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iHorror

There is a dark, unseen world around us, of supernatural horrors beyond our imagination. Sometimes the worlds of humans and horrors collide, threatening our very existence.



In iHorror, you make decisions that will affect how the story 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 wisely. Make the wrong choice and you could wind up dead!



Dare you enter the world of iHorror? Fight your fear. Choose your fate…



Who is the Hunter?

You are the Hunter, protecting the world of humans from supernatural horrors in all their forms. Vampires, werewolves, demons, zombies – you have fought all these creatures and more, and you’ve always beaten them… so far.

Over more years than you can remember you have become an expert in martial arts, including Jujitsu, Wing Chun and Taekwondo. You have amassed a store of weapons for every occasion: from an ancient silver sword, passed down through generations of werewolf hunters; to powerful chemical stink bombs, which upset a werewolf’s sense of smell, and lethal flame-throwing guns. Whatever it takes to defeat the creatures of the dark, you will use.



Prepare to face your latest test in Werewolf Hunter.


And so it begins…

You have been contacted by Marty Boyd, director of Timber International, a logging firm based in Ontario, Canada. One of his logging crews – twelve lumberjacks – went missing in the depths of the Canadian forests a couple of days ago. It was what happened to them that aroused your interest.

During an online conference with Marty, you find out that all contact was lost with the crew for two days. A search party was sent out to find them. It found the mutilated body of one of the lumberjacks, lying in thick snow near the logging camp. There was no sign of the others. Around the dead body were a mixture of human footprints and wolf paw prints.

This didn’t really surprise you, as you know wolves could have fed on the body after it was killed by something else. What did surprise you was that Marty said there were no wolf prints going towards the body – only leading away from it. And they weren’t normal prints; they were supernaturally large. Marty even emailed you a photo of them.

After studying the outlines in the snow – coloured red by the dead lumberjack’s blood – you knew Marty was right to contact you. He has a serious werewolf problem! You explained this to him, and he hired you on the spot – whatever it takes, whatever the price.
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You promised to get over to Canada straight away – and that’s where you’re heading now in your private jet. Your weapons and equipment are packed, but after looking at the size of the footprints again, you know it’s going to take more than that this time. This mission could test your courage and fighting skills to the limit.

You fly off through the night towards your destiny with the creatures of the dark.



• Go to 1.


1

It is mid-afternoon by the time you land at a small airfield a few miles from the logging camp. A team of security men from Timber International meets you. Their leader, Chuck Bradfield, says that they will accompany you to the camp, which lies in the mountains to the north.

“Thanks,” you reply, “but this is my mission. I don’t want to be responsible for you becoming wolf meat.”

Bradfield nods. “Rather you than me. I wouldn’t want to end up like the guy we found at the camp. He was pretty chewed up by the time we found him.”

A thought strikes you. “Where is the body now?”

“We brought it back here and put it in the equipment storeroom. We’re waiting for a forensic pathologist to come and examine it.”

You look surprised. “You brought it here?”

“We couldn’t leave it out in the open. Who knows what kind of wild creatures would see it as dinner?”

“Or it might just see them as dinner,” you murmur.

Bradfield looks puzzled. “What do you mean?”

“We’re dealing with the supernatural, here – beyond natural. The laws of nature are there to be broken. The dinner can become the diner.”



• To take a look at the body, go to 29.

• To set off to the logging camp, go to 75.


2

You reach into your bag and pull out your grenades. One after another you prime them and throw them into the pack of werewolves.

The first one explodes, sending a shower of deadly silver shards ripping into the flesh of the werewolves. More grenades detonate, filling the air with howls of pain and anger. Several werewolves drop to the ground, mortally wounded. Others panic wildly – your sudden attack has caught the creatures by surprise. Explosions light up the night as you toss more grenades amongst them.
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Some of the werewolves bound towards you, but you calmly point your automatic gun at them and take them down with a stream of deadly silver bullets. They drop to the ground and begin their transformation back into human form.

Within a couple of minutes, you have laid waste to the beasts of the night. Only one of the creatures remains standing. You realise that it is Lykon. Blood seeps from a wound in his body, but the werewolf still remains proud and defiant. He stands staring at you with hatred in his eyes.

