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    Marvel Multiverse Missions


    You Are (Not) Deadpool


    “I need your help.” Deadpool looks at you attentively.


    Uh-oh. “My help?”


    “OK, let me start from the beginning.” He pauses for a moment. “I’m Deadpool. You may have heard of me. I’m kind of a big deal. Fifth spot on the Ranker list of greatest super heroes last time I checked. Would you believe Spider-Man is on the top spot? It’s really depressing. What’s he got that I haven’t – apart from being sticky? Anyhow. It’s me. Surprise! I’m on a really important secret mission, given to me by Daredevil. Or was that part secret too? I’ve got a bad feeling that there is a lot more to it than I know, though. Isn’t there always? So I’m worried about everything going wrong. Did I mention that I used to be an Avenger?”


    The day is turning really strange, and it’s only going to get worse…
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    OH, HI THERE!


    This is an adventure gamebook. If you don’t know what that is, maybe flick on through the next few pages for a moment, then head back here…


    Yep, that’s right, lots of numbered entries. You start at entry 1, but must then decide which numbered entry to turn to next, according to what the text tells you. You do not just plough straight on to read the next page in order. Not because it’s secret, but because it’ll be hella confusing, and we don’t want that. There’s more than enough mayhem incoming as it is.


    In this adventure, you take on the role of Deadpool’s semi-willing assistant as he blunders through an action-packed mystery. In addition to helping him make decisions, you are going to need to keep track of some stuff as well as rolling some six-sided dice. So grab paper and pencil, or open up a text file, and track down a six-sider or two.


    You have three core statistics in this book: Merc, Mouth, and Focus, represented by numbers. Merc is physical stuff, Mouth is social stuff, and Focus is mental stuff. Easy. They will change a lot over the course of your travels and you’ll use them often, so keep a close eye on them. If a stat goes negative, then it makes your rolls and chances of success worse, and in certain circumstances it might even be game over, so try to stay healthy. As a reward for reading this introduction before diving in, ignore what it tells you at entry 35 – instead, start with each of these statistics at 3. It’s good to be you.


    There is also a whole range of secondary qualities you might pick up… {Chaos}, for example. Qualities are always in {capitals in curly brackets}. Secondary qualities start afresh each new time you play, so if the book tells you to take a Quality you haven’t encountered yet, that Quality starts with a score of 1. Keep track of them, because they can seriously change how events unfold. If there’s ever a reference to a bonus awarded by a Quality you don’t currently have, you don’t get that bonus – maybe try to find and acquire that Quality on your adventures.


    You’ll also find physical objects you can take with you, and they’re always marked in [Square Brackets] to show they’re special. They might provide bonuses or help with specific situations. Or not. You can have up to five objects at once. After that, to take something new, you must drop (cross off) something you already have. Some objects are used up when you employ them, so must be deleted at that point.


    During your adventures, you’re going to run into tests, fights, minigames, and puzzles. They’re all clearly labeled. Just follow the instructions at the time. Oh, and there are also some entries with no obvious link leading to them. The clues on how to find them are in the text, mostly. They’re worth your while to sniff out.


    You can get killed, at least fictionally. Terminal mistakes finish with The end. If that happens, your adventure is over. Chalk it up to experience and try again from the start. There are several quite different routes through the book, so you definitely won’t see everything in one play-through anyway.


    Lastly, as you progress you’ll be given achievements after certain groovy choices or results. There’s a full list at the end of the book. When you’re given an achievement, tick it off the list – these are good for multiple play-throughs. If you’re reading this in ebook format, you’ll have to keep notes somewhere else.


    There are also some super-achievements listed at the end of the book for finishing the adventure with certain objects or qualities in your possession.


    And that’s all there is to it. So what are you waiting for? Turn the page!
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    New York City is unusually pleasant this morning. There’s some sun, the humidity is low, and no random local has been rude to you for at least five minutes. You’re walking across Foley Square, heading for that great little bookstore in Tribeca. A whole week of leisure stretches out ahead of you, and there’s a spring in your step for what feels like the first time in months. Even the sight of a red-costumed lunatic lounging along the curving fountain wall like it was some sort of fancy French sofa can’t dent your spirits. New York, right?


    Then the lunatic points directly at you. “Hey, you!” His voice is peculiar, like someone with guns forced some Hollywood actress to gargle gravel. “Yeah, you! The one with the teeth!”


