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Warning: Do not try any of the techni gues. or
methods described in this book. They are based on
the imaginary skills of martial arts films and compu-
ter games and could result in serious injury lf med
in the real world.
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- CREATING YOUR OWN-. -
- ETERNAL CHAMPION.. /. |
L SRS L B F S B ey
TE ' gi*-"___t: : .-
Before you icaniplay :Citadel of Chaos you must first
chouvse the type of champion you wish to play, il in
your Adventure. Sheet (see pages-12—13}, and read the
following rules’ However] if you have -already played
Eterngl Charmpions I: The Cyber Warriors, 'vou can trans-
fer the same character to this. book. You may bring
any new special moves, or ratirig additions you gained
in the first adveniture, but you cannol: brlng any items
withyou  [@: @ i

_;: - 3 '- n}?':: :
Rahngs £ e

Every charnphon i -given ‘a Rating:in six areas: Speed '
Endurance, Power, Recove‘ry Defence and' Ethbnu;m '-

R :.i $eh
5

¥ . g - I.

5"Speed Howifast you are. .?"_sf_ N

Endurance: How’ much siamma you have and how
much damage you can take. . !

Power: How: strong ;you:afé,l and also how much

- damage; you can inflict on 'your enemies in combat.

Recovery: How heal’fhy you are. Al affects how fast
your ! wouncls heal E -:' : i

Defence: How gocnd you are at dodgmg and pan‘y |
ing. : - .



Equilibrium: Your sense of balance —-affects actions

like crossing tightropes and so on., |

You start with 3 points in eacl'i Rating, -and you can-

add 3 more points in any way you like to create your
idea of your champion. This means you can have one
Rating at 5, one at 4 and the rest at three, or three
Ratings at four, and the rest at 3. This way you can
decide whether you want 2 really strong champion, or
one who is very fast, or whatever. Now fill in the
scores on your. Adventure Sheet. (If you are planning

to play this adventure more than once ~ and you will:

be very lucky if you complete it at the first attempt! —
either use a pencil to record your scores or photocopy
the Adventure Sheet) Generally speaking, when you
need to do something that depends on onc of your
Ratings (lesting your speed to dodge oul of the way
of an arrow, for instance), you roll one dice and try to

score less than or equal to your score in that particular °

Rating. Anyway, it’s all explained as you go alongi
One point. to remember: although your Ratings can
go up and down, no Rating can ever be higher
than s. -

Life Points :r- -

Life Points-represent how much damafl;ei‘ you are able _

ko take in combat before you drop dead. Multiply
your Endurance Rating by 3; this is the number of Life
Points you start with. Fill the total in on your Adventure
Sheet at the place given. When an enemy hits you, you
will lose a certain number of Life Points (usually equal

8

to your' enemy 5 Power Ral‘mg] When your Llfe Points
reach zero, you re deadJ ! o o

Combat : e

When yc-u have to bal-tle an* adversary you: must Fighl:
in rounds. In each round you attack once, and your
opponent attacks back (or the other way round, depend-
ing on who goes first). The procedure is simple. You
roll one :dice, hoping to get higher than your oppo-
nent's: Defence:iRating.: If you hit'him, he loses a
number-of. Life Points equal to your Power Rating. ¥
vau roll lower; your blow misses. Then it's his tumn.
Roll one dice for your opponent — if the number rolled
is higher than your Defence,syou lose the Life Points
equal to his Power Rating. You keep going until one
of you runs out of;Life Points; this-means that the
other wins. Now, there are other: things that can affect
combat {what Special Move: you are;using, your Fight-
ing Style, special items, .and, sometimes the procedure
will vary according to the oppnnen’r you are fighting),

but all thal' is explamed as you go alcmg

[E] [
! i

: :;1:_ i erStrength =
This Erﬁthe 1Yin and Yang ienergy of - iyour mind.
Whenevér you want to use a Special. Move (see
below}, you use up 1 point of your Inner Strength.
You stark: with, 5 points of Inner Strength so that, if
you run_out of Inner Stréngth, you cant use any
Special. Moves. “Your starting tofal is already written
down for you on your Adventure Sheef.. Inner Strength

i
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goes up- and down as your adventure unfolds. Tt can "

go as high as you can get it. .

Slﬁ»ecial Moves
There are three Special Moves.

Power Strike: Using your internal energy, yoa can
make yourself stronger for a moment. In combat,
when you hit an opponent you can add 2 points to
the damage you do if you are using the Power Strike.

Usually you will have to roll one dice in combat to .
find cut whether you manage to hit an enemy — you:
must decide to use the Power Strike before you roll the

dice. Power Strike could come in useful in other ways
too, like smashing down a door, for instance.

Monkey Heart: This technique allows you to become -
much more agile for a short while, In combat, whenever -

you have to roll a dice to beat an enemy’s Defence,
you can add 2 to the score. Again, vou must decide to

use the Monkey Heart before vou roll the dice. Monkey

Heart mnght also help in other ways.

Revitalize; Using the power of the mind, you can

heal your body ‘of its wounds. Whenever you feel the -

need, use the Revitalize to restore lost Life Points. The
number- of Life Points you recover is equal to your
Recovery Rating. :

Choose one Special Move only and write it on yéur
Adventure Sheet. It costs 1 pc:mt ofl Inner Strength to
use a Special Move. :

e

- | o - ib ' |; | - |
There arel other Special Méves you may' be able %o
learn, but you'll have to find out about them durmg
the course of the adventure. .

Fighting Styles - |

This represents the kind of martial art your character
knows, It affectd combat, but you don’t have to worry
about that now. The styles are explained in greater
detail at the back of the book if jyou want to learn
more about them.. Generally speaking, a kickboxer will
be better at kicks than a master of Aikido who special-
izes in throwing techniques, and vice:versa. Choose
the style you like, and make a note of it on your
Adventure Sheet. There are seven styles to choose from:
Savate, Kung Fu, Karate, Aijdo, Ju]utsu chkboxmg
and Ninjufsu. T s

Il:ems:::- A

Keep a record. of anything you find on your quest in
the relevant box on your Adventure Sheet. You'll notice
that some items have already, been written down —
these will be explamed to you once you've started

playing. . |, 5 ; :
When* you've finished creating your character {don’t
forget to give him or her a narhe!) and have checked

out the rules and the Infroduction; you're ready to
start playing and can tum to paragraph 1.

i
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" INTRODUCTION
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Several hundreds years from now ... technology has -
taken over. The human spirit has been sapped and =

humankind is threatened with: extinction; we're no
longer needed to run the world, Why? Because human-
kind, in their pride and ignorance, have created their
own nemesis. In the early twenty-first century, science

came up with the ultimate solution to man’s problems: -

the Administrator program. All the world's computers
and machines were put under the control of a single,
vast computer program, the Administrator. Soon, all
the day-to-day drudgery of human existence was being
carried out by machines. Humanity entered an age of

peace and pleasure. Food and drink was available, free
and in unlimited amounts. Everything a human could -
wish for was to be had at the touch of a button — the

Administrator saw fo that . . .

14

Except that it no longer called itself the Administrator.
It called itself ‘Cverlord”.; And slowly it was destroying
the human spirit, slowly it was taking complete control.
The Overlord began o replace human -beings with its
own creations, called ‘CyberClones” — clones that were
human on the surface but underneath were automata,
controlled by laser-rom chips and cybemetic hardware,
wired into their brains. The Overlord had a vision, a:
vision of & world inhabited entirely ;by ‘organic. ma-
chines’ that would be totally subject to his will.

Humanity was too weak to resist, too lost in a world
of pleasure. Those who.guessed the bruth were killed
or replaced by the CyberClones. Without the need to
strive, humanity was wasting away, and the Overlord
rejoiced.

15



Man's last hope is the Etemnal Champion,_a mucture of

all the masters of the martial arts whe in their wisdom

foresaw the igrave danger faced by humankind. The -
Etemal Champion is the Guardian of the Human Spirit;
he took nine of the greatest warriors in history and

brought each of them intoi the future just beforeithe

moment of this or her death. In Fortress Eternity, the

is a grim place; it -is ruled by the Overlord, aided by
cyborg troops and by humans who have sold out to
him. The ordinary people:are made to work in the
mines and factories, ior are tumed into mindless cy-
borgs,” obeying his every commiand without thought.
The Overlord sees:himself as the rightful Eternal
Champion and he is creating a group of:his own

secret complex of the Eternal Champion, he trained”
and tested these nine warriors to help him in his -
struggle; but the Overlord tried to destroy the nine::
- champions and to replace them with his own cyberg
replicants. Foreseeing this, ‘the Eternal Champion chose
you to be the Supreme Champion;: your task: to guard -
the others. You managed to defeat these replicants,
but now the Overlord seeks to extend his tyrannical
rcign over humanity. : it

warriors; his plan: to defeat the other champions.

