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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 adventure 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 adventure.




Don’t be a zero, be a hero!




You are a warrior living on the island of Britannia – today called Great Britain.


It is almost 37 years since the Romans invaded Britannia. Their forces have conquered most of the country.
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You are part of a tribe locked in a bitter struggle with the Romans. You have already proved your bravery by leading many daring raids against the armies of Rome, burning their camps and driving them back from your lands.


But now, a powerful Roman army has arrived and it is about to attack your stronghold. If they win, Britain will become a Roman province. Any Britons who survive the battle will be captured and sold as slaves.


You are sharpening your sword in readiness for the battle when you are called to a meeting with the chief of your tribe.




Now go to section 1.




1


The chief is waiting for you in the great hall.


“The Roman army is nearby,” he says, “but we don’t know where. The scouts I sent out to spy on the enemy have not returned. If I cannot find the Roman army, I cannot prepare my defences.
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“You have proved your bravery many times. I need you to go and find the Romans. I want you to bring me news of where they are, and the size of their army.”


If you agree to spy on the Romans, go to 13.


If you don’t wish to, go to 35.






2


You shake hands. Lupus smiles and walks away.


Verus comes over to talk to you. “Be careful,” he tells you. “I don’t trust Lupus.”


“Why not?” you ask.


“Festus pays him to keep an eye on everything that happens here. And he’s friendly with Crixus. I’m giving you this advice as a friend. Stay clear of him.”


As you leave the training ground, Lupus offers you a drink.


If you accept the drink, go to 9.


If you refuse the drink, go to 49.




3


You know that if you are bought by a gladiator trainer, you will find it very difficult to escape. “Oh, no, master,” you say in a trembling voice, “I’m no warrior. I’m very weak.”


“I thought so. He’s no use to me,” Festus tells the slave-trader. “Send him to the lead mines.”


Your heart sinks. The other slaves have told you all about the mines. No one leaves there alive.


The slave-trader takes off your chains.


If you decide to attack him, go to 48.


If you decide not to resist, go to 10.




4


“Don’t tell me what to do,” you say.


Verus gives you a hard look. Without warning, he knocks you to the ground. As you roll in the sand, Verus put his foot on your chest and holds his wooden sword to your throat.
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