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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 from the land of Scanda. Lord Danu is the ruler of your people.

You are a monster slayer. You have fought wolves and wild boars, the walrus and the killer whale, brown bears of the forests and white bears of the snow-lands. You have battled against ogres and giants. But you have never yet tested your strength against the creature that all your people fear – a dragon.
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Your latest mission was to slay a giant. You are sailing home in your longship bearing its head as a trophy for your Lord. Though both you and your men are weary, you are pleased with your success.



Now turn to section 1.


1

As your ship sails between your land and the kingdom of Halund, you see a glow in the sky.

The night is misty. Rain lashes the deck. The ship is pitching and rolling in a stormy sea and you can see little of the land.
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The ship’s master joins you. “King Olaf’s great Golden Hall lies in that direction. Perhaps his people have lit a beacon, calling for help. Shall we change course?”



If you wish to investigate the source of the glow, go to 39.

If you decide to ignore it and go on your way, turn to 44.


2

You prowl around the hall. Your men are all asleep by now. They stir fitfully as the noise made by your armour disturbs them.

You stop moving, and wait. But the heavy armour continues to weigh you down, and your eyelids droop as tiredness steals over you. Soon, you are asleep.



Go to 7.


3

“Thank you,” you say, “you are loyal friends. As you offer your help freely, I gladly accept it. I shall have need of friends tonight.”

Night falls. Hours pass, but the dragon does not appear. Your eyelids grow heavy. Your men are already asleep. You wonder whether you should sleep also, to conserve your strength for the battle that lies ahead.



If you want to go to sleep, go to 7.

If you decide to remain awake, go to 16.


4

As you prepare to leave in search of the wounded dragon, an old man, one of King Olaf’s attendants, stops you.

“Sir,” he says, “I was a warrior once, and a notable beast slayer in my own time. I can give you good advice on fighting a dragon.”

You laugh. “I have already fought a dragon without your advice.”
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The old man’s eyes glitter. “Beware of pride that scorns wise counsel. Will you listen?”



If you choose to listen to what the old warrior has to say, go to 42.
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