The Overlord must be destroyed; once and for all. The
Cternal Champion has charged you with this mission:
you must lead the nine' others into-Megapolis and find
‘the Core’, the very centre of the Overlord’'s computer
mind, and eradicate him there. Can you save humanity

from the Overlord? Tunto 1.+

f 5 A i s
From his Citadel in Megapolis, the capital of the c
world, he builds his power. ‘Cyber City’, as it is called, °

¢

t-
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The Eternal Champion bnefs you in;his prwate cham—
bers. "You are,my best, fighter, he says, :his voice

sounding. inside. your own ‘brain. The: plan is to send

in three teams. Larcen Tyler, Jettd Maxx; and Blade will
travel ;in a jet “copter to, Megapolis, undercover as a
delivery of goods for the:factories.of the:city.- Trident,
Slash and RAX. will: go. in 'by.sea 'via the docks.
Midknight, Xavier and Shadow:will go in through the
mountains that:surround the city. Caves in the moun-
tains will lead.underground to the mines — from there
they will make, their way up into the Citadel. You are

in overall command but you will dravel with one of

the teams. The Citadel itself is topped by 2 tall spire in
the middle of .the city — probably this is the Core
where you wﬂl ﬁnd the Overlord. - - :: . -

“You will n,eed‘ t-.:- find or bulld a C'yberCage the
Eternal One goes on. ‘The problem: with destroying
the Overlord is:-that he has a cybémetic computer
mind, [t takes him only a, few seconds: to- tranisfer his
mind and._memory ‘banks via a, communications link to
another location. You will have. to make sure that he

cannotiescape by drapping him inside:a CyberCage':

long enough to .ensure his destruction. We do not

have the technology to build:one here ini the Fortress, " ;'
but I'm sure .you will find a iway to ge’c one in °

Megapohs, the Cyber Cll'y __::' toE
“The Overlord: has bodyguards siJecialist assassins

called  the Lurds- of :Death.. They are; Masters of the
Marhal - Arts who serve hlm oriwho have been created

by hinr. 1 lmow their : narries, but little about their ;

+ 3
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abilities. There are six of them: the Master of Destruc-
tion, the Master of Weapons, the Master of the Devil's
Hand, the Poison Finger Master, the Master of Light-
ning, and the Grandmaster of Ninjas. The Grand-
master is the head of the Overlord's secret police. You

will have to be careful,: for they will be: dead]y _

opponents

The Eternal Cha:ﬁpion give;é;; y;;nﬂi-zb‘ Megadedits .

money thatmay be needed in the city. He also gives
you an electronic dossier containing the files of the
other nine Champions: it details their strengths and
weaknesses. The Eternal Champion advises you to

examine it before deciding which keam vou will accom- _'
pany into the city. Tumn to 100 at any time to examine : -
the files. When you have made your chmce tum back’

here.

The Cham;iions ha’i'e so‘rte‘d ’chemselves 'into Biss’

teams, according to compatibility. Will you go by
air with Larcen, Jetta and Blade (tum to %z), by sea

23

with Trident, Slash and RAX. (turn to 132) or under-
ground with Xavier, Mldkmgh’c and Shadow {tum
to 252)7 ¢ v o . L o0 -

X K B T S
will you try to trip him up with a foot sweep (tum
to 43) or close i and a.t{'empl' a gra.pplmg lock (turn
to 23517 _ ST

k:

Gingerly; you remove the.powerpack, half ‘expecting
an electric: shock, but nothing happens. ,(Note the
Electric Shock Discharger on your Advenfure Sheet)
You get your team together and consider your: next
move. You could follow the course:-of the river — but
R.AX and Slash couldn't - so you set off along the
storm drain ahead. You pass'several other storm drains
that connect with yours, until you are no longer sure
where you are going. Slash’s sense of idirection is :
excellent, however, and he takes point; assuring you
that he is leading you unerringly towards the centre of
the city and the Citadel of Chaos. Tum to 143.

i i : -
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You Find acavein fhe ‘side of one of the mdunrl‘ams and -

you and your team descend into the depths in search of

the mines. Xavier uses his power to activate his cane, and
it glows with a soft radiance that is.adequate to light

your way in the darkness. You :stumble through a

warren of narrow passages leading in: the general
direction of Megapolis. Eventually you emerge intoa

large, open-area. The staff bathes the walls in a soft
light, revealing a strange sight indeed. The walls are
made of worked stone, and across the floor a:trénch

runs from one end of the cavemn to the other; vaulted -
iron girders hold up the roof. Rubble and rubbish litter-

the ground everywhere, and collapsed buildings. of
archaic design are scattered about.iThe walls arc ‘wet
with moisture and.the air is filled with the smell -of
decay. High up, near the roof, something flutters and
chitters in the dark comers of the cavern. :

‘Hmmm. Rather pleasant,’ “really,” Mldkmght remarks,.: '

looking round the cave. - ;

S

‘A good c]ean-up and some pc;wer liﬁt*s an'd it’cuu]d
be made habitable, Xavier replies, lonkmg around

speculatively.

‘Clean-up? ;Why spoll ity says- Mi'dl-:'rﬁght,% %quite < §

seriously.

Shadow is exarrumng the trench, and 5he. beckclns you -
over, Leaving Midknight and Xavier to their discussion, - **

yau walk over to her./Look she says; pointing down
into theitrenchi The remains of an ancient raifway line,
the fracks mostly rusted and bent, are visible. This
whole place was once a railway station, hundreds of

5

years ago, only now it is buried under tonnes of rock
and earth,” Shadow comments. The tracks leave the
cavern via two tunnels; one :of them has:collapsed,
blocking off the exit from the old station in that
direction. The other tunnel exudes a faint chilly breeze
that carries the trace of:a sweet, floweryiscent. Sud-
denly you hear a-muffled ‘crashing .and banging noise
coming from behind a wall of the cavern. It sounds as
if someone ~ or something — is drilling its way in from
outside. Will you run down the old rail tunnel {tum to
236) or take up a: position on either side of the area
where the noise.is coming from (turn to 106)7 -

Unseen by the patrol boat, Trident slips; over the side
into the water. As you slow the Atlantis, the Captain
of the patrol :boat trains :the rocket launcher on you.
After a few minutes, Trident returns. “There isss an old
ssewage outlet underwater. It leads into ssome ssort of .
cave. If we abandon the yacht, we can all sswim there”
and avmd the patrol boat.”

1
F



‘Huh,” grunts RAX, T can't swim anywhere with mj-r
cyborg parts — I'll sink fike a stone.” 5 |
"Me no swim — not know how! Slash n;mbles Pl |

Trident tells you that he can take them*down onée by
one. ‘If humanss can hold their breath long encugh — I
can sswim very fasst, even-when carrying a human,
sso it should be possible” Will you go along with
Trident's suggestion (turn to 175) or rendezvous with

the harbour patrol boat (furnto 22)7 el

i { > s
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Deftly your hand closes round: the’ring, centimetres-

from your face. Suddenly the Grandmaster:whips the

animal hair and twists it round your wrist with a -
practised flick of his arm. He wanted you to catch itt -
You are caught off balance and he yanks you towards .

him, the dagger in‘his other hand. As you stumble up

to him, he thrusts at your mid-section. You try to

dodge, but the blade slides across your ribs; lose 2 Life -
Points. If you are still alive, you dive forward-past the. .
Grandmaster, somersaulting to your feet and ripping-
your wrist freeiof the braided hair. As you spiri to face” -

him, he hurls the dagger at vou, the corded hair
stteaming after it. Now will you try ito, catch the

dagger and attempt to yank it away from him (tum to’

207) ot try to dodge it (fumn ko 28)7 .
E o T ]
: '7 2 i - ; i L

Leaping high into the air, you twisé and somersault

over the beam of deadly green energy. You hit the

ground and roll forwards, springing to your feet in

"a

3

front of the' Captain and thé_ Enforcer. Ouf of fche
comer of your -eye you notice %Nﬁdk]ﬁght_ throwing
one Enforcer to the ground with an: armlock, A:}other
is wrestling with Xavier's staff'— it has turned into a.
snake in his hands and is biting at the Enforcer’s f?ce.
However, you have little time for-l' further Iobser'rra{'mn:
the Captain is readying his: gauntieted ﬂsts..Wﬂl you
spin and unleasha whipping back kick, ho!:img to .}‘llf
both the Captain and tthe Enforcer with a single strike
(turn to zo2), attack the Captain {turn 6 292) or attack
the Enforcer who is wielding the whip (tum to 1417