Despite the fact he is still in wolf form, he speaks to you. “Hunter,” he snarls. “I underestimated you. You may have destroyed some of my wolfkind, but there are many more, waiting for my call. And I will speak to them. And you cannot stop me…”



• If you wish to use a grenade to kill Lykon, go to 92.

• If you wish to shoot Lykon, go to 37.


3

You veer off the track and into the forest. However, you quickly realise that you have made a very bad choice. The snow is thick and the trees grow closely together – driving the snowmobile and sled at speed is almost impossible. To add to your problems, the snowmobile’s lights hardly penetrate into the blackness of the forest night.

You slow down and somehow manage to steer the vehicle between the trees, but you sense that your enemies are not far behind. Your heart races as you hear a great howl come from behind you. You are being hunted down!



• If you wish to carry on driving in the forest, go to 36.

• If you want to try to get back onto the track, go to 78.

• If you decide to get ready to fight your foes, go to 32.

• If you wish to abandon the snowmobile and use your skis, go to 57.


4

You stand by the door until the waitress returns. You ask for a table and she shows you to one near the kitchen entrance, before handing you a menu. She wanders away as you scan it – it is not one for a vegetarian! Smells of grilled meat waft through the restaurant reminding you of your recent fight in the forest.

The waitress comes back to take your order. You look up at her. “Actually, I’m really a kitchen inspector with the city’s Health Department,” you tell her. “I need to see that your kitchen conforms to standard.”

She looks puzzled and emits a low growl. You see the hairs on her arms stand up. “Wait a minute, I’ll see what the chef says.” She heads back into the kitchen.



• If you want to follow her, go to 35.

• If you want to wait for her to return, go to 66.


5

You head towards one of the main wooden buildings. The snow is still falling and the cloud covers the sky, blocking out the moonlight.

Your senses are on red alert as you move across the compound towards one of the larger wooden buildings. You move carefully and quickly to the building and try the door. It opens. It is dark in the room, so you readjust your night-vision goggles and peer inside before entering. It is a scene of devastation; chairs and tables lie around, smashed into pieces. You see several large stains on the floor. You bend down to inspect them – it is instantly apparent that these are fresh bloodstains.

As you are kneeling over the stain, the door slams shut. You spin around, gun pointed and listen carefully. Is there something in the room? Your heart beats quickly as you stand up, peering into the darkness.



• If you wish to move towards the door, go to 44.

• If you want to stay still and see if anything moves, go to 94.


6

Sometime later you awaken. You stare at your body. It is covered in fur!

You sniff the air and lick your lips. Your long tongue lolls out and slavers across your enormous pointed jaws – you have the taste for blood!

You throw back your head and howl and howl in despair – you have become that which you wanted to kill – a werewolf!



• If you are brave enough to begin your adventure again, go to 1.


7

You radio air traffic control for permission to land. They direct you to La Guardia airport. You fly towards the airport as the console continues to beep – but you realise that you aren’t going to make it! You desperately look around for a place to land but as you do, the helicopter’s rotors stop turning.

You try to control the stalled helicopter, but it is hopeless – the helicopter plummets out of the sky, taking you with it to oblivion.



• If you wish to begin again, go to 1.


8

You see a pile of fallen tree trunks ahead of you. Legs pumping, you head towards them as quickly as you can – you know your life may well depend on getting to them and trying to take cover.

You sense movement in the trees – the dark shapes are keeping up with you and tracking your every move!

With a superhuman effort, you make it to the logs, snap off your skis and leap over the pile. You are breathing hard from the exertion and fear as you check your gun, ready for whatever is out there…



• Go to 55.


9

You kneel, take aim and fire. Flashes from the muzzle of your gun light up the night and the noise momentarily drowns out the roar of the Horseshoe Falls, which are just metres away.

The werewolf is cut down. With a howl it drops to the floor. You think your shots have finished the beast, but in the darkness it is difficult to be sure.



• If you wish to go to the werewolf to check that it is dead, go to 49.
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