    Despite yourself, that startles you into… well, it’s not eye contact exactly, because he’s wearing a mask, but you do look into the white fabric in front of his eyes. He instantly rolls off the wall, springs to his feet, and bounds over to you like a puppy. A really big, horrifyingly well-armed puppy. He’s got two swords sticking up from behind his shoulders, a pistol holstered on each hip, a knife strapped to one boot, and something you really hope isn’t an exotic grenade poking out from one of his belt pouches.


    Before you even have a chance to start flinching, he’s there, right up in your face. “I do like teeth,” he says, as if sharing a secret with his best friend. “They’re wonderful, really useful. It’s seriously tough without them, and I should know. Agonizing when ripped out.”


    “Um,” you manage. Is he threatening you? “Are you threatening me?”


    He takes a half-step back. “What? No! I mean, I don’t think so. Would you like me to? I’m not judging.”


    “No!” you reply.


    He nods. “Thought so. But are you sure? I can be threatening if that’s what you need from me right now. No?” And now he’s standing right next to you, pointing at the fountain. “Fine. I like this park. I think it’s the way that they put a statue of a prison shiv in the middle of the fountain. It speaks to me, and wow, it hates pigeons.”


    “I don’t think–”


    “Don’t be so hard on yourself. I’m absolutely convinced you do! That’s why I need your help.” He looks at you expectantly.


    Uh-oh. “My help?”


    “OK, let me start from the beginning.” He pauses for a moment. “I’m Deadpool. You may have heard of me. I’m kind of a big deal. Fifth spot on the Ranker list of greatest super heroes last time I checked. Would you believe Spider-Man is on the top spot? It’s really depressing. What’s he got that I haven’t – apart from being sticky? Anyhow. It’s me. Surprise! I’m on a really important secret mission, given to me by Daredevil. Or was that part secret too? I’ve got a bad feeling that there is a lot more to it than I know, though. Isn’t there always? So I’m worried about everything going wrong. Did I mention that I used to be an Avenger?”


    Deadpool. Right. He’s not making much sense, but you’ve heard the name. Some sort of mutant mercenary, but on the good side. Usually.


    He pauses for a moment, expectantly. You nod, because that seems safest. “I knew you were smart. So I have to find these alien guns that are flooding the city, but I can’t risk being too predictably... me. Not when I don’t know what is going on behind the scenes. What if they expect me? So I’m going to do something completely unpredictable instead. That’s where you come in.”


    The day is turning really strange. “Look, um, Deadpool? I’m flattered, I think, but I’m–”


    “You’re Number Six. Charmed to meet you. We’re going to do great things together.” He looks over at you. “I’ll keep you safe, I promise.” For the first time, he actually sounds serious. “I really need your help. If I don’t stop these guns getting onto the streets, a lot of people could die. A lot. Are you in?”


    You think about it for a moment…


    “Sure.” Turn to entry 35.


    “Sorry, I can’t.” Turn to entry 213.
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    You came here from entry 112 because you failed miserably at throwing severed heads, right? Right? Right, Ani? Because if you’re just reading straight on from entry 1, you’re doing it completely wrong. Please don’t do it wrong. It’ll get boring really quickly, and then you’ll decide we suck, and that would hurt. You’re a good person, yeah? Of course you are. So if you did just read on from 1, please go back, make a decision, and do it right.


    Okay. Phew. They’re gone.


    It sucks you couldn’t land the head-toss, but hey, congratulations for being honest enough to admit it!


    Deadpool grumbles, but he can’t find any options, so he grabs his swords and hacks his own head clean off. You stare as his body picks his head up, pulls the mask back – oh Lord, the poor, poor man, he is so grotesque – and carefully throws it into the scanner. A swooshy metal walkway joins the two platforms, and you walk across. On the other side, Deadpool’s body pulls the mask back down then jams the head back on its neck. There’s a nasty creak.


    “I hope you’re grateful,” he grumbles. “That’s not fun.”


    Take -1 Merc and +1 {Discord}. Achievement: Virtue is its Own Reward.


    Through the door on the other side, you find a high-tech control room. Most of the equipment is too intimidating to touch, but there is a normal-looking laptop. Deadpool sits at it.


    “Wow, this must be brand new: there are eight thousand free apps that are no possible use to anybody. Ah, there’s the browser. It was hiding. Hold on, let me email Weasel.” Fifteen minutes later, Deadpool sits back and shakes his head. “This was a total waste of time. I didn’t even get a kiss. This conspiracy is national, and the alien wasn’t in charge of anything except tech research here. We need to get out of this disappointing pit, go to Boston, and find an Ivy League professor called Hope who runs the Folklore department at Coreham College.”