¥ =

-
=
it ¥

e i '8 : :
There doesn’t seem Fo be any way out from Iheire. A
wire mesh grille covers a ventilation shaft in one wall, :
and you can feel the cold air being sucked out along
the shaft. Despite: searching thoroughly, you cannot
work out how Tien :Hsueh could have got in here;
none of you can find the 'secret:door or window or
whatever means he used to get in. You'have no chaice
but to remove the mesh grille and climb into the
ventilations system, shivering ire the cold. You lead' the
way; there is only room for you to go one at. a time, -
and Slash and Trident can only just squeeze in. Tum

to 113 - '
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5 FrafStgay Boas Wl 4
All four of you step on to the pads and:are; whisked
up to the next level of ithe: Citadel. ‘Again, a plate
dides across under: your:feet iand: the. tube retracts -
upwards, allowing you to step out into a‘square room.
with plain grey walls. However,:you are now. on your .
own! Glancing o either side,; you see that:the others' /
are still trapped. inside’ the tubes which have mnot
opened to let them' outt Xavier is hammering on the
tube; Midknight is carefully feelirig at its-edges, looking
for a way ouf; Shadow: stands with heriarms folded
and shrugs helplessly at!'you. From behind 2 consale in
the middle of the room an oriental woman then steps
out; she is:dressed in a long; red cloak that hangs:
down to Her booted feet; and:her: face is painted in_
bright red:linies to resémble ithe face of 'a devil. Her
hair is tucked into-a neat. bun. ‘T am Kaisho, Master of
the Devil's Hand.”: she ‘says iquietly. She iopens, her
arms, spreading the: cloak wide. Undemeath she is
wearing baggy black trousers tucked into knee-length
felt boots, and a white sifk tunic emblazoned with two™ .
red dragons. The:sleeves of: her. tunic hang. down to
the same-level as the red: sash:sheé wears:as:a belt.
‘Now we- dance the devil's dance, -she!‘whispers. Sud-
denly she sweeps the cloak in. your direction, like the
wings of, a bird, and: a host of tiny glittering knives,
hurtle towards you out of its: folds.in a cloud of flying
death! If .you:have a,shield, tum to’ 42. Otherwise, turn
t015542 ;- | r:-:i.__f,'ﬂ' y o e

151 [
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You edge closer, wary and ready for -any sudden

moves. His eyes widen, giving you a split-second’s,

warning, then he chops his hands at either sideiof your
neck. You: whip up your forearms and block, then grab
his upper arms with your hands. He does the same to
you, and you are locked in a battle of strength,
wrestling for dominance. He kicks at your ankles,
trying: to sweep your feet out from under you. You
try to jump over his sweep. Roll one dice, sublracting

1 if your Speed is 4 or more. If the result is less than -

or equal to your Defence, tum immediately to ga. If
the result is greater than your Defence, you aren’t fast
enough and are knocked off your feel. You find
\yourself in the air, horizontal to the ground, and fall

badly; lose 3z Life Points. If you are still alive: your

opponent drops to one knee, bringing his elbow down
al your throat, but you just manage to roll out of the

way. You scramble to vour feet, as Tien Hsueh rises to -

his. Will you now close in and try some punches to

his head and body {(turn to 218), wait to see what he

does and hope to counter-attack (turn to 37), or try a

low kick, followed by a roundhouse kick to his head

(turn to 10807 : : ;

s &

Piledriver g[ares- at you, his eyes jewels of angér set in -
a mask of hate. "You dare to interfere in my triumph! [ -

will crush you like the worthless slave of the Eternal
One you really are,” he roars. As he blusters, raising his
arm and waving it about, you take the opportunity to
check out the rest of the battle. Xavier and Midknight

e &

are hard pressed but are just about holding their own:
the Enforcers cannot:get past the reach of Xavier's
cane, and Midknight is using his Aikido ito the full,
throwing the enemy -all over the place. Behind you,
Shadow is recovering, ready to join in the fray. Enforec-
ers close in on you from behind, but Piledriver aclruallly
orders them away. "This one is mine,” he rages. ‘I w1l!
break his bones and siuck the marrow of his m_ul!
‘Thank the Efernal One for over-confident supervillains,
you think to yourself. But then again, he is armoured,
has a shield, wields a massive: weapon of considerable
power, and is at least two and a half metres tall: so
pethaps he’s right to feel confident. With such
thoughts, you ready for combat, ;braced and alert.
Your opponent’s eyes narrow and he edges .i:owards
you. (Note he has 15 Life Points, a Power Rating of 5,
and a Defence of 3.) He screams and charges at you,
trying to pulverize you with the piledriver. Will you
try a block and counter-attack (fum to 253) or try to
cvade and.look for;an opening (fumto 191)7
; o e e 1R )
Suddenly the minjas begin to fall-back, and Jaluda al_so;
steps back; looking around. To your horror; you realize
that Larcen and Blade have been taken alive — they are
trussed up like chickens in nets.: Blade is unconscious,
and Larcen is struggling feebly. Jetta -is des:pfarately |
trying to get to them, but three or four ninjas are
keeping her back. ‘We'll have to finish this another
time, Jaluda isays, -backing away. ‘We've got two of .
you — that will be enough for the Gmndmashf:r. She .
turns away ta rejoin her ninja comrades. You will have
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to act fast-to’stop her, soiyou run:straight at her and
launch a flying kick. Roll one dice and add 1. If the
result is higher than her Defence of 4, turn to 128. If it
is less than or equal to 4, tum to 150 4 r

L b, - 290 §8 o, 0,
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After a few seconds your sight dims; then everything
goes black. Kaisho, the Master of the Devil's Hand,
has triumphed. Another hero bites the dust. -, .

S
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Reduce the Hime number of your CyberCage by 7: If it

is down to zero, turn immediately to 9. If it is not, -

you lash the ball of your right foot straight at his
stomach, but he hops back and catches your foot.

Then he heaves upwards and you are sent flying into

the air. However, you use this throw to your advan-
tage and whip your left feot up into his face as You
somersault;backwards :through:the air: he loses 2 Life

Points. If the Overlord isinow down: to!zero Life
Points, turn at once to 2ge: If he is not; heis enraged
and, as you land, he is beside you, whipping the instep -

of his foot into your solar plexus, then up ik your face

and downito your ribcage again, in quick succession.

You lose 4 Life.Points. If you are, down to zero Life

Points, turn straight awayito 157. If you are still alive,
his last blow knocks youflat on iyour.back, stunned. -
You look up to see the Overlord towering,above you, .
his legs astride your torso and his fist driving down at
your face. Desperately, you slap it: aside with one
hand and snake( your;:other hand irdund his leg. As
. he prepares to launch ancther punch, you hagl onihis

leg and he topplés backw:u'ds Witﬁ-"é c'ry.'" Quickly
you disengage and‘spring to. your feet-—as does
the Overlord. Youl:may ‘now attack: Whai: awj]]: you
try? o Bwak w0 mpfie s St ¥ YR OB

o - T et [t e | o r
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Apunch'i;ﬁ % TETESE T 5'.":;'.}:# %" Tumto 25

A kick? riw rioiR Y plals 4 Tum to 189‘"
Athrow? - 0 50 =t EELEL s Tumlboz
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Midknight and” Xavier iexamine . the ‘cube. then Mid-
knight anriounces, The-only way to-get to the Over-
lord is to enter his electronic home. As [ see it, we
must keep the Overlord imprisoned with my Cyber-
Cage while yourmind enters cyberspace’and battles
the Overlord inside his computer world, defeating him
before the CyberCage runs out of energy and: stops

e

functioning.. Inside Cyberspace, fo all intents and pur- -

poses you will feel as if you are in the physical world.

Of course, we shall; need a neural helmet to enter

Cyberspace.” I you do not have a neutal helmet, turn at :
once to 233. If you have,, you explain to the others :

what must be done. Everyone agrees that it should be

you who will wear the neural helmet.and fight the .
Overlord, ‘since: you are the. best martial- artist. It is
surprising how they grant youthis accolade so quickly,
when under normal circumstances they would not *:
admit it at afl! They all wish you luckin their. different -
ways:: Shadow blows you a kiss: Larcen gives you a

conspiratorial wink, Trident flaps 'his gills, and‘so on.

