here. Do you think you can reach it before I 
get my handssss on you?’
   ‘I guess you don’t get out much, which 
explains your lack of charm.’
   ‘I can be very charming when the mood 
sssssuits me.’
   Raven decided in his mind that the 


trapdoor was not the best place to leave by. 
It left him too vulnerable from all angles. 
His best move was to leave the way he 
came in. He needed a distraction. His hand 
felt around the outcrop and came across 
an apple-sized piece of loose rock. Just the 
thing he needed. He leapt to his feet and 
threw the rock towards the pool before 
bounding down the side of the outcrop 
and heading towards the doorway. The 
rock bounced off the metal trapdoor and 
splashed in the pool. As he raced towards 
the doorway, he could hear angry hissing 
closing in on him. Without a second 
thought he used the javelin to pole-vault 
through the doorway and back into the 
treasure vault, landing in a crumpled heap 
on the ground.
   ‘Cursssesss!’ hissed a voice behind him.
   ‘You alright?’ shouted Conar, who was 
still standing by the petrified telescope 
man.
   ‘Bruised,’ answered Raven, though not 
loud enough for his companion to hear, 
‘but still flesh and blood.’ He quickly got 
to his feet and left the javelin behind. As 
he neared the sailor, Raven pointed firmly 
towards the vault’s exit. ‘Come on, Conar – 
we’re leaving.’
   ‘Noakes?’
   ‘Shouldn’t have gone in there.’
   Conar handed Raven his knapsack and 


picked up his 
treasure chest. 
‘Whilst you 
were in there 
and looking for 
Noakes, I was 
thinking: how 
are we going 
to get off this 
island and back 
to the Storm 
Giant?’
   ‘We’ll cross 
that bridge 
when we come 
to it.’
   The sailor was 


about to reply when his sentence was cut 
short by the sound of a gong.
    BOING
   ‘Time’s up,’ mused Raven, ‘just as she 
said it would be.’ The wooden door 
opened and two guards stepped into 
the cavern. One of them beckoned the 
adventurers over with a wave of his hand. 
Conar nodded at the guard and made his 
way towards him. Raven stretched his 
aching body before following suit.


TO BE CONTINUED l


Aelous Raven and the wrath of the sea-witch Fiction


WRATH OF THE SEA-WITCH
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they all knew this day would 
come. And yet on the night it 
finally happened none were 
prepared.


   The Dwarves of Firetop Mountain, or 
the Dwarves of Redweed as they still 
insisted on calling themselves, were far 
fewer than they had been in the glory 
days. From the original tribe of some 200 
hardy individuals who had first come to 
the mountain so many years ago, less than 
30 now remained. And they were now all 
getting on in years.
   Still, life was presently simple and 
peaceful enough for Manidor and his 
people. And as he sat on the north bank 
of the underground river with his friend 
Grune, scrubbing away at his spare set of 
clothes in an all-too-infrequent washing 
session, he felt content enough as leader of 
his extended family. He knew everybody 
by name, was well respected by his fellow 
Dwarves and had proven himself able to 
handle disputes and arguments adeptly 
over the years.
   But nobody could dwell within Firetop 
Mountain and remain unaffected by its 
turbulent history. Each and every Dwarf 
who lived here could trace his ancestry 
back to those stalwart souls who had 
battled The Tyrant many generations 
ago. Oh yes, Gallan Zagor had been a 
formidable foe indeed, according to the 
stories passed down through the family 
lines. Only he had been powerful and 
merciless enough to invade the mountain 
and ruin the Dwarves’ dream of creating 
their own little utopia here in tribute to 
their beloved Fangthane, may she never 
fall. Only he had possessed an army large 


enough, and magical powers awesome 
enough, to drive the Dwarves from their 
tunnels and rule Firetop Mountain in their 
place.
   Manidor and his clan, however, preferred 
to reminisce about the glorious vengeance 
of the original Dwarves of Redweed and 
the heroic tale of how those brave kin 
had re-entered the mountain and forced 
Gallan out again at sword-point was one 
often told around the gaming tables. The 
story always ended with the old sorcerer’s 
final hate-filled words before he ran away 
into the night: “A curse upon you, Dwarf 
vermin – you will reckon with the name 
Zagor again one day!”
   So when the first blood-curdling scream 
reached Manidor’s ears, it was all a bit of 
a shock.
   It came from somewhere beyond the 
south bank of the river, within the passages 
where most of the clan were currently 
located, and Manidor and Grune both 
instinctively reached for their daggers.
The scream came again, full of pain and 
anguish – and most definitely Dwarfish. A 


weighty sense of dread fell upon Manidor 
as he stood up slowly. Grune followed 
suit and they both watched the black 
tunnels that opened out onto the south 
bank intently. There – the tunnel walls 
momentarily lit up with a dazzling flash 
of… something. 
   ‘Sorcery,’ growled Grune. He turned to 
Manidor. ‘He comes…’
   ‘Impossible,’ Manidor snorted with 
derision. ‘Gallan is surely long-since dead 
and you know it!’
   Grune arched an eyebrow. ‘Do not be 
so certain, Manidor; these magician types 
have been known to extend their lives to an 
unnatural degree.’
   That was Grune through and through. 
Ever the pessimist, he had always been 
something of a harbinger of doom and 
had maintained a belief that Gallan Zagor 
would one day return to wreak his revenge 
on his enemies’ descendants for as long 
as Manidor could remember. He didn’t 


believe him for a second, of course, but the 
sudden dryness in his throat was difficult 
to ignore.
   Suddenly the air was filled with a 
monstrous roar – no, numerous monstrous 
roars – and the sounds of fighting drew 
nearer. Manidor and Grune looked at each 
other, unsure of what to do next. They were 
about to flee when they heard a shout and 
saw a short figure emerge from the tunnel 
and dash toward them.
   ‘Braw!’ yelled Manidor, instantly 
recognizing his friend.
   ‘Manidor, run!’ Braw shouted back in a 
voice ragged with exhaustion and fear. He 
was clearly wounded; blood dripped from 
a gash across his chest and one arm hung 
limply by his side as his footsteps echoed 
with soft krrssh sounds across the pebble-
strewn shore. He laboured up the wooden 
steps on his side of the rickety bridge that 
crossed the river here, and Manidor and 
Grune ran to meet him.


