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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!





It is the year 2150. You are a top Flight Commander in the Galaxy Defence Force (GDF). You have taken part in hundreds of dangerous missions for the GDF. You have also fought in many battles against hostile alien life forms, who wish to conquer Earth.

You and your Flight Squadron are based on the GDF base on the planet Mars. It is Earth’s forward defence against any alien attacks. If you fail to defeat the enemy forces, then Earth would be doomed.

You are asleep in your dorm pod, when you are awoken by an alarm. A computer voice screams out. “Code Alpha Alert! Code Alpha Alert!”

You snap awake. Code Alpha is the alert signal for an alien attack! You jump out of your bed, pull on your combat uniform and head to the base control centre.



Now go to section 1.



1

At the base control centre, General Drake, your commanding officer, is grim faced.

“We have a problem,” she says. “Intelligence satellites have picked up signs of an alien fleet heading towards Earth.”
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“Is it hostile?” you ask.

“We sent up drone interceptors, based on Neptune, but they have been attacked and destroyed. They were taken out with high energy lasers.”

“How far away is this fleet?” you say.

“Our computers calculate that it will be here within two hours,” replies General Drake. “We’re the last line of defence against this invasion! What do you think we should do?”



To contact the alien force, go to 8.

To attack the aliens straight away, go to 36.

To find out more about the aliens, go to 48.


2

You take out the BHG, but as you do more lasers spring out from the wall. A stream of energy bolts hits you and you fall to the floor.

The BHG spins out of your grasp.

“Too late, Earthling!” laughs the Nagga commander. Another bolt hits you before you can move, and your life fades away.



You came so far, but still failed. To begin again, go to 1.


OEBPS/images/cover.jpg





OEBPS/images/titlepage.jpg
JMI —

Alien
Raid

Steve Barlow and Steve Skidmore
Illustrated by Sonia Leang
%

&
A //

LONDON-SYDNEY





OEBPS/images/p7.jpg