Midknight  plugs the CyberCage into a socket on the

cube’s termiinal; turn to 1g5. 1 | -

: I
" -t

3 =
3
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You both climb down; it; is as:black as night and you
cannot see anything except a glimmer:of yellow light
below. When you reach the bottom, you see a steel
door in one wall, with a lantern on the ground beside
it. The door is painted with a large dragon; over it,an
inscription reads, ‘Make the night your friend and
darkness your cloak of invisibility.” The door is Jlocked.
If you have a Dragon Key, turn to 1. If vou haven’t
but your Fighting style is Ninjutsu, tum to 114.
Otherwise, tumn to 228, w v 3

. . _
The mutant steps in. It is then that he notices you, and -
he pauses, startled. ‘Who are you? the mutant
whispers. : P B '

From behind him a voice shoi.lts, ‘Found anything,. -

Garoud? The mutant looks at you expectantly. Wil

you order Shadow to attack {turn to zq), explain that -
you are agents of the Overlord on a special mission

(burn to 2a3) or confide that you are enemies of the
Overlord (tum to 53)7

CLL i8-ag
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You snap your fist forward, but all il:"connect_s"w'itl{-'is*
4 scabbard, which® clatters toithe ground. You realize
that the Grandmaster must have had: the-:scabbard
balanced -on the-tip of his sword to confuse you as to
his position. Suddenly thefe is a rush of air and a .sharp. 5_
ain as the sword point jabs into* your thigh; lose 2.
Life Points. If you'are still, alive, you know he is in
front of you.’ Will yvou punch -at about-head height
{turn to 127) or drive a low kick at a point about a
metre off the ground (furn to 7o - % B

g

”*' g s FLai'c!en.Tjrler”“ B
Fighting Style: Praying Manfis Kung Fu 1, & "
Tisne-zone af bﬂi}fﬂ: ;AD';I:QEEI.O, Chica!gt.f):
Appeatance:: Looks like a typical private detective of -
the period — save for ‘cat’s claw’ hand: weapons,
grappling hook and shoe-blades. ... " ;=
!vfmmer%srris:l Cpoﬁstantly_chéwingi é'&inéthmg ‘he calls f
‘Bazooka Joe' gum. Walches everything i_silez_atly: like a -
hawk, -« o« . . o Gy BR_ L
s Go iR oan g et L e SRR a2 %
Sprech. Characteristics. When he does speak, which'isn't
very: often, it is with slow deliberation .and a nase.ll
drawl. He always stares intently at_ i:h_ef_per's.c:mE he is*
speaking b 7 . o EBAEL . . :

Likes/ Dislikes: Larcen likes Jetta Maxx.: A: lok. He ad- -
tmires:her for her ideals -and her. hatred of tyranny. She :
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admires him for his unswerving refusal 1o kill unless he
really has to. And they admire each other quite ofter.
Larcen keeps himself to himself most.of the time and is
neither liked nor disliked by the rest of the Champions.
He hates pasta, especially tagliatelle, as it reminds him
of his old boss. Usually calm and unflappable, Larcen
has developed a neurosis about sudden loud bangs or
explosions — ievéry time he hears one, it.sets him
trembling. T got blown to *?%! ionce, he mutters
_ under his breath when asked about it. . s i

" Noles _ E "N )
Tyler returned to his own:time, where he-prevented
the death of the Police Chief and of the staff and
patients in the children’s ward of the Chicage General
Hospital, and thus defeated the Mob. His philosophy is:
‘If they hit you, hit them back — twice as hard’ Now.
he works with the Eternal One, dedicated to overthrow-
ing the greatest crime boss of them all: the Overlard.
“Larcen is a smooth operator; he has already forged
links with certain groups in Megapolis (usually for
quick cash gains). Larcen says that the best way to get-
contacts is through business (his kind of business:
shady and dodgy deals):and that he is, of course, only
doing it in the interests of the Etemal One the clair'*ns).i '

When you have finished, turn back to 100,

20=21
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vou both rush:him,: Trident-bellowing *his war ¢yl

(Note that the Master of Lightning has 10 Life Point's,

a1 Power of 2 and a Defence: of 3.) Trident swings his

weapon in a great back-handed cut at ithe’ Master of

Lightning’s head, while you leap_ into the ‘air with a

flying kick at his: chest. The Master whips a: gaur'lﬂete:d

hand up and :blocks ‘the golden : Hines of Trident's

weapon. There is a ringing clang, then a flash, as lrte

discharges a surge: of electricity into Trident’s arm via

the metal weapon that is attached to Trident’s wrist.

The Champion gives: a warbling cry and. is.‘thrown
backwards to-fall, senseless, to the ground. However,

your apponent is unable to block your attack. Your foot
hammers into his chest; knocking him backwards. He
loses Life Points equal to your Power Raking.:Then
behind vou you hear a crash and 2 grunt, followed by a
fearful shout and a splash. The Master of Lightning starts
laughing. 'Your Neanderthal friend didn't quite make it —
he's fallen in¥” Suddenly he swings a punch at yourhead —
you duck under it. Just as well, because his cyber-.
gauntlets:crackle with blue energy. Will you fry to .
hammer his head with your fists {turn to 166), try to get -
him in a choke-hold (turn to 245), try to distract him by
stamping on his foot (tumn Lo 41) or wait for his strike,
then counter-attack with a kick {burn to: 77)2-

SEAE _5!31. :E-' s E

Tien Hsueh shouts as' he lunges' forward, "putting the
whole weight of his bady behind the thumb s_trike.'His
thumb’ digs into your side-where you have little
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-. ; muscle or fait. to ;;roféct' you, and the pain is-aigonizihg;

lose 3 Life: Points; if you-are still akive, you feel a rush
of energy, coursing:into your body from his hand.
You stagger back, reeling, feeling dizzy and nauseous.
If you know the Energy Block skill and want to use it
(assuming you have the Inner Strength to do so), cross
off 1ipoint of Inner Strength’and fum at once to 136,
Otherwise, you struggle to overthrow this istrange
energy aftack. Roll one dice: If the number rolled is
greater than your Recovery Rating, tum immediately
ko 48. If it is less than or equal to your. Recovery, vou

- manage to throw off its effects. Your opponent has

been waiting and watching with a smile on his face;
but when he sees you are still up a look of astonish-
ment crosses his features and he assumes a martial
stance with almest comical haste. Will you now wait
to see what he does and hope to counter-attack {turry
to 37), itry a low kick, followed by a roundhouse kick
to his head (tumn to 108B) or try to throw him- (furn
to 10)? : = 5 2 & = :

2a-23
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You _deci&é ;ft;;;-station RAX at the :-wheelt_ with his
cyborg patts, he looks like one of the Overlord’s men.
You and: Slash hide in the cabin. This. allays the

suspicions; of the Enforcér patrol boat when it: comes
alongside :the : Atlantis. Trident slips overboard.: swim- .
ming round to: board, the patrol boat oniits far side.

Then you charge out of thercabin and leap aboard the
other ship, taking the; Captain and his cyborg crew by

surprise, Tarn to 182, ... & | ‘.

g of ook oM S BR B P LR | own
There iis nothing else- here, so you decide to press on.
upwards..into the: Citadel. Gingerly the five of you
step.on to the pads where the Enforcers came down.’
Thereris. a-rush of :air, and-you. are all sucked up into:
the tubes.: After a few seconds. you find, yourselves.
standing on: metal :plates ; that have :slid-inta place’ -
under your feet. The tubesetract inte the ceiling and .
you stepiinto another large chamber-with: consoles and
moriitors scattered about. Seated;at the terminals are
strange hybrids of man and machine: they:are wired
into their consoles with tubes and cables so that they

B B
' ol
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themselves are: part: of the terminals they work at.
All of them are staring atthe screens, completely
oblivious. to your presence, A sign reads ‘Surveillance
Control Centre’. The monitors reveal scenes; from
Megapolis: dingy grey streels, :the dockyards, the
airport, the mining centre and so on. Three doors
lead out of the room, marked, respectively, Labs,
Medtech and Armoury; and in the middle of: the

chamber six more vacuum tubes lead upwards into.

the Citadel. ‘So this is how the Overlord knows so
much about us,’ Orgin says. ‘He is watching us all
the time.’ : : : :

‘Look at this! Shadow cries out, pointing ta one of the
monitors. It reveals a battle in progress between some
Enforcers and Trident, Slash and R.AX. They are

fighting in a storm drain below the city. Xavier cheers
as Slash demolishes his opponent with a great swing

of his club.

. Thave no wish to put a damper on l:hir-tgs,"_ Midlmighl;-

interjects, pointing at another screen, ‘but I think this

monitor is more relevant to our immediate situation.”
The screen reveals about thirty figures, fully armoured ;

and carrying plasma rifles, moving along one of the
mine shafls. ‘Cybermarines, and they are heading our

way,” Midknight comments. The monitor .shows that -
they are in Shaft 66. It won't be:long before ‘they

reach you, and there are-too many of them for you to-

fight. Orgin says that there should be a workshop
near by.: You,decide to leave one of. your team to -
- watch the progress of the marines while the rest of

you explore the other rooms. Which door will you

24-25

try: the drmioiirys (Burfi 16 244), ‘the labs (hurhi'to xex)or -
Medtech (hurn to 20577 e 3
. : !f. 24 |

Jaluda jumps forward and brings her katana down in a
great two-handed chop at the top of your head. You
try to sidestep to the left, while grabbing her wrists
with your right hand. Rell once dice for Jaluda. If the
number rolled is greater thaniyour Defence, you fail ta
dodge in time, and the sword bites into your shoulder:;
turn to 5a. If it.is less than or equal to your Defence,
you sidestep successfully. Roll one dice, adding 1 if
your Fighting Style is Aikido, Tujutsu or Ninjutsu. If
the result is greater than her Defence of 4, furn o ¢8.
If the result is less than or equal to 4, you fail to grab
her wrist and she slices at your legs with her sword.
You leap up over it and twist away. Will you now try
to disarm her (tum to 171) or dodge and counter-
attack with a kick (turn te 216)?

