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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 the last of the great warrior wizards, living in a world of magic and monsters. Your skill as a wizard is only matched by your skills in sword fighting. You are known as being both wise and brave.

Many different types of creature live in your world. Goblins, trolls and dwarfs live side by side with men and women. You have spent your life fighting against the forces of darkness and always won… so far.
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It is the time of Midwinter and you are at home, eating a hearty supper and reading an old book of spells in front of a roaring fire. As you read of ancient spells to defeat demons there is a loud and desperate knocking at the door. You know at once that someone needs your help…



Now go to section 1.


1

“Door open,” you say. The door springs open at your command. A flurry of snow whips into the room. A young man stands in the doorway.
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“If you are a friend, then enter,” you say. The man staggers in. “My name is Muto. I am a friend and I hope that you will be our friend. There is a great evil rising in the lands of the North. Only you can help us…”



If you wish to make sure that Muto is who he says he is, go to 24.

If you wish to listen to Muto’s story, go to 38.


2

“So where are the ropes that bound you?” you say. You quickly hold out your staff. “Show your true self!”
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Green flame shoots from your staff and the beautiful woman disappears! In her place stands the true creature – a six-headed hag! It spits venom at you. You dodge the poison and it hits a rock, which starts to dissolve!



To use your sword against the hag, go to 10.

If you wish to use magic, go to 35.


3

“I will pay you nothing,” you say.

“We’ll see about that,” growls the larger of the Grobllins. The creatures step forward, weapons raised. Although they are fierce creatures, they are stupid to challenge you. With a sigh, you point your staff at them.



If you wish to kill the Grobllins, go to 47.

If you want to let them live, go to 36.


4

You decide that you will have to attack the Count. Luckily, you have the element of surprise. With lightning speed you draw your sword, leap onto the top table and plunge the blade into Count Doom’s chest.
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