T
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   ‘Let me look at that wound, Braw,’ 
Manidor began. But the injured Dwarf 
would have none of it, batting away 
Manidor’s hand. ‘No! We must… we must 
go. Now. They will... kill us!’
   Taking the hint, Manidor and Grune took 
an arm each and helped Braw over to the 
north bank. But the roars and gurgles of 
the unknown horrors continued to grow 
in volume until they seemed to coalesce 
together into one horrific, nightmarish din.
   Braw was a heavy load to carry and his 
two bearers were forced to pause on the 
north bank as they regained their breath 
and prepared to adjust their grip on him. 
Panting heavily, they could not help but 
look back over the river – and there they 
saw their ghastly pursuers spread out 
before them.
   Orcs, Goblins, Trolls, Ogres – they were 
all there, slavering and wildly waving 
their weapons in bloodlust. In amongst 
the crowd, Manidor noted with a shudder, 
were other creatures; terrible, misshapen 
forms that radiated pure evil. Any one of 
them was probably strong enough to rip all 
three Dwarfs to shreds within seconds.
   And yet the disgusting mob did not 
advance.
   ‘Grr, what are they waiting for?’ Manidor 
asked through gritted teeth. The refusal 
of the creatures to make a move was 
infuriating, surely an ominous presage to 
something dreadful. Manidor and Grune 
could only stand and wait, both petrified of 
making a move lest it trigger a rush from 
the monsters. Between them, Braw sagged 
and watched with them behind tired eyes.
   Then, at some unspoken command, the 
army of Chaotics parted. Stepping from 
the darkness came a tall, human figure. 
Youthful yet oozing confidence, the man 
strode confidently to the front of his army 
and gazed silently at the Dwarves from 
across the river. He wore flowing sorcerer’s 
robes and expensive-looking boots, 
and his gloved hands glowed with the 
unmistakable shimmer of magic.
   Nobody moved. Manidor and his friends 
could not help but be drawn to the man’s 
eyes, which seemed to bore into their 
minds with a depth of power that left no 
room for doubt as to his murderous intent.
   ‘He is here,’ said Grune with a hint of 
weary resignation in his voice. ‘’Tis The 
Tyrant’s heir…’
   Manidor and Braw looked at each other; 
though Grune’s prophecies of doom had 
been frequent and mainly erroneous in 
the past, his words now rang with a sense 
of undeniable gravity that convinced 
them that the name of Zagor had indeed 
returned to Firetop Mountain this day.
   The sorcerer flexed his fingers, never 
taking his eyes off the Dwarves, and then 
calmly stepped out into the water. Or 
rather onto the water, as it became quickly 
apparent to Manidor that this man was 
indeed somehow walking on the water’s 
surface, his booted feet barely disrupting 


the river’s surface.
   Paralyzed by fear, Manidor, Braw and 
Grune stayed rooted to the spot in awe 
at this unholy display – until the man got 
halfway across the river. At that moment, 
the horde of Chaotics suddenly surged 
across the shore and began to stream across 
the bridge, growling and bellowing with 
rage as they ran. Their thirst for killing was 
frighteningly obvious and such was the 
crazed desperation to taste Dwarven blood 
that some of the creatures simply leapt into 
the river in an effort to follow their master 
and perhaps reach their enemies more 
quickly. The fact that some were swiftly 
swept away by the current was of little 
comfort.
   The surge of movement immediately 
snapped the Dwarves out of their horrified 
reverie and they made a break for the 
door behind them that led deeper into the 
mountain. But with Braw still slumped 
between them, Manidor and Grune could 
only move agonizingly slowly. As he risked 
a quick glance back over his shoulder, 
Manidor saw the seething mass closing 
fast. Behind it, the sorcerer had crossed the 
river and now walked calmly in his army’s 
wake, clearly in no hurry.
   But living in this dark, subterranean 
world had its advantages for the Dwarves 
Of Redweed; their command of earth 
magic had grown strong. With a sharp 
upswing of his free hand and an archaic 
muttered phrase, Manidor conjured up 
a jagged wall of rocky spines in an effort 
to slow down the onrushing monsters. 
Though he knew it could only be a 
temporary reprieve, he allowed himself a 
small smile as the terrifying army slammed 
into the wall and howled with frustration 
as taloned hands and fang-filled mouths 
tried to break through, seemingly to no 
avail.
   One blast of magic from the sorcerer’s 
hand was all it took to obliterate the wall, 
however, and the chase quickly resumed 
with the hellish creatures now worked up 
into an even more frenzied state.
   On and on the three Dwarves ran and 
soon they came to the innermost tunnels of 
Firetop Mountain. To any newcomer, the 
labyrinth of identical-looking passageways 
would cause them to become lost after only 
a few turns, but the Dwarves Of Redweed 
had lived here for many, many years and 
wound their way through the maze with a 
measured, though panicked, surety.
   By the time they staggered through the 
door to their games room, Manidor and 
Grune were exhausted and Braw was 
fading fast. Two more Dwarves, Kordur 
and Surefoot, greeted them with anxious 
faces.
   ‘Manidor! What in the name of 
Hangahar’s breeches is going on out 
there!?’ exclaimed Kordur, the volume in 
his voice not quite disguising the note of 
fear.
   ‘What’s wrong with Braw?’ Surefoot 


asked with concern and immediately went 
over to where Manidor and Grune had laid 
him.
   ‘Kordur, the door! Seal it!’ yelled 
Manidor.
   ‘What? Why, what has happened...’
   ‘Seal it now!’
   The urgency in Manidor’s voice was clear 
and Kordur ran straight over to the closed 
door. He took four tiny lumps of gold from 
his pocket and gently heated each one over 
an open lantern.
   The bloodthirsty screams grew louder.
   He pressed each softened nugget at a 
corner of the door – two at the top and two 
at the bottom.
   And the abominable snarling drew closer.
   With one hand pressed against the 
door and more muttered words, Kordur 
completed the spell. A golden flash filled 
the dim room with light for a brief moment 
and only then did the five Dwarves breathe 
a collective sigh of relief. From the inside 
the door looked much the same, but 
from the outside the door had magically 
disappeared and now looked like just 
another section of wall within the endless 
corridors of stone.


In the hours that followed, Manidor and 
the others said little yet heard a great 
many things. They heard the screams of 
their brethren as they were systematically 
hunted down. They heard the whoops and 
hollers of the orcs, trolls and worse, who 
celebrated each death with abhorrent glee.
   And after a while they heard nothing at 
all, except for the quiet pacing of one set 
of footsteps which walked close to their 
doorway, stopped for a while, and then 
eventually walked away again.
   It was Manidor who broke the long 
silence, speaking as much to himself as 
to the others. ‘And so Zagor rules over 
this domain once again. The Dwarves Of 
Redweed are no more – we are surely the 
last of our kind…’
   Again silence ruled for a time until 
finally the Dwarves could stay still no 
longer. Surefoot continued to tend to Braw, 
who soon recovered his strength, and 
eventually some semblance of normality 
returned to the group. Grune filled in 
Surefoot and Kordur on what they had 
witnessed and the fatalistic outlook 
common to all Dwarves soon shaped their 
shared conclusion about their immediate 
fate. They were safe – but for how long?
   ‘Someone will have to go for supplies 
soon,’ said Braw, giving voice to the 
unavoidable truth they had all been 
thinking about.
  ‘What say we play a round of cards to 
decide who it will be?’ Surefoot suggested.
   Manidor found that despite everything, 
all he could do was chuckle humourlessly 
and ruefully shake his head. ‘Aye, why 
not?’ he said as he pulled up a chair. ‘I’ll 
deal...’
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he surviving members of 
Deathtrap Dungeon - Marcellos 
(Human Fighter), Silverarm 
(Dwarven Cleric), Zan (Human 


Fighter) and Fingers McShifty (Dwarven 
Rogue) - were each given the title of 
‘Champion’. Moreover, they each enjoyed a 
share in the 25,000 gold purse for surviving 
the Trial of Champions and were each 
granted Keys to the City of Fang. 
   They didn’t waste time enjoying the 
spoils of their accomplishment:


• Marcellos – the finest food, the highest 
shelf wine and wenches, oh wenches! 
Indulgences fit for a king!
• Silverarm – a private, soothing spa bath 
consisting of imported hot rocks from 
the Dwarven mountain of Fangthane. A 
treatment fit for a goddess!
• Zan – a deep tissue massage, body 
waxing, a manicure and a pedicure – 
caringly applied by the loveliest ladies 
your eyes have ever seen.
• Fingers McShifty - a drop or three of 
Skullbuster Ale, the finest pipeweed in all 
of Chiang Mai, and exclusive access to the 
Baron’s private gambling halls – the sort 
of excesses a Dwarven rogue could only 
dream of.