    To scout out Coreham College, turn to 287.


    To just go straight there, turn to 148.
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    You managed to pull off both One With Everything and My Best Me in the same run? Wow, dear reader. Wow. Where, we wonder, did you find the time? Oh, it’s certainly possible to do. We admit that. Not very likely, but possible.


    So if you’re here honestly, we sincerely congratulate you on some excellent playing. On the other hand, if you’re here, ah, less honestly, we still sincerely congratulate you, this time on some top-notch cheating.


    Seriously – for once – we’re not convinced you can meaningfully cheat at a single-player experience. If you’re having fun, you’re doing it right, and don’t let different entries tell you otherwise.


    Achievement: Suspiciously Perfect. You may also take a glittering [Pearl], if you wish.


    Now press on to 243.
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    You enter the mansion. To your surprise, no one appears to hinder you. Huh. The interior is a bit more modern, but still lovely. “They’re big on flowers,” Deadpool says. “That’s a little rococo for my preferences, but I can see the appeal.”


    You touch a chrysanthemum in a slender vase. It’s silk. “Artificial,” you say.


    He frowns. “You’re so judgmental, Six-pack. I just prefer cleaner lines.”


    As you’re exploring, a haughty-looking white guy in an expensive suit comes out of a meditation room and almost blunders into the pair of you. He looks appalled.


    Deadpool leaps into action. “Can you keep a secret?” he demands urgently. The man blinks. “Icelandic separatists have taken over. The Rising Shark. Don’t Google them, you’ll tip them off. They’re going to gas everyone at 10 am, ransom us off, but if we try to evacuate, they’ll kill us. I’ve got to find Broadchurch. Have you seen her?”


    “No!”


    “Don’t tell anyone,” Deadpool insists, and gently pushes him back into the room.


    The man nods, terrified, already reaching for a cell phone. Note the achievement: Come With Me If You Want To Live!


    You’ve yet to explore the other wings properly. One is themed with oriental dragons, and the other as a koi carp pond.


    To try the dragon wing, turn to 89.


    To try the pond wing, turn to 92.
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    You keep your mouth shut as Deadpool nods happily. “Absolutely!”


    As dozens of students crowd round to film everything, the fan – his name is Todd – pulls a wickedly sharp, curved dagger from his bag. Why does he even have that? Deadpool leans forward, and Todd smashes the dagger into Deadpool’s left eye socket. Deadpool stifles his groan, bows for the collected screams, then pulls the dagger back out and returns it. “Thanks, Todd! That was refreshing. You really are my best fan.” The crowd goes wild, chanting Deadpool’s name. Take +1 Mouth.


    “This is such an amazing day,” Todd babbles. “You have to try the café. It’s incredible.”


    “Do you know where we can find Professor Hope?” you put in.


    Todd looks crestfallen. “I’m sorry, it’s a big faculty. Try admin or the library? I can take you.”


    If you want to keep on to the café, turn to 60.


    If you want to try admin, turn to 161.


    If you want to try the library, turn to 299.
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    The office looks blandly impersonal, more like a high-end Ikea display room than a space anyone actually works in. There’s a computer terminal on the desk, a neat pile of paperwork, a jacket on the back of the door, and nothing else. Not a coffee mug in sight.


    Make a luck test. Roll one die. On a 5 or more: You see a [Security Pass] clipped to the jacket. You may take it if you like.


    To go back to the corridor, turn to 149.


    To head through a side door to the canteen, turn to 290.
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    Deadpool continues bantering with Weasel, who eventually gives up on trying to concentrate, and says: “Look, there might be a way through from the subway tunnels. I remember a door marked on old maps. Best I can do. Or you can just head to Central Park and improvise.”


    “Ooh,” Deadpool says. “Can I drain the lake?”


    “Try not to drain the lake, Wade.”


    You look at your drink, which smells indescribably nasty. “We should really get going,” you say.


    If {No (Sub)Way} is 1 or more and you want to try to find that route, turn to 182.


    Otherwise, turn to 48.
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    The bad guys have built a little container fort just off the corner of a couple of roads. There’s loads of cover. You watch for a few minutes, and see a steady stream of muscular workers carrying crates down the street to a seedy ship bristling with machine-gun toting mooks. The workers check in there, then carry on to one of several trucks kept under equally heavy guard. One of the trucks is close to full. If you go get the car, you could try following it, or you can send Deadpool in to attack.