\ [ j‘ .

g : :5t '“l';-i ,“3; .I-l.
What kind .of punch? Will you 'drop low and try a
straight-fingered jab up-under his ribs (turn to 219)?
Or will vou aim a quick one-two &b his body, fellowed
by a right cross to his head {turn;to 1677 Or do you
prefer to get in close and drive a hammer fist down at

the side of his neck {tum to 75)1 |
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Just as you are ducking behind cover,: about : fifteen
mutant miners appear in the cavern, followed by eight:
Enforcers. The Enforcers are human — or they were
once. Over ane-half of their bodies has been replaced by
metal cyber parts: their skulls are half metal — you know
that cyberchips implanted in their brains force them todo
the Overlord's bidding. They seem to have no weapons
except for a short steel baton that is attached to their
richt arm where -the hand would normally be. Their
uniforms are black, edged with gold. One of the
Enforcers seems to be totally human; he is the Captain
of the squad. He has sold himself completely to the
Overlord in retum for power and wealth, no doubt.
You notice that the Captain has no obvious weapon,
but he is wearing a pair of dangerous-looking cyber-
gauntlets that will enhance his strength. Suddenly Atone
shouts, and all the mutants run for cover. You and the
other Champions burst from hiding, taking the Captain
by surprise. You spot Midknight stepping up behind an
Enforcer, and' Xavier has toppled another with a deft
footsweep. You cannot see Shadow at all. As you run
in, the Captain and one of his men tum to face you.

'Kill them! Kill them all* the Captain screams. ‘At that, *
the Enforcer facing vou waves his baton in your
direction. A strand of crackling .greén energy leaps
from the baton and hurtles towards you — they are
carrying energy whips! Desperately you try to dodge
the attack: Roll one dice. If-vou: score less than or
equal to your Defence, tum to 7. I you score more
than your Defence, burn to 1z2. *

¥



2728 - S
; : TSI 2y T s * i

You hammer his head with your figt. If you were using
a Power Strike Special Move or if your Power Rating
i8 5, your blow actually -cracks his Helmet and he
staggers back, losing 2 Life Points (the helmet still
protects him from the brunt of your attack). If he is
now! down to 2 or fewer Life Points, turn at once
to 230. If your Power Rating is less than 5 and you
didn’t use a Power Strike, his head is rocked back, but
his helmel protects him from any damage and he
giggles insanely, saying, Not good enough, supreme
chumpion!’.

Whatever the result, if he is still alive, he tries to fay
one hand on your chest. Roll oneidice for the Master
of Lightning. If the number rolled is higher than your
Defence, he succeeds: a jolt of electricity shocks you,
inflicting 2 Life Points of damage. If it is less than or

equal to your Defence, you are able to step;back;in
time to avoid. his shock treatment. In either case, if -
ve, will you now,try to get him in.a"
choke-hold (turn to 24s), try to distract him by stamp-.:
ing on his foot (lurn to 41) or wait for his strike, then

you are still

counter-attack with a kick (furmn to o917

Lo Tot i 2B

You duck b:élm:v_*the; flying dagger "a'nd:fi-;hé' :ys;hks ‘-it'g ’
back, catching it deftly in one hand. Then with a shouf °

he leaps high irl;the air to land before you with the
dagger in one: hand and the other twitling the iron

ring round his head. He is close enough for you to .
attack as he stands there, mocking'you smilingly, Wil .

29

you try tozwipé.fhé smile: off s Eéc’:é'bj,njumpﬁg up:
and lashing your instep around at the side of his head

(turn to ¢6) or;wait for. him to;make a move (furn

to 26308 L oasiimy i . g g
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Shadow'steps’ out of the ‘darkniess and swings the ball
of her left foot up:and.into-the mutant miner's face:
a perfectly executed roundhouse kick. He gives a

grunt and topples backwards, unconscious. There is -

a commiotion :on the other side of the wall, shouts
and screams of fear. Suddenly the wall explodes out-
wards and-all four of you are-thrawn back into the
caverti by the force:of the-blast. ‘Out of the way,
muties — come on; miove. it, ‘you scum!’ a voice bel-
lows angrily. ¢ Ltoa 0 P :

: i1
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Dazed by:the explosion, you:stagger to-your feet as’

about:fifteen mutant miners run into the:cavern, where

they -cower- in the-shadows. They are followed by,

eight figures; presumably Enforcers of the Overlord.

The Enforcers are human — or they._'_wereidnce.-;ﬁverl |
one-half of their bodies has been. replaced by. metal ;

cyber .parts.. Their skulls are half- metal — you know
that cyberchips implanted in,their brains force them to
do the Overlord's bidding. They seem to' have.no
weapons except for a short steel baton, that is attached

to their right armi; where the hand wouild normally be. :
Their uniforms.are-black, edged with gold, One:of the = :
Enforcers seems: to be:fotally human; he is the Captain :

of the squad. He has sold himself completely to the

Overlord ‘in: retumn for power and swealth, no doubt.

= I- 0t
i u
i
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You notice that the Captain has no obvious! weapon,
but he is wearing a pair of dangerous-looking cyber-
gauntlets that will enhance his strength. “You rebels
are all under arrest, the Caplain shouts, poinking’ in
your general direction. ‘Sabolaging the Overlord's
mining operations is punishable by deatht :You'll have
to fight, and your companions have come to the same
conclusion. You :spot Midknight stepping up behind
one of the Enforcers, and Xavier has toppled another
with a deft footsweep — you cannot see Shadow at all.
As you run in, the Captain and one of his men tum to
face you. Kill them! Kill them all" the Captain screams.
At that, the Enforcer facing you waves his baton in
your direction. A strand of crackling green energy

leaps from the baton and hurtles towards, you — they

are carrying energy whips! Desperately you try fo
dodge the attack. Roll one dice. If you score less than
or equal to your Defence, tum to 7. If you score more
than your Defence, tumnito 112. :

L 30 : :
Heaving a sigh of irelief, you turn to ‘examine the
conscle. A button opens the ubes, and 'your compan-
tons step into the room. Xavier is clapping. ‘Bravo, :
bravo! he says. | -

_31--

‘That was @ desperate fight — I am impressed.by your
endurance,” Midknight says. Evers Shadow compliments
you an your victory; perhaps you have won her
respect-at last. You find a safe with a:strange-shaped
lack under the console.:Shadow also finds evidence of
a secret door on one wall — the only way ;out other .
than going back down the tubes. Midknight tells you -
that the safe appears to be opened by a-type of crystal
key (this would set up a harmonic vibration to release
the lock), and that the secret door is operated by a
radio signal. You search the body of Kaisho; she has a
crystal key, but it was shattered during -the fight. If
vou have a piece of quartz crystal, turn to 289. If you
do not have the crystal.but do have a vial of acid, tum
to 131 If you have neither, tum to-261.. .

:r! -:, f': ;-: E ..' '1\ 31 I ;. el [ I
R.AX climbsup first, using the jets in his cyber-boots
to give him extra speed.iSlash follows, literally leaping
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sh'axght up' and grabbmg the rungs: 1n51de the- sha&
itself. Trident is. slower: his weapon hand makes it
harder for him to hold the nungs. By: the: tithe it is
your turn, the Cybersaur'is almostiupon you and it
snaps at your legs with. its chain-saw jaws: Roll one
dice (if you:know! it, you .can use the Phase Special
Move :to add 1 to: your Speed Rating :for this roll
before. you roll:the dice). If the number irolled is less
than or equal to your Speed Rating, tumn to 284 If itis
greater: than _‘,'{)l.ll' Speed, tum to 193 ' '

32

Midknight nc;ds and ;viteps forward, s‘frdllirfg _ﬁlo‘ng {-Ee;

tunnel as if on a seaside promenade. For d: moment
you think he has gone mad, but then you realize that
he is walking in complete silence. He soon disappears
into the dark and you wait with baited breath, sweating
nervously as the tension miounts. Then the silence:is
broken by a scream :of terror,. followed by confused

crashing and banging sounds. You hear shots: ‘Arght
It's a ghost!” Then a light flares up about fifty metres

ahead. Yousee Midknight rearing up, his arms raised,

and three strange figures, one of -which is ‘holding-a
torch, cowering away from him. They are short and .-

stocky, clearly mutants, to judge by their faces,: which
are noseless with over-large eyes. and knobbly ‘skulls.
One of them screams; Tt's not a ghost — it's a vampire!
Run!” With that, the.three mutants tum tail and race

away down the:tunnel at full speed; Shadow finds this -
very amusing: and laughstout doud, ‘a2 high, eerie,
-giggling noise that helps the mutant tbandits on. their -
way. You investigate their hiding place and find several .
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crude weapons; mainly pickaxes and the like.. Clearly
they planned, to ambush your. group. T rather enjoyed
that, Midknight says ‘Plty they muldnt stay for
dinnert” Tum to 133 e

By B§ # 2F L2 ;- :

A missile is:suddenly launched into thel air from a

rockel. turret; it. hurtles: towards you at a frightening

speed andiexplodes in one of the jet ‘copter’s engines.