However, their excessive pampering was 
soon interrupted by a hand-delivered 
message bearing the Seal of Yaztromo. 
The Dwarven City of Stonebridge was still 
under threat from HILL TROLLS amassing 
in the area. Only by finding the Dwarven 
King Gillibran’s magical warhammer 
would balance and peace be restored. The 
party decided to cut short their festivities 
in favour of this quest. 
   Before embarking on their new quest, 
they first recruited a young twenty-four-
year-old HUMAN WIZARD by the name 
of Montgomery Ashe. Although Monty’s 
singed black hair made him look quite a bit 
older (as well as being a little distasteful), 
Monty’s father was friends with Hammett 
the Dash (of Kallamehr) and Monty was 
indeed trained by Hammett. Monty had 


recently finished a tour with a travelling 
circus, performing hedge magic, but he had 
a thirst for far greater powers and glory. 
Secondly, the party purchased assorted 
magical incantations and commissioned 
magically enchanted artefacts. The 
Champions then left Fang to a heroes’ 
send-off and travelled to Yaztromo’s 
Tower on the southern edge of Darkwood 
Forest. Arriving there in good time and 
unopposed, they met the famous Gereth 
Yaztromo. Yaztromo had many yarns to tell 
of days gone by, and the Heroes patiently 
entertained his stories. In return they 
were allowed to buy some of his magic 
potions and magical healing cakes that the 
sweet-toothed Yaztromo had prepared. It 
was then time to set off into the dark and 
twisted pathways that thread through the 
Forest of Doom.
   Monty did the mapping duties while 
McShifty used her roguish skills to scout 
the front of the party, as she did so well 
in Deathtrap Dungeon. After many hours 
of walking through the towering and 
splendorous forest surrounds, Silverarm 
heard a faint cry for help! A fellow 
traveller was caught in a hunting trap 
off the trail. After much discussion with 


(and interrogation of) the stranger, named 
Valdimar, Monty and Fingers set him free 
and they traded information. Monty even 
used a spell to heal his wound. While 
receiving a hug of gratitude from Valdimar, 
McShifty used her pickpocket skill and 
stole a dagger (only to later discover that 
she too had been thieved, losing a Potion of 
Insect Control). Zan later discovered he too 
had been rolled by the cunning Valdimar 
and had lost his Amulet of Ra – a powerful 
relic, which granted a +1 Skill bonus!
   Having rued helping the stranger, the 
party was now on the lookout for two 
GOBLINS that Yaztromo said had found 
Gillibran’s warhammer and separated 
it into two pieces. As they rounded a 
bend, McShifty saw a goblin-like creature 
holding a black rod. Thinking it may be 
the warhammer handle, the party followed 
the creature deeper into the forest. Monty 
spoke in Goblin-tongue, to which the 
creature replied: “One only must follow, if 
you wish to find what you seek.” Ignoring 
the warning, the entire party followed, and 
the creature transformed into a powerful 
SHAPECHANGER. The monster launched 
itself at McShifty and Monty, smashing 
them to the forest floor. Marcellos 
stunned the SHAPECHANGER with his 
Mesmerising Tattoo and together with 
Zan, the two combined using their magical 
swords – Timakron & and the Sword of 
Bats - they cut this fierce foe down.
   Continuing on, Monty proved a useful 
addition to the team when they happened 
upon an oaken chair perfect for resting on. 
Monty revealed the chair to be one of Life 
Draining, thus saving someone from an 
Ability- and Stamina-sapping trap. After 
an uneventful night, the party woke to 
notice a wisp of smoke emanating from 
deeper within the forest. They ignored 
this, instead deciding to remain on the 
forest path until they made their way to a 
crossroads. Silverarm had a conversation 
with a greedy talking RAVEN perched 
on the signpost and paid it a gold coin 
for information about the forest paths. 
The RAVEN said it was actually a human 
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that had meddled with the wizard 
Yaztromo and been transformed into a 
raven. Hmmm, could the heroes trust this 
Yaztromo fellow? The team followed the 
bird’s advice and took the path that lead to 
an OGRE’s cave. Monty sang a traditional 
wizard song (quoting some Shrek verses!), 
which successfully coaxed the OGRE out, 
allowing he and Marcellos to ambush and 
kill the creature. Once inside the cave, 
Monty bashed to death a caged GOBLIN 
with his Sling Staff. As the last blow put 
an end to the GOBLIN’s screeching, it 
dropped a shiny black metal shaft with a 
‘G’ inscribed on it – they had found the 
first part of Gillibran’s fabled warhammer!
   Buoyed by their success with this 
find, they set off again. McShifty used 
her Firewall Wand to burn down an 
APEMAN’S treehouse, and then Monty 
took a bracelet the APEMAN was wearing. 
It was a Bracelet of Fury and so he decided 
to trade it off to the highest party bidder. 
Zan was happy to part with his Ring of 
Cold Protection for the added Attack 
bonus the bracelet afforded. Ah, the joys 
of teamwork! After another night of 
uneventful rest, the party met a familiar 
face. CARAS the Centaur (see Fighting 
Fantazine Issue 12, ‘The Spell of Death’), 
whom they spared the life of, agreed to 
ferry them across the wide, eel-infested, 
Catfish River in return for a small gold 
sum. All obliged and they parted ways 
after the transaction, wishing the other 
well. The party then encountered a wall 
of thick web that stretched indefinitely, 
blocking their way. Silverarm performed 
a Spirit Journey spell to pass through and 
discovered three large spiders hiding 
within, before the path continued beyond.
   Marcellos warned “Nothing good can 
come of this”, and McShifty suggested 
heading back to the river and finding 
another way, as the forest around the web 
was also thick with thorn bush. As the 
party discussed the options, Marcellos 
devised a plan. He used his Timakron 
sword to cut down the dry thorn bushes 
and then set the branches alight, burning 
the web a section at a time. When he was 
halfway, the large female GIANT SPIDER 
attacked, successfully hitting Marcellos 
before he counterattacked and carved his 
name right into it! Zan ran through the 
crudely fashioned webbed tunnel to assist 
and was also pounced upon by two smaller 
(but still big!) GIANT SPIDERS. Monty 
missed with his magical Cannon Ball spell, 
but Marcellos moving back to aide Zan and 
the brothers-in-arms hacked the Spiders’ 
limbs to pieces.
   After passing the spiders’ web, McShifty 
discovered a CAVE TROLL sleeping 
deep within its cave. She, Zan and 
Marcellos hatched a plan to ambush (and 
execute) the large TROLL, but McShifty 
uncharacteristically snapped a bone carcass 
while creeping towards the sleeping 


behemoth. The CAVE TROLL awoke, 
flailing its huge stone mace berserker-
style. But Marcellos and Zan were still 
able to bring the TROLL down with their 
own heavy artillery, allowing McShifty 
to retrieve a large sack containing gold 
and trinkets. Meanwhile, another CAVE 
TROLL outside the cave tried to ambush 
Silverarm and Monty. But with these two 
magic users combining with Levitation 
spells, Metal Cannonballs and Mind Darts, 
the CAVE TROLL was reduced to pulp!
   The third day dawned in Darkwood 
Forest. The party was travelling very 
well thus far, as if wanting to prove that 
the Forest of Doom was more about the 
doom of its denizens than that of its 
unwary travellers! With half of Gillibran’s 
Warhammer in their possession, they were 
deservedly confident that they would 
soon retrieve the final piece of the fabled 


weapon. As they prepared to continue, 
an Elven RANGER appeared from the 
forest. Her name was Greta, from the 
Silent Wood, the same land from which 
their fallen comrade Garry Greensleeves 
had heralded from (before he was killed 
in ‘Deathtrap Dungeon’, see Fighting 
Fantazine Issue 10). Greta was actually 
Garry’s cousin and had been tracking 
the party to find out what had happened 
to her relative. Marcellos explained that 
Garry died valiantly. Monty said that now 
they were in search of Gillibran’s hammer, 
half of which they had found. Being a 
noble quest to aide the forces of good, 
Greta joined the party. With Silverarm 
unavailable due to getting the runs 
(last night’s dinner of Forest Hare Stew 
didn’t agree with her) Greta was a timely 
addition to the Champions!