    To try following the truck, turn to 207.


    To attack the thugs, turn to 21.
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    Deadpool walks up to the One Family, Inc door and knocks on it politely. A moment later, it opens, and a heavily-armed guard peeks out. “Huh,” he says.


    Deadpool smashes full-body into the door, flinging it open. The guard is at the top of a staircase that stretches on down, and he has two friends with him. Deadpool draws both of his swords, and darts in between them. Instants later, the blood sprays.


    This is a short, ugly fight.


    Round one: roll two dice and add your Merc. If the total is at least 10, you win. That’s it. We told you it was short and ugly. The guards are down either way, but...


    If you won, turn to 76.


    If you lost, turn to 297.
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    You spend a happy hour in Central Park, exploring the landscaping, finishing up with Vista Rock and the Castle. It really is a nice place. Deadpool seems to enjoy it, if the stream of relatively pleasant stories and surprisingly non-horrific memories is anything to go by.


    Make an observation test. Roll one die, and add your Focus to it.


    Total of 7 or more and {No (Sub)Way} of 1 or more: You overhear a couple of guys worrying about a side door in the subway tunnel. To try that, turn to 182.


    5 or more but without that quality: Deadpool notices some air outlets poking out of the lake. “I could grenade those,” he offers. “That would be fun.” To blow the lake, turn to 144.


    4 or less: You’re just going to have to go in through the front door. Turn to 9.
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    “How do you feel about heights, Six?” Deadpool asks.


    “Um...”


    “Perfect. Come on.” There’s a large department store across the road from the building. Deadpool leads you up to the third floor, and produces an ugly grapple-gun from the bag of tricks you’re holding for him. “Ready?”


    Before you can say “No!”, he kicks out the window and fires the gun down at the Meteorite Building’s first floor. A wire trails behind the grapple. Ignoring the screaming customers and staff, he grabs you around the waist and leaps out. Fortunately, he’s clipped to the wire, and one horrible and dizzying moment later, you crash through into an office. It hurts, but not so much you can’t stand.


    Time to see if you’re lucky. Roll one die. On a 3 or more: You spot a [Security Pass] on a coat hung behind the door that you may take.


    To exit into the corridor, turn to 149.


    To head through a door marked Canteen, turn to 290.
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    Dr Smythe is obviously a bad person. It’s not the chemistry equipment, or even the big metal table with worrying straps, that tells you this. It’s the hulking great mutated monstrosity. Once a human, it has been twisted into an insectile horror. Savage, over-muscled mantis arms and spiky mandibles accompany huge compound eyes, thin, hairy, claw-footed legs, and a whip-like yellow-black stinger.


    It stalks towards you, mandibles clacking. “AXCA,” it shrieks, its voice like razors sliding over glass shards. “AXCA!”


    Deadpool sighs, and strides over to head it off.


    This is a hard fight.


    Round one: roll two dice and add your Merc. If you have a [Pointy Stick], those eyes are very tempting targets, so add +3. If the total is 13 or more, you win the first round.


    Round two: roll two dice and add your Merc, and another +3 if you have that [Pointy Stick]. If the total is 13 or more, you win the second round.


    Poor, doomed Axca. If you lost either round, the fight trashes the room. No loot for you.


    If you won both rounds, there’s a glittering vial of [Mutagenic Fluid] left in the rubble. If you choose to consume it now or in the future, roll one die. 1-2: Merc, 3-4: Mouth, 5-6: Focus. Now roll again, and on 1-3: take +1 on that stat; on 4-6: take -1. Repeat the process twice more.


    Now, to return to the corridor, turn to 295.


    To use the door directly to Dr Lundt’s lab, turn to 233.
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    Buzzing alarms sound, and a dozen guards pour out of a white security room to surround you. Both men and women are wearing identical suits, black and expensive, like a scary funeral party. They move gracefully. Deadpool sighs dramatically. “I’ve always considered violence to be the last resort of idiots and pre-corpses.” Take +1 {Dragonfire}.


    This is a simple intimidation fight.


    Round one: roll two dice and add your Mouth. If the total is at least 10, you win the first round.


    Round two: roll two dice and add your Mouth, and also +3 if you won round one. If the total is at least 10, you win the second round.


    If you won either round, one of the guards unclips her [Walkie-Talkie], bows, and gives it to you before joining the others in running for the hills of, at a guess, an entirely different continent.


    If you want to proceed carefully through the mansion, turn to 92.