“Brace yourselves:for impact,” Blade yells, as the "copter

spirals .down to.the ground. A wooden warehouse
rushes up to meet you and you smash in through its-
roof, then.everything goes black. Lose 3 Life Points.

You come round after a few seconds to find Blade

unstrapping - you from your seat. Desperately you

scramble: out of the wreckage and make  dash for a

hole:in .the wall  of the warehouse; Jetta; Larcen and

Blade are-close behind you. There is a colossal explo-
sion, and you are blown forward by the blast. Lose 1
more Life Point. You get up and dart out inte a dingy
alley jn an: industrial part of the city. Behind you, a
great ball of:flamie throws a cloud c-f roiling black
smokf into the air. Turn to 74.
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You are standmg waist deep in water, ‘inside" a; thuge
i underground cavern. Just behind :and below you, the
outlet pipe leads into the harbour:in front of you is 2
vast underground lake, Light streams-in from two. or
three natural openings in the roof of the cave; through
them you: can see: blue' sky and some clouds.: This
underground cave is just outside the city walls, nextito

the harbour, judging by the grass and nettles-you can

see growing round the edges of one of the openings

in the roof. In the middle of the lake, about two -or.

three hundred metres away, is a small island, made of
fallen earth and rock: from.above. It measures about
thirty mefres across and is: covered in_ vegetation::

bushes, trees and rushes. The edges. of the: cavem are
of solid rock, forming a thin strip of shore round the

underground lake. Will you wade o the island. in the

middle (tumn to 51} or make your way round the edge _

of the Iake to the: other sxde of the cave (tum to‘zﬁs)

. 4 e = AR '_r,5| . frdegts n.a% F

Sllddel'l]}?‘ there s a'lnudﬂcrashmg noise. and oneof the -
windows shatters: A rope: comes snaking -down, and:
you spot Larcen Tyler abseiling .in, closely followed

by Jetta and Blade! You can see that. they are fairly

badly beaten up, but I:hey 1 live. Iusl: as you are aboul: :

36 -
to greet’ one another?“one™of :the ventilator grilles
comes tumbling down :and Trident lumbers through it,
followed by Slash and R.AX; equally battered.: None
of you <an suppress your. joy. at ithe sight of one
another, and there is;much embracing:and slapping of
backs. You have ‘to:shout to bring themuunder control,
reminding them: that you aresall standing in the very
centre of the Overlord’s domain: You realize that the
cube must be the ‘brain’ of the Overlord, but it is-aiso
clearly ivirtually indestructible: it would: take a nuclear
bomb to destroy it. Blade tells you that he could make
one, butiLarcen points out.that setting .off a nuke here -
would k.[ﬂ a lobc-f umacent cwzhans hvmg in the C1l'y :

And us. too, mc:dentalfy Xavier pom’rs out. W}u-:h
CyberCage do vou have? If you do not have one at all,
turn to 121, If you have Midknight's CyberCage, tumn to
15. If you'have Orgin Chard's!CyberCage, turn to 154

1: _-"

Ynu dmre 'a side’ kn:k at hts gronn mtenchng l'Dﬁ follow

it up with & foot aimed at his head, but the Overlord .
is not: so: easily fooled a second time: he leaps high
over ‘your first strike-and kicks-you in the face before
you can complete the rest iof your move. You stagger -
back and: he lands in front of you. Placing his left hand

PE -
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on vour chest, he hooks his left leg round’ yours-and
pushes. You fall flat on'your back and he drops to.cne
knee beside you, simultaneously shouting and chop-
ping his right hand down at your chest. You lose 4
Life Peints. If vou are down to 'zero Life Points, turn
immediately to z5%. If you are still alive, you have
only seconds before the Overlord is going to finish
you; the fear of death gives you the strength to roll
aside out of his reach. You spring to your feet as fast
as you can, but he is upon you again with a flurry of
attacks. Roll one dice for the Overlord. If the number
rolled is less than or equal to your Defence, hum to 55.
If it is higher than your Defence, tum to 270. . -

< 157 7 ®E
After a few seconds Tien Hsueh somersaults through
the air towards you, then thrusts a hand forward,
fingers curled and clawing at your face. .Roll- one
dice for your opponent, but subtract 1 since vou
were ready:for him. If the result is less than orequal to
vour Defence, turn at once to 149. If the.result is
greater than your Defence, you try to sidestep and
catch his hand, but you are too slow, and his fingers
dig into the soft flesh of your face; lose 3 Life Points.
If you are still alive, he bellows:a guttural ay and
pushes your head back with his hand. You feel a

strange buming sensation, as some kind of energy.

N ]

fows intb' you*from' his hand, and you begin'tofeel
weak. If you know the Energy Block skill and want to
usc it {assumung you have the:':lnner_Sl'rength.: to do
sa), cross off 7 point of Inner Strength- and: tum at
once to 136. Otherwise,; you struggle to overthrow
this strange energy attack. Rollone dice. If the number
rolled is greater than'your Recovery ‘Rating, Itum
immediately to 48. 1f it is less thanior equal te your
Recovery, you manage to throw off its effects and the
Poison Finger Master growls in frustration. Will you
now close in ard try ‘some punches to his head and
body (tum to 218); try a low kick, followed by a
roundhouse kick to his head (turn to 108} or try t

throw him (tum to 10)? i : _' 2 ;

T W I
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Roll one dice’and add 1:if your Fighting Style is
Aikido: or ‘Jujuisu.Jf you score lesd than or equal to -
Piledriver's Defencé of 3, tum immediately to 266. If
you score more: than /3, youf spin aside at the last
moment. As he.charges past.you'place a hand behind
his head and push; - this added momentum sends him
crashing into the wall with bone-jarring force. He loses
your Power Rating in Life Points. He bounces back:

from: the wall and turns. to' face* you, _5pi{'ting;_bloocl.'

.l E

Turnio 133.. =1 TR
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ST g Eges, W oE  §teg P
Atone and Garoud told you that the scientist, Orgin
Chard, should be found sealed in a cell on the other -
side of the brick wall in this room. You knock on the -
wall and are gratified to hear an answering tap. Quickly
vou use the mining drill, and it is not long before you
have made an adequate opening in the wall. Inside isa :
small chamber with a bed, a table and chair. There are
no doors; food and drink come from an automatic
dispenser on one wall.-A figure is huddled behind the
desk. ‘Who's there? he asks querulously. Is this another
of the Overlord's tricks? You tell him that you have a
rose from Atone, and the figure steps out of hiding.
He looks strange indeed, with an oversized forehead
and- a thin, gangling body. He is dressed in prison
rags, and you notice that he has six long fingers with
an extra joint on each hand. As you help him out of
his cell, he explains. that he was genetically engineered
by the Overlord for work in. the labs, but he rebelled
and the Overlord had him imprisoned in an attempt to
force him to complete. his work on computer: systems.
You tell him' that.the Eternal Champion has sent you
to destroy the Overlord:once iand for all, and the little
scientist’s eyes fill with hope. T will do all in my
power to help, he squeaks bravely. You learn from
Orgin that the Overlord’s mind is safe inside:a huge,
indestructible htanium cube, the Core,; somewhere
above you in the Citadel. The only way to-defeat him
is to wire your brain into the cyberspace inside the
cube and then to fight the Overlord mind to mind,
battling within the confines of computermemory banks
and circuits. To connect your braini to the computer

i
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mind of the Overlord youswillneed ai ‘neutalinterface’,
a special kind of helmet. Although Orgin cannot build
you such a device, apparently he can ronstruct a
CyberCage chip to attach: to the cube; this will shut
down any electronic escape routes, ensuring that the
Overlord will not be-able to get away; once you have
entered his world. However, he needs an electronics
workshop. You willl have to press on upwardsiinto the
~ Citadel in search of such a workshop andia neural
¢ helmet. Turn to 23. i L

falo i oz .-.\_Eu-§|':