   As the Heroes approached another 
intersection, distant drums began to beat 
to the north. As Monty and Marcellos 
pondered the drums’ significance 
(TROLLS?), the group was met by a 
wandering monk calling himself Adam 
of the Vale. Adam warned of the growing 
HILL TROLL army amassing around 
Stonebridge. As he feared time was short, 
Adam suggested that the party split into 
smaller groups to cover more terrain 
in their search for the second piece of 
Gillibran’s fabled warhammer. But the 
party decided to go against this advice, 
taking the safer option and remaining as 
one unit. McShifty had also found a brass 
bell that had tremendous significance to 
Adam, and he Blessed McShifty in return 
for the bell. McShifty then did some 
pickpocketing and stole a flask from the 
monk, before offering it back as a gift to 
trick Adam into healing the group. Moving 
on, the group discovered a well at the side 
of the pathway. Marcellos created a rope 
link to McShifty, which Zan helped him 
support, and McShifty descended into 
the well, while Monty cast a Telepathy 
spell to track her movements and keep 
the lines of communication open. Down 
below, McShifty found a small tunnel, 
large enough for a Dwarf such as herself 
to move into. Inside the underground 
system she easily dispatched of a number 
of unsuspecting GREMLINS and found 
a magical Eye of Amber that allowed her 
to determine the truth from those she 
questioned.
   As night fell, Greta killed and cooked 
a WILD BOAR for the group’s dinner 
and located a stream to replenish their 
waterskins. As the party slept, Zan 
guarded but he soon drifted off to sleep as 
well. This allowed a lurking WEREBEAST 
to bite Greta on the neck. She yelled, 
startled, and the others woke. Zan fired 
an arrow at the beast as it leapt at him. 
The arrow missed as Zan resorted to his 
Sword of the Bat and the battle with the 
WEREBEAST was on! Marcellos charged 
in to assist Zan, attacking it from behind 
and helping slay the creature of the night. 
Meanwhile, Monty used some of his 
rare herbs to heal Greta from the deadly 
Lycanthropy disease, thus averting her 
transformation to Were-form! As morning 
broke, the party headed through a ravine 
and was ambushed by a group of WILD 
HILL MEN. Five arrows skewed Sir 
Marcellos as his magic rope carried him up 
the ravine. Greta used her deadly accuracy 
to repel some of the HILL MEN, as did 
Monty with an elemental boulder attack. 
Even McShifty was able to take one down 
with a well-placed Throwing Knife. Once 
Marcellos was atop the ravine, he cut down 
some of the assailants, and was then joined 
by Zan for another tag-team attack. Back 
in the gorge, Monty cast an elemental wall 
to repel another barrage of arrows while 
Greta retaliated with her own arrows, 
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including a flashy ‘two arrow’ volley, 
which was swiftly coined the ‘Vendetta 
from Greta’! McShifty finished off the HILL 
MEN by casting a magical Wall of Fire 
atop the ravine, scorching them to a cinder. 
Upon searching the bodies, Monty found 
a strange Silver Key, which he kept on his 
person.
   After more long hours trudging along 
the forest paths, McShifty stumbled upon 
a strange sight: a magnificent sword 
protruding from a rock. After some 
investigating, Monty cast his Reveal spell 
and determined that only an Elf and Dwarf 
together could pull the magical sword 
from the stone. So Greta and McShifty 
combined to draw the Sword of the Holy 
Knight, which ended up with Greta, who 
as an Elf could wield it without penalty. 
A powerful find indeed! Buoyed by their 
find, the Heroes turned north toward the 
HILL TROLLS that were amassing around 
Stonebridge. The sounds of the drums 
doubled in their beat, but the party was 
steadfast, concluding that it was no use 
going to Stonebridge’s aid without the 
fabled warhammer in hand! They checked 
out an abandoned hut along the way but 
avoided engaging the magical swirling 
mist that emerged from a tall vase therein. 
Shortly after they were set upon by vicious 
CAT FOLK, who leapt at them from the 
treetops. The feline predators inflicted a 


fair amount of damage before succumbing 
to the combined might of the Heroes! 
   It was soon after that they chanced 
upon a lone, fully armoured DWARF. The 
Dwarf’s name was Trumble from a nearby 
village called Mirewater, and he bitterly 
despised the Stonebridge dwarves. The 
Mirewater dwarves were jealous of their 
neighbours’ hold on the iron ore mines 
in the area, and welcomed the HILL 
TROLL threat. Trumble had ventured 
into Darkwood Forest to actually find his 
trained Golden Eagle, Brithdar, whom he 
had commanded to steal the warhammer. 
Trumble was a rare Dwarven Ranger, but 
hadn’t lost his fiery dwarven traits. He 
also wasn’t the sharpest tool in the shed. 
The party tricked him into believing that 
(a) he had been paid 50 gold pieces for 
information, when in fact he was paid only 
25 - which McShifty then stole back and 
reoffered! (b) They were after Gillibran’s 
warhammer to sell it! (c) McShifty was 
a Cleric of the Mirewater faith, and (d) 
Trumble should lead them to a mysterious 
building that he located in the area. 
Trumble also pledged he would protect 
McShifty, who he revered as a Dwarven 
Guardian Cleric, in the hope that she 


would return with him to Mirewater.
   Trumble lead them back through the 
forest to a small ivy- and moss-covered 
stone building. The door to this stronghold 
had a funny-shaped keyhole, into which 
Monty inserted the Silver Key he had 
found. The heavy stone chamber door 
slid open revealing a dark, cobwebbed 
sanctuary. Stone stairs descended within, 
deeper into the blackened, crypt-like 
chamber. Greta lit her torch as McShifty 
again led the way. Cautiously they entered 
a mist-filled room with walls constructed 
of skeletal bone. Centred in this eerie 
crypt was a large stone coffin, carved with 
faces of doom and despair, with some 
skeletal remains of a creature beside it. 
Montgomery Ashe used his world lore to 
reveal the skeleton to have once belonged 
to a Goblin. McShifty checked the walls for 
secret exits, but none were evident, so Zan 
and Marcellos were chosen to try and slide 
the heavy stone slab off the stone coffin. 
This they did – only to awaken the undead 
within!
   A DECAYER! The remains of a once-
powerful evil Cleric, semi-decomposed 
to reveal its skeletal state, launched into a 
frenzied attack! The stone lid of its coffin 
hurtled at McShifty and smashed into her 
Dwarven body. Before the Heroes could 
even react, a powerful chilling breeze 
swept through the tomb, causing damage 


to all that disturbed it. Moreover, Greta’s 
torchlight was extinguished and all within 
the underground tomb were cast into 
darkness. As the horrific DECAYER wailed 
and shrieked “Death To Intruders!”, Greta 
launched an arrow into the beast just 
before she was suddenly struck down with 
an overwhelming sense of Fear, causing 
her to involuntarily cower into the corner 
of the crypt. 
   Marcellos, Zan and Trumble stood 
beside the coffin and swung their weapons 
against the creature of death. Zan swung 
his Bat Sword, but to no avail as the 
DECAYER’S chilling claws slashed into 
his face and chest, causing a combination 
of cold and claw damage. Trumble yelped 
in fear as the DECAYER followed up this 
assault by thrusting its rotted talons into 
his throat and tossed his lifeless body 
against the skull-embedded wall. Marcellos 
yelled a battle cry and launched his attack; 
in one hand his Sword of Timakron buzzed 
furiously and struck the fiend, while in 
the other Marcellos’ shield absorbed a 
heavy clawed blow!  Nonetheless, the 
chilling touch of his undead assailant 
swept through the shield and also into 
Marcellos, inflicting bone-chilling damage. 


