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How to be a hero

This book is not like others you may have read. You are the hero of this adventure. It is up to you to make decisions that will affect how the adventure unfolds.

Each section of this book is numbered. At the end of most sections, you will have to make a choice. The choice you make will take you to a different section of the book.

Some of your choices will help you to complete the quest successfully. But choose carefully, some of your decisions could be fatal!

If you fail, then start the adventure again and learn from your mistake.

If you choose correctly you will succeed in your quest.

 

Don’t be a zero, be a hero!



The quest so far…

 

You are a member of a Special Forces naval unit. You are an expert diver and can pilot submarines of all types. You are a specialist in underwater combat and have taken part in many dangerous missions. Your bravery and skill have won you many medals.

You have been recruited by Admiral Crabbe, leader of ORCA – The Ocean Research Central Agency. Your mission is to defeat the Atlanteans, a race of amphibians who are determined to destroy humankind.

To help you in your quest you have been given command of the Barracuda, the most advanced submarine in the world. The Mer, another amphibian race, created this amazing machine. The Mer are sworn enemies of the Atlanteans and have an alliance with humankind.
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ORCA

ULTRA SECRET BRIEFING DOCUMENT

 

THE ATLANTEANS:

A race of amphibians, who once lived in the legendary city of Atlantis. Masters of sea-based technology.

 

HOME:

New Atlantis, a realm under the sea floor.

 

TRITON: King of the Atlanteans

OBJECTIVE: To destroy humankind and take over the Earth.

 

HISTORY:

Hundreds of years ago, the Atlanteans declared war on humans. With the Mer’s help they were defeated. Entrance to Atlantis is guarded by the Mer.

 

BACKGROUND INFORMATION:

The Atlanteans have broken out from New Atlantis. They have declared war on humans and the Mer.




With the help of Shen, a female Mer, you have already defeated three Atlantean commanders, Hydros, Hadal and Tempest. You have also captured a pressure shield generator, which allows the Barracuda to operate at unlimited depths, and a defensive shield, which increases your vessel’s ability to survive attack.

In your latest battle you managed to salvage a cloaking device. With the help of Shen’s father, Admiral Merrow, you have fitted this device to the Barracuda. It has made the super sub practically invisible.

However, during the battle of Mer City, Shen was captured and taken to New Atlantis. You have promised to rescue her, and to help the Mer have given you their most powerful weapon – a deadly seaquake device.

You must reach New Atlantis through the hole in the seabed where the Atlanteans have broken out. Once in the city, you must rescue Shen and escape before sealing the hole. Only then will humankind be safe from the Atlanteans.

The future of the Earth is in your hands… Go to 1.



1

You have been searching for a way into New Atlantis for some time. You know that unless you manage to locate the hole in the seabed, Shen will be lost forever.

Suddenly the Barracuda’s computer voice breaks the silence. “Atlantean vessel two kilometres ahead.”

A 3-D image fills the screen. It is a Starfish cruiser, a powerful sub, armed with many explosive spines. You know that the Barracuda’s new cloaking device means that the enemy will not be able to see you.

If you wish to attack the cruiser, go to 16.
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TOP SECRET: ORCA Barracuda

(1) Stunfish launcher —
self-propelled weapons resembling
sunfish that produce a low-frequency
sonic wave to knock out enemy
defences.

(2) Grew cockpit -
where the Barracuda
pilots sit.

(3) Countermeasures —
ultra-fast mini-rockets that
target and destroy enemy
torpedoes.

(4) Water cannon -
fires a super-heated water
jet at close range, which
is hot enough to cut
through metal.

(5) Torpedo tubes —
launch supercavitation
torpedoes with
explosive warheads.

(6) Sub-aqua
bike bays -

pods for launching
the sub-aqua bikes.

() Propulsion system —
powers the sub through the water.
Also capable of a short ‘jet boost’.