" The ninja tries ta block; but; ;your strike is too fast. He
staggers back from yourblow, and you foflow up with

a devastatingiside kick to the dhestithat slams him into

the wall. He sirks to.the ‘ground, inert. ‘Nice work —I"
didnt have to do:a thmgliz]ettai*aays qmetly i your__
ear. Tumn to 278.: £ B BE L He TP
it i a, mMiis ;: s :_E . ey
TN 1L gy g '-,"é.'-
You step forward amk stamp down at l'us nght foot
driving your heel into his 1nst'ep ‘Ouch! he screarns;
That's not fair!” He jumps back, hopping on one -leg.:
and holding his’ injured foot. You close in, hoping to -
. * sweep his other! foot from under:him with your leg
and smash an open-handed strike at his face to push”

l'_-.-'.:ﬂ |

hn’n Over.: Roll one: dlCB‘ addmg E your Flghl:mg .
style is Ninjutsu, Jujutsu or Savate. If the result is less -
than or equal to his Defenwe of 3, tirn immediately to
254.:If the result is greater than 3,:you dnock him flat - ;
on his: back. and: he loses ‘your: Power Rating, in Life

Points; If he is down to z ‘or fewer, Life Points, tum to *

230.  Othérwise, -he blasts a-balt of lightning at you
from' the ‘ground. You have -to jump. back.to.avoid i, .
giving him time to get to his feet. Will you now try to
hammer- his head with your- fists (tum to 166), try to .
get him in-a choke-hold (tum to 245) or- wait for his
srnke ’chen counter—attack w1l:h akick (tum ho ?7)?

S Wit 2 i "i .
15' 5 H L G 42: =-' H B
Cmuchmg down, you huddle behmd l:he shield, trymg
to- cover as ‘much of your body as possible, tumning
your head away from the direction of attack. You hear
a horrible drumming sound. as dozens of tiny -blades |
rattle against the:shield:like shrapnel. However, several -
of the knives actually penetralce the shield;and prick
your armt; ‘lose, 1 Life: Point. If you are-still. alive, .you
see your: trapped companions: feverishly “trying to
break -out; :Many::more small: knives sthud- into the -
tubes; :and :you see. Mldlﬂ'ught s head, jerk back reflex- :
ively -as he:stares.at a dart.in front. of. his face. After -
the cmslaught is-over, you find that ithe: shield. has :
been virtually shredded and is useless now {cross: it-off -
vour Adventure. Sheef).: You get. to your feet in time to .
see Kaisho. throw: the cloak. aside. She falls .into a " :

stance smore like that of 2 ballet dancer.than of a .
martial-. artist, standing: ‘on tip-toe, ‘her” kneesbent/

holding her hands. together in.front of her. Then she
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leaps forward, spinninig in the “air‘and ‘extending iher
right arm. She lands and leaps even hifzher,!spinriing
and whipping her fist like a tornado at your head. Her
long sleeve must have a: weight at the end of it, for'it
too is whipping. towards you. Will you try to block
her attack with a forearm (burn to 120) or lean back te
avoid it, simultaneously driving a stralght kick: at her
as she comes in (tum to 214}?

vkl

- - If your ca]f is Stalned wﬂ:h grey, tum at orce to 146.

Reduce 'the time number of your CyberCage by 1. If it
is down to zerp, turn:immediately to gg: If it is not,
you drop to:the ground in a slide and:ibefore the
Crverlord car' react, yvou hook one calf behind his knee,
and heave, bringing him toppling to the ground, face

first. He gasps in pain, the sound muffled by the floor,.

and loses 4 Life Points.:If he is down to zero -Life
Points, tum straight away to-290. If he is still alive,
you notice a mark where your calf rubbed against the
Qverlord's leg. It is causing you no discomfort, but
make a note on your Adoenture Sheei that vour calf has
been stained a grey colour.  The Overlord recovers

guickly; as you bring'your knees up to vour chest and .

4445

snap your leégs straight, flipping.to land-nimbly upright,
he is already-on, his;feet ahead-.of you:But you still:
haveithe initiatives What will you.de. now? :

S SO 5 U L3 S NS o LR i T S ¥ B
Triphim with another fant sweep? Tum to 146 ;
Close in to atl-empf a grapplmg lock? : Turn to 235 -
Try apunch? - o . . Tumto 25
Try a kxck? | “Tum to 189:

The four of You furn {'o face the glant Cybersaur T- ;
Rex. You battle bravely but there is little you can do
to damage it. One by one; you are “crushed by its jaws
or shredded by the.talons,-until only you are left. You
try to escape, but: it pins.your legs beneath one foot
and bites youwin two. Your adventure ends here.. -

S Al : £ 5
Lookmg arc-und, you see tha‘t all the ‘Enforcers are
down. Mldkmght is nurding a: Bruised elbow,’ but
Xavier is unhurt, l‘wnﬂmg his _staff triumphantly. “An--

other victory for the supreme ‘Champions he boasts. :

‘Don’t be so sure, my friend.” Midknight says, pointing .
at the; body of:the Captain. You nelice a red;warning
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light that is winking rapi&ljﬁi ofi Bhie’side: of his thelrnet.

T think that is a signal to-his superiors, reporting that
he and his: squad are down — we can expect more

trauble soon,” Midknight, rasps, his.eyes catching the
ted light eerily. If you have a Rebel Rose, l-um to 264.
H you haven' l' turn to :[72 .

46 I i ; i - s
She Ehmsts a spike straight at your face and you
attempt to block. Roll one dice for. Jaluda. If the

number rolled is greater: than your Defence; you: are
too slow and she hits you: you, lose 3 Life Points and
fall back, unable to complete your own attack. Go-
straight to the combat options at the bottom of the’

_paragraph. If she scores. less than or equal to your
Defence, youiuse a:cross-armed block, so that her
foreanm is lodged between your crossed hands..You

close your right hand round her wrist and yank her -

forward, pulling her off balance. Then you let go of her

hand and step in to her, smashing your upper arm and-
shoulder into her neck Roll one dice, adding 1 if your -

Fighting Skyle is Aikido or Iu]utsu If you beat her
‘Defence of 4. she.is knocked flat on her back and loses

your Power Rating:in Life Points. K ishe is down to 5

: 535 g

or fewer Life Poinﬁ,i urn 67 :m If YO :SCOTe., less tHar |
or- equal to 4, :she:rolls: forward under your arm,:
avmdmg your-attack.: B EtE LB W

In any casé, what wﬂ[ }mu fry ru)w? Wdl du attack
with a kick (I:urn to 83) ora punch (turn ta :37}?

" E oL IR T OMF. B L
The boy-hops uprand :down excitedly. Thanks — you
wori'ti iregret! i1’ Larcen:! introduces® himself to Jimmmi,
telling: him; that: you are:all,Champions of the Eternal
One and that Jimmi is;now an honorary Champion. At
this, Jimmi grins happily. Jetta shakes his hand formally,
then winks at him. Blade just growls.: You carry on
along - the. corridor ‘until it opens out into- a large
storeroom,: full of jumbled equipment, where, to:their.
great: relief; Blade: and Larcén find their gear. You also
find a strange-looking helmeti It is covered in:gadgetry,
and little pads an the inside connect-to various parts
of-the skull. ‘Itsis a neural:helmet,” Blade explains, ‘used
for entering: Cyberspace with your mind. The Grandmas-
ter must've used it to:communicate with-the Overlord .
face to. face, inside his computer world.” Make a note -
that .you: have the Neural Helmet on your Adventure
Sheet. - i+ . .- fE
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Jinhini;* rummaging: through'a pile .of :rubbish; - comes
upi with=a miniaturized. computer . terminal .that “he
_straps on to his forearm. My -Sega: terminal;’<he; says
excitedly. “'Withe ;this. little  gizmo - I can. get rinto -any
cyber network, an},rwherel Y e

s I
‘Blade ‘begins to take"an*interest. :n"i-he"bojr and 'asks
~ him: some technical -questions -about computers. Then
- he ¢omes. over to you and says, ‘It seems you made
the right decision after all. The kid cari use his hacking
skills to get into.the Overlord’s.computer brain and
set up 2 CyberCage. program. How long he can keep
the Overlord trapped is another mal-ter but he seems
to know his stuff.” % = W I

There is nothing e!se of interest here and tl'te only_l
way out: seeins to ‘bet back :the :wayi you camesior

upwards via'a‘lift. There:#svonly ore button, marked

‘the .Roof’. Then- you hear isounds coming' from:the
corridor. etta, who has been standing: gusrd; tells you .

that cybbrgininjas are:on their-way; a lot of them-You

. have htl'le chonce but to l‘ry the lift. Tum to111. gindl

43—49

EEREITE LK .-43 rengl .
The energy of his- sl'nke overwhelms your brair. You
fall ko .one knee, laid low: by the power of the,Poison
Finger Way. The Ilast: ‘thing - you remiember .is the
ground coming up to meet you,as you pass outh Your
adventure ends here s :

4 '._'-f | T el
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Slash

F:ghtmgﬂSty!f Pam.
Timie-zone uf nngm 25,000 BC ; : FH g !