Monty was at the top of the staircase that 
led into the crypt. He realised he needed to 
relight Greta’s torch to break the darkness, 
and rushed down the stairs, successfully 
achieving his aim.
   The torchlight lit the tomb and also 
reignited the Heroes’ confidence. Monty 
held the torch aloft and, together with 
McShifty, they watched in awe at the sight 
of Marcellos’ spectacular and furious battle 
against the horrific DECAYER. Zan used 
his Orb of Energy to restore some lost 
health, and McShifty prepared her Wand 
of Firewall. In a magnificent conclusion, 
the Champions launched their assault 
simultaneously. Monty hurled a cannon 
ball of rock, McShifty shot a blast of fire 
and Marcellos’ blade cut through the 
DECAYER’S fetid body. In a brilliant flash 
it was over and all was quiet in the crypt 
again.
   It was then time to pilfer the coffin. Zan 
grabbed gold and gems, Monty a magical 
scroll and McShifty the Head of Gillibran’s 
Warhammer! The lost relic had been 
recovered.  Trumble’s body was laid to rest 
in the upper chamber and the party exited. 
McShifty held Gillibran’s hammer in awe 
and received a powerful premonition. 
King Gillibran was in danger. “Help Us”, 
he pleaded in the image, as warring HILL 
TROLLS pounded at his palace doors. 
Were the Heroes too late? With the sound 


of TROLL war drums echoing in the 
distance, the party threw caution to the 
wind, doubling the speed at which they 
travelled through the forest, in the hope of 
arriving at Stonebridge before nightfall.
   As they were about to move through 
the last darkened stretch of the Forest 
of Doom, McShifty noticed a huge 
nest in a clearing off the trail. As Greta 
guarded from a distance with her readied 
bow and a clear line of sight, Fingers 
approached the nest. The rogue noticed 
some valuables buried in the straw- and 
bracken-lined dwelling so she climbed 
inside to investigate. Suddenly, a huge 
WYVERN with brown and green scales, 
and massive wingspan cast the nest and 
clearing into shadow. Shifty ran for her 
Dwarven life, only to be engulfed by a 
liquid stream of molten fire, which spewed 
from above. Monty called the party to hold 
as he cast a Telepathy spell to talk to the 
intelligent Dragon-like being. “We mean 
no harm, WYVERN” he spoke in Dragon 
tongue directly into the creature’s mind. 
The WYVERN recoiled in astonishment, 
sparing the Dwarf’s life from a second 
stream of fire. After the hostilities were 
calmed, Monty and the Wyvern, named 
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A small group of Dwarven children 
cowered in the corner. Fingers comforted 
them then peered out the carpenter’s 
window, which overlooked the palace 
grounds. There she witnessed a scene that 
would forever be etched in her mind.
   Dwarven men, many wounded and 
battered, were joined by women, children 
and the elderly – all who had emerged 
from hiding places within the city. The 
HILL TROLLS became panicked as 
Dwarven pride and confidence returned. 
Dwarven fear turned to rage, weakness 
to strength, and they began to repel the 
TROLL invasion and overwhelm the larger 
TROLLS like a swarm of ants. And to spur 
them on, and remove any self doubt, King 
Gillibran wielded the magical Warhammer. 


Fingers’ eyes widened as the 


Warhammer magically hurtled across the 
battlefield and crashed into the skull of a 
Troll, rendering it senseless. Then, when a 
normal weapon would fall to the ground, 
the fabled Hammer ricocheted off the 
TROLL, seemingly with a mind and life of 
its own, into a second unsuspecting Troll, 
disabling it, and then incredibly into a 
third, smashing its kneecap and fracturing 
bone, before its flight magically returned 
it to the hand of its rightful bearer! Within 
minutes, with the Hammer bulleting 
around and into the marauding HILL 
TROLLS, the Battle of Stonebridge had 
ended.
   Stonebridge had been saved.
   The surviving Dwarven community 
amassed in the palace grounds, around 
their king. Then slowly the crowd 


parted, like a sea, as a single Dwarf 
strolled towards King Gillibran. Fingers 
McShifty. The crowd roared with approval. 
Celebrations were instantaneous. They 
would not have believed it unless they had 
seen it with their own eyes how Fingers 
McShifty – Angel of Throff, Dwarven icon 
- descended from the Celestial heavens 
on the wings of a Dragon, to deliver unto 
them the fabled Warhammer of Gillibran, 
and aid the Dwarves in the greatest fight of 
their lives!
   Fingers was soon rejoined by her 
comrades, who had made it to Stonebridge 
on foot. Humbly she explained to King 
Gillibran that she was not alone in her 
quest. That she was but one member of 
the legendary Six Pack, the Champions of 
Fang, the Heroes of Allansia. Together they 
had retrieved Gillibran’s stolen 


Warhammer and helped crush the 
combined might of the HILL TROLL clans. 
The king rewarded each of the Heroes with 
a cottage residence in Stonebridge, a royal 
amulet bearing the Gillibran Seal, a piece 
of treasure, and freedom of the city. The 
celebrations lasted late into the night and 
well beyond.
   Peace had been restored to the 
Stonebridge area... hopefully forever.