    If you want to rush into the security room, turn to 129.
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    “Wait up, Six,” Deadpool says. “This ain’t no joke! This really will take you to a completely different reality. You don’t want to abandon me, do you? I thought we were buddies.” He falls to his knees. “Don’t leave me!”


    To abandon Deadpool, set {I Was Once a Man} to 1, grab yourself a copy of She-Hulk Goes to Murderworld (all good bookstores, etc), and turn to entry 279 in that book.


    To stay in this reality, head deeper into the mines by turning to 224.
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    The head squelches precisely onto the scanner, face-first. A swooshy metal walkway shoots out to join the two platforms, and you walk across.


    Achievement: The Headmaster.


    Through the door on the other side, you find a high-tech control room. Most of the equipment is too intimidating to touch, but there is a normal-looking laptop computer. Deadpool sits at it.


    “Wow, this must be brand new: there are eight thousand free apps that are no possible use to anybody. Ah, there’s the browser. It was hiding. Hold on, let me email Weasel.” Fifteen minutes later, Deadpool sits back and shakes his head. “Total waste of time. I didn’t even get a kiss. This conspiracy is national, and the alien wasn’t in charge of anything except tech research here. We need to get out of this disappointing pit, go to Boston, and find an Ivy League professor called Hope, who runs the Folklore department at Coreham College.”


    To scout out Coreham College first, turn to 287.


    To save time and just go straight there, turn to 148.
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    A couple of seconds after Deadpool stops hammering on the door, it opens and an angry looking transit official sticks her head out. “Sir...”


    Before she can get any further, he yanks the door open hard enough to drag her completely out of the room, and storms inside. There’s a desk a few feet inside. As you enter, Deadpool howls in fury, leaps into the air, and smashes down onto the center of the desk. It collapses and shards of computer wreckage go flying. He catches a mug of coffee out of the air, and throws it into a wall. It explodes spectacularly.


    “MANAGER!” he shrieks. “NOW!”


    Take +1 Merc.


    The room is silent, the operators cowering behind their equipment banks, the vast data screens flickering noiselessly. Deadpool turns to you and makes a happy finger-guns motion. “Are we sticking with violence, or should we try explaining?”


    If you want to stay violent, turn to 264.


    If you want to explain, turn to 250.
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    Deadpool falls. The flesh-colored horror gestures, and you discover that you are paralyzed. You remain cruelly conscious as you are agonizingly dissected. A period of total blankness follows – a minute? An eon? Hard to know. Then sight flickers back on, and sound, and you discover that you are billions of miles from home, doomed to life eternal as a brain in a jar in an alien library at the very edges of the Sun’s grasp.


    Achievement: Me Go Far Away.


    The end.
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    Deadpool drags you out onto the streets of Queens, hunting for a “special friend.” After an hour, he spots his quarry: a fried burrito stand called Chimmy’s.


    “Really?”


    “Don’t judge by appearances, Sixy. This is serious business. You have no idea how brutal the Taco Wars have been.” He heads over to the stand, and brushes his hand over his masked scalp, as if running fingers through his hair. “A three, a four, and a seven please.”


    The pudgy guy running the stand looks up at him sharply. “Do you want anchovies?”


    Deadpool nods decisively. “All the anchovies, my friend. All of them.”


    “Odessa protocol, Wilson?”


    “Moscow rules, I think.”


    The man sighs. “You got it.” He reaches into the cart and hands over several hot, greasy packages of deep-fried delight. “Be careful, eh?”


    “You too,” Deadpool says. Take +2 {Chaos}.


    Now, what is your {Good Deed} rating? If it’s 1 or more, set {Good Deed} to 0 and take -4 {Out Of Time}. If it’s 0, take -2 {Out Of Time} and +2 more {Chaos}.


    Deadpool throws you a chimichanga, and unwraps the end of one of his. “Go on, take a bite. Best in the city.” You do, a little nervously. It’s... unusual, for sure. Slightly squeaky, yet rather more moist than you anticipated. He leans in. “The secret ingredient,” he whispers, “is poutine.” You very nearly choke.


    Eventually, you get back to the safe-house. Turn to 216.
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    Hammerhead’s eyes flick to where you’re crouching behind a marble art stand. “Youse brought me a little mousey, Wilson. Or is it a rat? Sweet of ya. I was getting a little skinny.” He brings up his ultramodern Tommy-gun.