l


Forest of Doom Chronicle of Heroes
Eua, discussed their situations. Eua agreed 
to fly one of the party to Stonebridge in 
return for five of the Hero’s treasures. 
In addition, Monty needed to encase the 
Wyvern’s nest in a wall of impenetrable 
rock. The terms were agreed, the deal was 
done, and with a quick democratic vote, 
Fingers McShifty was chosen to carry 
the fabled Warhammer of Gillibran to 
Stonebridge on the wings of Eua. The hope 
of the Stonebridge Dwarves aptly rested in 
the hands of a Dwarf!
   Eua grasped the charred, but still very 
much alive, McShifty in its huge claws 
and with a flap of its wings it lofted them 
high above the Forest tree-tops. Within 
minutes, soaring above the Pagan Plains, 
Stonebridge was in sight. But the HILL 
TROLL invasion was well underway. The 
outskirts of the City lay in ruin - fields 
and crops trodden, huts crushed, and 
Dwarven body pieces strewn everywhere. 
The high wall of the city was intact, but 
the main gates had been breached and 
four HILL TROLL Guards patrolled with 
long spears. Eua set down outside the 
walled city, and let loose a high-pitched 
roar as its wings folded behind its back. 
McShifty clenched Gillibran’s Hammer as 
she surveyed Stonebridge, wherein a battle 
raged at the heart of the city, less than half 
a mile away. Having delivered her part of 
the bargain, and wanting no part in the 
battle, Eua departed as the HILL TROLLS 
awaited the tough Dwarf’s next move. She 
contemplated swimming into the city via 
the Red River using her Breathing magic, 
but settled on using her Levitation spells to 
hover above the din and move into the city. 
   Fingers McShifty hovered high above 
the roaming TROLLS, as they hurled their 
spears at her. The spears fell short and all 
the warmongering TROLLS could do was 
curse and argue amongst each other. Before 
long, Fingers was upon the Stonebridge 
Dwarves’ final stand in the centre of the 
city. King Gillibran stood on the steps of his 
palace, flanked by the last row of his trusty 
guards. HILL TROLLS roared and raged 
as they finished off pockets of Dwarven 
resistance using their axes and spears. A 
large TROLL contingent moved in on the 
weary king! But up in the sky, above the 
tall spiral of the palace, Fingers hovered. 
For a fleeting second, all the Dwarves and 
HILL TROLLS ceased their engagement 
and glanced to the heavens. They watched 
as Fingers released her grip on Gillibran’s 
hammer and it fell into the King’s hand – 
as if guided by some higher being. 
   King Gillibran was suddenly engulfed 
with a resurgent spiritual power, and he 
roared a loud, piercing battle-cry that itself 
turned the tide of battle in the Dwarves’ 
favour. Holding his ancestors’ fabled 
Hammer aloft he yelled “WE SHALL NOT 
YIELD!” as he led the fightback. With her 
Levitation powers fading, Fingers set down 
inside Stonebridge and made her way into 
the second floor of a carpenter’s workshop. 







f the news has not reached 
you yet, I have to start by 
saying that I am no longer ‘The 
Warlock’ after 5 great years at 


the helm. I stopped being the webmaster 
for fightingfantasy.com and ambassador 
back in June last year. It may feel like I 
disappeared without a trace but I had no 
choice, with little warning, and it was an 
unceremonious ending. I left with little 
explanation to the fans and I had no say 
- the website changed hands with a new 
look and feel very quickly. I am assured it 
wasn’t about me and I am still in contact, 
but wished I had a more of chance to tell 
the fans what was going on and what the 
future held. The future of the Fighting 
Fantasy website is now in the hands of 
Jonathan Green. I had gone underground 
since then and this is the first time I have 
really spoken out about my exit.
   My legacy is still in collecting and I will 
continue to provide my collector’s guide 
to preserve what I still cherish. My beard 
has grown longer and I have acquired a 


Fighting Fantasy 
tribute tattoo 
along the way 
with no regrets. 
I hope to release 
version 7 of my 
guide this year 
in time for the 
Fighting Fantasy 
Fest in September 
to celebrate 
its 35th 
anniversary, 
at which I 
am looking 
forward to 


catching up with everyone. It is a 
long time coming but strange under 
the circumstances. At least I can be a 
little more candid than before. I can 
assure you, though, that I am still 
the Fighting Fantasy Collector and so 
without further ado let’s get back to 
the archive.
   So, unless you have had your head 
buried in the sand you will not have 
missed the news that Ian Livingstone 
has written a new gamebook for the 
anniversary titled The Port of Peril, 


which is said to be set in Blacksand. I am 
not party to the detail as I once was, but 
it appears that this will feature familiar 
territory and characters. I have to admit 
that I am more excited about this one than 
the last as it will hopefully take me back 
to where it all began, as it will for many 
others. The even more interesting fact here 
is that Scholastic is the publisher. Expect 
to see it in school book clubs with a much 
higher profile than ever before, so who 
knows where this will take the brand. Can 
they repeat the playground craze of the 
eighties perhaps? I am just hoping that 
the choice of artist is in keeping with the 
originals, but the grapevine tells me to 
expect a cover that will appeal to a younger 
audience, which may just disappoint those 
who were there from the start. They could 
perhaps release one in homage to the 
originals for the true fans. Hopefully other 
new titles will follow. It will certainly keep 
me busy cataloguing it all.
   In no particular order of date or find, I 
need to tell you about what I have found 
and been told about since I last updated 
my guide. I am going to start with the sci-
fi-themed Stellar Adventures, which is the 
latest Advanced Fighting Fantasy adaption 
by Graham Bottley at Arion Games. It was 
funded by a Kickstarter campaign this 
time last year and is due out before the 
end of the year. He has since released all 
previous titles in pdf format available from 
DriveThruRPG. If you have £45 to spare 


you can also pick up a deluxe 
hardback version of the original 
Advanced system that includes 
Out of the Pit and Titan all in one. 
I also found in DriveThruRPG 
that you can also get a free 
Fighting Fantasy-themed e-zine 
called Forever Folio #3 published 
in July 2015. For the hardcore 
collectors among you Icon/
Wizard Books re-published a 
version of The Warlock of Firetop 
Mountain with a different 
coloured spine you might want 
to add to your collection. Those 
bothered enough to tell the 
difference, the spine is more of a 
white/light silver rather than a 
light silvery grey.


   A few random finds (sadly not all mine) 
are a hip flask with the Deathtrap Dungeon 
software logo engraved onto it and a 
small metal pin badge featuring the F.I.S.T. 
logo. For those who haven’t heard of 
Scriptarium, they are a French company 
that release Fighting Fantasy material under 
licence that you may never have heard 
of before. I happened to stumble across a 
35mm resin ‘Yaztromo’ miniature on their 
site, but you can also purchase a card game 
and other products based on the Advanced 
system. I’d like to mention here that I keep 
trying to secure a set of the smaller-sized 
Wizard releases, but I have twice ordered 
the 1-10 set yet each time the bigger size 
has arrived, so beware of descriptions as 
many of you have been on the receiving 
end of wrong descriptions – always ask. 
A few magazines have been added to the 
list, notably 
ImagineFX 
#142 and 
Comic 
Heroes from 
Christmas 
2016. I 
have even 
managed 
to secure a 
copy of the 
new Derek 
the Troll 
comic book 
by Lew 
Stringer, 
who first 
introduced 
the character 
into the 
well-loved 
but short-
lived 
Warlock 
magazine 
back in 
the mid-
eighties. 
   You 
may have 
spotted that 
a legitimate 
Facebook 
page worth 
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by JAMIE FRY


The well-known collector of Fighting 
Fantasy materials, relates his comings 
and goings as the series makes a 
comeback...
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Fighting Fantasy collector Column
a look at called ‘Somewhere South of Fang’ 
is selling T-shirts featuring the artwork 
of Russ Nicholson and Malcolm Barter. 
Also, I would like to thank Mark Lain for 
his input into contributing more accurate 
content for the software entries that will 
appear in the next version of my guide. 
On that note, I understand that Tin Man 
Games are pulling out of the unprofitable 
app market they are known for in favour 
of developing the PC platform, on which 
the new look and feel The Warlock of Firetop 
Mountain was built, with the intention 
of releasing more titles. Whereas we 
can look forward to the latest licence, 
Fighting Fantasy Legends a new on-line 
concept from Nomad Games that will 
involve collecting cards and powering 
up dice to progress through the game. It 
will be set in the familiar surroundings 
of Allansia and initially cover the classics 
The Warlock of Firetop Mountain, The Citadel 
of Chaos and City of 
Thieves.  Inkle also 
launched Sorcery! 
4 – The Crown of 
Kings last year. They 
are also launching a 
“New Game Plus” 
adventure system 
that has a new 
Merciless mode (at 
the request of fans) 
in which you cannot 
rewind. At the launch 
party for Sorcery! 4 in 
London a collectable 
brochure/drinks 
menu was given 
out that featured some of the spell titles 
as cocktail drinks (priced at £7.50), which 
included a steam code for the game. I 
was not there but my favourite is HOT 
– Morgan Dark, Morgan Spice, Kraken, 
White Rum, Ginger Beer, Rumbellion 
(me neither), Over Proof Rum and 
Pineapple Juice set alight and sparked with 
cinnamon!
   Now let’s talk about the City of Thieves 
hardback collectable fiasco on Indiegogo. 
They didn’t listen did they (The Games 
Collector), and whoever it was they 
sent out to give the message and market 
it made a right pig’s ear of it and I am 
surprised to learn that Ian sanctioned it. 
He remained silent and the project was 
pulled, despite wheeling out someone 
from the company to defend the position, 
but even they conceded in a public 
message how wrong they had got it. Don’t 
get me wrong, I was excited, but I was 
shocked when I saw the price (about £150 
if I remember as the site no longer contains 
the pledges for the fully interactive 3D 
version with all the bells and whistles). 
They tried to pull it back by offering up 
a non-3D version for £45, but that didn’t 
take off either as by this time most of the 
fans who they should have relied on had 


walked away. Had they have consulted 
well-known collectors it might have been a 
different outcome. It is not known what the 
future holds for this project. 
   I understand that the Pure Evil 
miniatures have not taken off and the 
planned Fighting Fantasy Quest Dungeon 
Crawl card game was also cancelled amidst 
some controversy. You might be surprised 
to learn that finally after two years The 
Trolltooth Wars graphic novel from the 
Kickstarter campaign has now gone to the 
printers at the time of writing this article. 
We did, however, see four colouring books 
released by Snowbooks. The Warlock of 
Firetop Mountain, The Forest of Doom, City 
of Thieves and Deathtrap Dungeon were 
released in softback at £9.99 each and a 
staggering £25 each for hardback versions. 
I had print quality issues in my versions 
that they are aware of, so beware. 
   2017 is a busy year for Fighting Fantasy 


and an expensive 
one if, like me, you 
strive to get a copy of 
everything released. 
The thing is, the timing 
is not great when all at 
once you had the Fest 
tickets to buy, You Are 
The Hero: Part 2 to fund 
and the ton of Freeway 
Fighter comic cover 
variations to purchase, 
so in a way I was glad 
City of Thieves didn’t 
happen. We then will 
have the new books 
to contend with and 


anything else they have 
up their sleeves. You Are The Hero: Part 2, 
written by Jonathan Green, was funded 
through Kickstarter and promises to be 
as good as the first and 
hopefully released in 
hardback format. In Jon’s 
wisdom he also chose to 
launch the ticket sales 
for the Fighting Fantasy 
Fest 2 on 2nd September 
2017 through Eventbrite 
at the very same time. 
Those going can expect 
a collectable programme 
(not sure about a ticket) 
and an autograph book, 
so we should expect 
some special guests. You 
can also purchase as an 
extra the Adventurer’s 
Backpack, which will 
contain a lanyard and 
t-shirt with possibly as yet 
undisclosed extras. It will 
be great to meet everyone 
again and see some new 
faces. Ian will no doubt 
be selling and signing his new book at the 
Fest and the Freeway Fighter (Titan Comics) 
cover variants. 
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   The Freeway Fighter comic will be a run 
of four issues, each having a different 
number of cover variations, the first being 
released from 20th May 2017. I know some 
of you will collect the lot like me (at £2.65-
ish each), but I understand it if you just 
buy one just to read it. But how could you 
resist the Fan Appreciation version with an 
adventure sheet to the front and a classic 
green back!
   At various launch events, postcards, 
flyers and posters etc have been given 
out, so when and if I get hold of them 
I can confirm in more detail what was 
issued. A t-shirt has been spotted online, 
but is not yet verified if available for sale. 
You may also want to pick up a copy of 
the Judge Dredd magazine (16 May 2017) 
as it contains a nice four-page spread 
and interview about the comic. The May 
edition of Previews also contains a two-
spread advertising them and no doubt 
countless other articles and features will 
appear over the year that I will track and 
report back on.
   As you can imagine, I/we will need 
more money and space to cope with the 
goodies that will come out of 2017 and 
goodness knows what they have planned 
for 2018. In the meantime, whilst I wait for 
all the stuff I have bought to arrive I am in 
the middle of updating my guide and the 
website again. I inadvertently overwrote 
my old site (same url) with Wordpress 
thinking I was clever, so now I have a 
rubbish front end with no content because 
I cannot decide on the theme. You can still 
find archived pages of the old site around 
the internet, so don’t give up on me just 
yet whilst I get my head around the layout. 
I plan to construct the site on the basis 
of the guide so that it has an image for 
every entry for reference. This way I can 


add more detail and 
additional content, 
plus I intend to run 
a blog that will track 
my finds and other 
related updates. 
Any wisdom from 
Wordpress gurus will 
be much appreciated. 
Those of you that 
have tried to reach 
me through the 
official site or other 
means will have 
noticed I may not 
have replied or 
someone else did, 
so to ensure you 
can reach me to ask 
questions please 
e-mail lordfarcroft@
gmail.com for all 
your enquiries. The 


current checklist and 
price guide can still be viewed online, or if 
you want a pdf version send me an e-mail.


 l







by DAN SATHERLEY


adapted from Fightingdantasy.blogspot.com


in any of the Fighting Fantasy gamebooks, 
running out of fuel surely takes the cake. 
I was winning every fight easy, surely I 
could’ve hijacked something, someone? 


Where’s 
a Robot 
Commando-
style 
dinosaur-
fighting robot 
when you 
need one?


l
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hirteen books in, the team 
behind the Fighting Fantasy 
series were obviously not afraid 
of messing with the formula - by 


this point, the ‘norm’ was less common 
than variation, it would seem.
   Freeway Fighter falls into the latter camp, 
being set not only on Earth (references 
are made in the introduction to society 
narrowly avoiding World War III and it 
being the year 2022 - woah, that’s only 
a few years away!) but also in the near 
future. A virus has wiped out 85 percent 
of humanity, which has since divided into 
two camps: those who formed walled 
communities, and those who live on the 
outside as bounty hunters.
   It’s the kind of world, the book says, 
where you’d kill someone for a can of 
beans. I came pretty close to this a few 
times in my student days, so know the 
feeling.
   The Mad Max-isms are pretty blatant. 
You’re heading from one civilized outpost 
to another in an attempt to exchange the 
excess grain your town has for 10,000 
litres of petrol. Your car’s loaded up with 
awesome weapons like spikes and rockets, 
though the cover art is perhaps a little 
misleading - 


on the inside, it’s rendered more like a 
DeLorean than a ‘50s Dodge.
   I rolled some good personal stats and 
some bad car stats, so decided I’d try 
and fight my way through. Helping my 
decision were the higher bonuses given 
to stamina and the extremely forgiving, 
different fighting rules; I could tell this 
book would be a series of fights from the 
moment I was asked to roll two dice and 
add 24 to the result, instead of 12.
   So I head off, ignoring anything along 
the way (at least that was my plan - just get 
right to the other town), but was distracted 
by a hot girl at a servo. Livingstone knows 
his target market, ha! It was a trap, but 
the heavies were so lame I killed them no 
problems. Oddly enough, the garage had 
no fuel, which would prove decisive later 
on...
   Actually it wasn’t too much later on. 
After being told time and time again that 
I enjoy the speed of a motorway clear 
of 85 percent of its traffic (definitely not 
Auckland, New Zealand in 2022 then), 
and getting into random shootouts where 
it took hit after hit to kill anyone (guns in 
the future really suck), I eventually ran out 
of fuel, ending my game. WTF?! Really? 
Apparently the Dodge/DeLorean gets 
pretty bad mileage.
   So, of all the least-expected endings 