    You notice Deadpool’s momentary flinch. He starts moving to stand between the two of you. “Joey-baby, you know why you’ll never be top dog? You’re just another pathetic Russian thug. Sure, you’re strong, and you’ve got that skeleton and enough viciousness to float a kraken, but you don’t understand anything. You’re as stupid as week-old hamburger. You’re a joke, Joe. We all laugh at you – me, Daredevil, Spidey, Kingpin, Doc Ock, the Goblin... Hell, even Juggernaut and the guy I buy papers from on Ninth laugh at you. I pity you, I truly do.” Hammerhead pales.


    This is the third phase of the final boss fight. Make a goading test – roll one die and add your Mouth.


    10 or more: Hammerhead flings his gun aside and leaps at Deadpool, fists already flying.


    9 or less: Hammerhead opens up on Deadpool, spraying him up and down with bullets until he runs dry. Oh, it’s bad. Take -3 Merc.


    If your Merc is 0 or more, you may turn to 50.


    If your Merc is less than zero, you have to surrender. Turn to 30.
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    You turn to Deadpool. “They must know we’re coming. Lets see if we can scare the suits out of the way.”


    “No problemo, Roku-chan.” He pulls out a sword with his left hand and a grenade with his right, and charges the front of the building, screaming what could well be whale-song.


    Take +1 Merc and +1 {Dragonfire}.


    The woman disappears almost instantly. You weren’t looking, so you don’t actually see her vanish, but wow, she’s light on her feet. Or a hologram. Or maybe a ghost. Or hey, perhaps… You stop. She’s not in the way any more, so whatever.


    Deadpool sprints into the building, and you follow.


    Make an intimidation test. Roll one die, and add your Merc to it.


    On a 6 or more: turn to 4.


    5 or less: turn to 13.
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    You mention attacking the thugs and he’s off, a sword in one hand and a pistol in the other. He’s almost there before they even notice him. As the guns come up, he’s already leaping. He lands in the middle of them, and the dock erupts.


    This is a simple fight.


    Round one: roll two dice and add your Merc. If the total is at least 9, you win the first round.


    Round two: roll two dice and add your Merc. If the total is at least 10, you win the second round.


    When the smoke clears, Deadpool is standing victorious over a pile of defeated/dismembered bad guys. If you lost either round, a lucky shot tore through his collarbone, so take -1 Merc.


    The trucks are all long-gone, but one of the thugs had a clipboard with a list of shipment numbers under the heading Second Family. There’s no address, but it’s a firm lead.


    Take +1 {Suspicious Name}. Achievement: Dock Wolf.


    To follow up on your lead, turn to 86.


    Alternatively, if you haven’t already, to try underground routes, turn to 179.


    To try air routes, turn to 91.
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    Hammerhead is carted off and imprisoned, but his plan rumbles on. Violence engulfs the nation, but it’s directionless, and without Hammerhead there to step in and take over, it just keeps rolling. The most savage criminals rise to the top, and even the muggers and street dealers are all toting Chitauri guns now. Thousands die, and many of them were guilty of nothing more than being in the wrong place at the wrong time.


    Achievement: National Chaos.


    Final score: 1 star.


    The end.
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    You both sit there weeping for the best part of twenty minutes. Strangely, it helps, reminding you that do you in fact have eyes still, and bodies, and no tentacles.


    Take +2 Mouth for letting your feelings process. You’re never getting another moment of sleep without hideous nightmares though.


    If you have an [Alien Device], it makes a nasty poly­phonic buzzing sound, and the floor swallows you both. Turn to 132.


    Otherwise, you can leave the cupboard by turning to 290.
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    You are in a long, tiled corridor. There are several doors along its length, with pictures on them to indicate the function of the room, and a sturdy-looking door at the end. No guards are around right now.


    Make a luck test. Roll one die. On a 4 or more: Sensors notice you. Take +1 {Dragonfire}.


    Now, if your {Dragonfire} is 6 or more, or you just want to ignore the service doors, hurry on to 217.


    To try the “open box of cans” room, turn to 205.


    To try the “filing cabinet” room, turn to 157.


    To try the “beds” room, turn to 173.


    To try the “fish” room, turn to 143.
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    You pay the old guy a small fortune. He smirks and tells you to use the elevator in the hallway outside to get up to Hammerhead’s lair. You shuffle out. Sure enough, there’s the elevator. How very bold of you.


    Achievement: Sir Robin. Take +1 {Discord}.


    Now, to take five and regain your strength, turn to 159.


    To recap what you’re up to, turn to 184.


    To go visit Hammerhead, turn to 271.
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