STATS COUNTER
gamebooks attempted       16
gamebooks won       4
deaths by lack of fuel      1


Dan works his way through the Fighting Fantasy 
series, book by book, and records his efforts as he 
goes. We don’t fancy his chances...
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#1
A BRONZE-COLOURED KEY NUMBERED 99


My, but Titan contains a lot of items that 
have numbers inscribed on them for no 
good reason. Well, no good in-story reason. 
From a gameplay perspective, they’re 
obviously there to cut down on cheating 
(even if their actual effect was often just to 
get the reader flicking through the book 
in search of the paragraph in which the 
number was given, rather than admitting 
that they didn’t have the required item).
   Stochastic engravings aren’t the only way 
Fighting Fantasy authors have endeavoured 
to hide section numbers, of course. Over 
the course of the series, writers came 
up with a variety of ingenious (or not) 
methods, including lock combinations, 
times, dates, addresses, coordinates, the 
middles of people’s names, and even 
just stating ‘when such-and-such a thing 
happens, turn to this section’. But sticking a 
number on an artefact is the first way that 
Fighting Fantasy did it, and one of the most 
frequently used approaches.
   One thing that surprised me once I 
started thinking about the topic was the 
realisation that hiding section numbers is 
actually more of a (British) Steve Jackson 
thing than an Ian Livingstone one. Every 
single Fighting Fantasy gamebook by Steve 
has at least one section that can only be 
reached by using a number or formula 
acquired at an earlier stage, while there’s 
nothing like that in the first five of the 
books that Ian wrote unaccompanied.
   Ian has more of a reputation for hiding 
section numbers, though; probably because 
he went so spectacularly overboard with 
the technique from Crypt of the Sorcerer 
onwards, wantonly sticking numbers onto 
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A History of Fighting Fantasy 
in (Less Than) 100 Objects
The page charged to destroy any Evil force with a speed and 
viciousness undreamt of by any mortal.


by ED JOLLEY


anything from keys to rings to medallions 
to boulders to teeth to zombies... Seriously, 
what was Razaak thinking when he 
decided to have the same number tattooed 
on every single zombie in his employ? 
Is zombie-rustling a big enough deal 
among Allansian villains that he felt the 
need to mark all his zombies for ease 
of recognition? Is there some Infernal 
Bureaucracy which dictates that all undead 
hordes above a certain size must be 
labelled? You know, there’s a lot in Crypt 
that you probably shouldn’t think too hard 
about unless you’re wearing a Crystal of 
Sanity.
   There is the odd occasion on which 
a reason is given for an item having a 
number on it, though these situations tend 
to have problems of their own. The number 
on Lady Attana’s key in Spellbreaker is the 
year in which she married, as the item 
it opens was a wedding gift from her 
husband – which just leaves me wondering 
why he didn’t get the whole wedding date 
engraved on it. Or, if there simply wasn’t 
room for that many digits, why he went for 
the year rather than the day and month. 
   More notoriously, there’s Ian 
Livingstone’s attempt at being subtle in 
Armies of Death by making the numbers 
on a couple of items price tags. Ian may 
have imagined that his readers, upon 
first reaching the point where the book 
reveals it to be necessary to have noted 
down how much the object cost, would 
say something like, ‘So that’s why the price 
tag was mentioned. Neat!’, but the more 
common reaction was a stream of invective 
that would never get past the editors 


at Puffin, followed by resentful leafing 
through the book in search of the price 
list because having acquired the bleeping 
item should be all that matters, right? A 
serious authorial miscalculation there, 
which overshadows the book’s other, more 
successful subversion of the gimmick: 
having a numbered key that leads not to 
a helpful or essential item but to a rather 
nasty trap.
   Some authors tended to favour a less 
infuriating variation on the price tag 
trick, not having the numbers physically 
marked on the items, but making them an 
element of the description: a book with so 
many pages, a ring with a specific number 
of gems set into it, and so on. Neither as 
blatant as an inscription nor as easy to miss 
as a price, but still a technique with its 
problems, especially as the books started 
getting more complex. Equipment Lists 
started to become more like catalogue 
listings from auction houses in order to 
keep track of every last detail that could 
be a pointer to a hidden section number. If 
the original Fighting Fantasy range hadn’t 
ended when it did, we’d probably have 
wound up having to note down the likes 
of ‘14-carat gold ring with a diameter of 
25mm, inset with 32 opals and a 7-faceted 
ruby’.
   Have we learned anything worthwhile 
from these ramblings and reflections? 
Probably not. So I shall conclude by getting 
even more trivial. As many Fighting Fantasy 
fans are aware, section 192 of The Warlock 
of Firetop Mountain cannot be reached with 
any combination of the numbered keys 
found in the book, and was only included 


in order to round off the 
number of sections to 400. But 
you can get a total of 192 if you 
take the key from the box with 
the snake, and the one from the 
Boat House, and then add the 
dining room key from House 
of Hell. Could Steve Jackson 
have deliberately chosen that 
number in House as an obscure 
in-joke? Probably not, but it’s 
a lot more likely than some of 
the claims that have been made 
regarding that book…
To sum up: You can always 
count on some Fighting 
Fantasy authors to complicate 
things.
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FROM THE ARCHIVES:
IAN LIVINGSTONE’S PAGE OF IDEAS #1


THE HAMMER OF EASY PACKING
 THE FOREST OF DOOM
CITY PLANNING GUIDE FOR DUMMIES
 CITY OF THIEVES
NOT QUITE A SPECTATOR SPORT
 DEATHTRAP DUNGEON
YOURE GONNA NEED A BIGGER BOAT
 ISLAND OF THE LIZARD KING
THE EXPLANATION OF FIRETOP MOUNTAIN
 CAVERNS Of THE SNOW WITCH
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Morris Dancing
We talk Fighting 
Fantasy and 
gamebooks with writer 
Dave Morris.


At Home with a Lich
More from “The Fact 
of Fiction” as it looks 
at The Keep of the Lich-
Lord.







AVAILABLE IN PRINT AND DIGITALLY
TITAN-COMICS.COM


Freeway Fighter © Ian Livingstone, 1985, 2017. Fighting Fantasy © Steve Jackson and Ian Livingstone, 1982, 2017. Fighting FantasyTM mark and logo are 
a trademark of Steve Jackson and Ian Livingstone, used with permission.The adaptation “Ian Livingstone’s Freeway Fighter” © Stracci Solutions inc 2017.


TITAN TITAN TITAN


TITAN TITAN TITAN


THE FIRST-EVER COMIC BASED ON THE 
MULTI-MILLION SELLING SERIES OF GAME BOOKS!


ART BY 


SIMON COLEBY
( JUDGE DREDD )


STORY BY 


ANDI EWINGTON 
(EXMORTIS )


COLOR BY 


LEN O’GRADY
(2 000 AD )


on sale 


may!


#1


FreeWayFighter_1_A4.indd   1 10/04/2017   11:50







__MACOSX/._FF16.pdf