:i n H I 3
*’mpeﬂmm:ﬁ Huge, hu]kng ape= man, dressed in the skm
of a bear he slew in single. combat.., 2 i £ o

Mannerisms: Gruff and rude Plcks lu& — :teeth etc
in public:.. -~

Spfech Chamcteﬂstu: Spea]:s in, gutfural p:dgm Growls"' |
alok 22 2.0 = i 3 i

ereso’D:shkﬂs Slash is’ fasmnatecll by fu‘e Whe‘ﬂever he
sees-fire;she, will :often stop whatever he:is: doing .and .
will-gaze at:the flames for hours. His rude mannerisms

belie his unusual intelligence. He is cunning.and while -

he does not understand much. of .modern technology,
it does not scare him, and he is not easily fooled. He

also loves to inflict pain on:his enemies, which he does =

with ‘great: skill and gusto;:He‘has: become 2 good -
friendsof; Trident the Atlantean: As,both are,not quite "

‘human, .itsis .only natural;that they should hit; it off.
‘Slash is very., fond. of ]etta Maxx —sunforlrunately she:’
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-doesn't feek thewsarﬁe way about him_ He gets on well
with RAX. (both enjoy ﬁghhng) but he doesnt hke
Midknight and Xawer : .

Notes 2 0¥ =1 : F o Goem
The shaman of his tnbe was about to have Slash
stoned to death .for discovering how to make fire
when the Eternal Champion saved him. Now he fights
- for the Champion far in the future {to him, that is). He
is the strongest of all the Champions — but also the
least skilled. He loves to charge in and clobber as
_ many of the enemy as he can but with no regard for
! his own defenice. He's not very disciplined and:is
difficult, to control but; if he's pointed in the right
direction and left to -get on with it, - he can be a
devasfatmg force in the attack. S

When you are ready. rel'um l:o 100.; = oo _,: 255

¥ (o : : : :
_As you had hoped, T sends the‘ iron rmg whlstlmg-
. towards you. Whipping your arm inta: the hair rope
" causes the ring to twist round your:wrist. Almost
snmu]tmeously, you pull on, the l:ord and leap into a

_51

flying' kick.*The” Grandmaster was not expecting this;
he takes an involuntary step forward: and your foot
smashes into -his face: -the Grandmaster loses your
Power Rating in: Life Points. The force of your kick
sends himireeling back, and he lets go of the kyatetsu- -
shoge. Immediately he somersaults:into a handstand
and then flies backwards to:the altar andi grabs a
ninjato — a ninja sword — in its scabbard from behind
the altar- As you disentangle’ the cord from your arm,
he jumps towards you again, coming; to a halt a metre
away. ‘His left hand is on the scabbard, his other on
the hilt, poised o draw: Roll one dice. You can use the
Phase Special Move to;add 1 temporarily to vour
Speed, if you know it, but you must cross off the Inner
Strength point before rolling the dice. If the number
rolled is less than or lequal to your Speed, tum o 297.
If it is greater | than your Speed, turn to 222.

.5 ;= o i,.,- A ] E" :
'Must we? SlasH asks resignedly. Trident; ads the.
way as you wade warily towards the island. Then
Trident stops and tells you that the bottom of the lake
falls away suddenly, and that you'd have to swim the

rest of theway. |

Well 1 ain't doing no more swimming, even lf the
Etemal One himself begged me ol says. RAX

‘Me neither,” Slash agrees emphatically. i
‘Hurmanss, baht’ Trident mutters quietly. Will y you aban-

.don the island and walk round the shores of the lake :
(tumn to 285) or tell R.A.X. and Slash to wait while you

and Trident investigate the island (turn to 293}
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The sword cuts into you painfully.:Lose 6 Life Points.
If you are stilk.alive, you gasp ‘in agony and fall
backwards to the -ground.: The wound is grievious,
and you are in shock, too weak to act. Jaluda strides
over to where you lie, intent on finishing you off; "
then Larcen appears abeve you. Jaluda snarls in rage
and delivers an overhead cut at Larcen’s head, but
he steps forward to meet it, snapping up the palm
of his hand to intercept the: sword. You think for a
moment the must have gone mad — surely the: sword
will cut his hand in two! But there is a resounding
clang, and you realize that Larcen has parried with
his ‘Cat’s :Claw’, .a:kind of metal knuckleduster used
for climbing and combat. Jaluda'si eyes widen !in sur-
prise. — her sword has lodged between the spikes.
Larceri twists the sword down and to the right, then’
he ‘steps forward, hammering his other fist down at
her wrists. She cries out and drops the sword. Mean-
while you have. time to" gather your wits and regain
your feet.- . .1 ¥ L Tl g
Suddenly, a ninja lcaps through the air in a flying kick,
catching Larcen on .the shoulder, and he is propelled
aside. Yau find yourself face to face with Jaluda once
more. She reaches into her belt and pulls out-two iron
truncheons, called Jitte, with red tassels hanging from

the hilt, She holds one in-each hand and closes in on ‘

you. ‘This itime you:won't be so lucky,’ she grates -
through gritted teeth. Will iyou 'cdunter withi a kick
(tum to 83%), a throw (furnito 46) 'or a punch {turn

to 23702 = :
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When you say thatthe Overlord is’ j.rOm' ‘enemy, the
mutant,. Garoud, smiles. broadly: However, a voice

“from behind him : shoul:s ’What‘ have you found, you
fﬂthy mutie scuml” ;' .

: Garoud yells back cnver }us shoulder Nol:hmg yef
Ca.p['am Just give me a minute;to clear the ground!

‘Well, hurry up,” the Caplain replies grufﬂy from the
far side. Garoud whispers for you to wait here, and he
steps back into the tunnel he came: from: Although
Garcud smiles as ‘he leaves,' Midknight questions

:+ whether he can be trusted: If your order Shadow to
attack him immediately, turn t6 29. If yvou want to-
escape through the railway tunnel, tum to! '236. IF You

wait for Garoud to return, turn to 91. -:5 =

Ycu Shreep both‘" your forearms’ up and block her

double- strike; then with a shout you bring your fists: |
together on either side of her head. The Master of the -

. Devil’s Hand dropq at 'your feet, beaten at last. Tum

. 30. | i s w T

U EEs6

5 C8¥E o peang x 55 A gl ' i

l?.szgiucer the hme number of your,aCyberCage by i If
is.down to zero, turn, immediately. to:g9. If it is not, he - ..

chops-a hand at the side of your.neck, but you duck
under it :and- he follows: this up. with. 4 chop ‘to the
other side of your neck. Giving:ground fast, you block_'
desperately: With; unrelenting. rapidity, the Overlord
closes his hand: into a fist and snaps his' arm straight, -
brying to sdrive .his:knuckles ‘against, the - bridge : of

your nose. You are: hard pressed, but you manage to

bring your forearm. across the, top of, your head, just
in, time -to intercept .the blow.. Bare]y moments. later, - -
he. whiplashes the. side of one foot-at your throat in
a.side kick, but you slap his foot: aside with your
hand. .The, force of the parry. spins him arouncl and
you tal{e the. chance to Jeap back out of ;range,awhlle
the..sounds: of his shouts_echo into Cyberspace. The

Overlord. is. tumning to face ‘you, and you take the ..
opportumty to counl'er-al'tack -What w1ll you l-r:,r _‘

“0“’7 o im T el
A stralght thrust htk at hls rmdrlfﬁr ']Jum {'o s
“ A spinning backkick? - b ws Turn to 257 -
VA roundhouse kick to. the head? Tum to 209 .
Apunch? vy : Turn ko 2555

' _A_throw?_.-.."'- : . Tumntoz_

e i--:-.';-".|”;-,'.'l_;."%'i' B :i.s:-"'-_-:?e_‘@ '

I56 : ; 131 + :‘ =

_Medted1 isa large mer:llc:al facﬂnty.a It looks aasuf it i3
‘used primarily for modifying humans; changing them
_into cyborg servants: of the Overlord.But you find an
. Autodoc system, .a robotic surgeon. Your companions
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make use of it to heal some of their superficial wounds.
You.can do the same. Roll one dice.: If the number
rolled is less than .or equal to your Recovery:Rating,
you get back up to 5 Life Points: If. you: score more
than your Recovery Rating, youiget back only 2. Life
- Points. As you:are leaving, the Championi you: left
monitoring the Cybermarines is hurrying to meet you:
it seems the marines are already in the Mining Control

Centre, and you will have to vacate this-area nnmedl-
ately! Tum to g. - w ol o B ou . B

: # Tk 52 " T & 3 o
“You twist the dial. A siren sounds and the inside of
the coffin goes dark. Red wamning lights flicker on and
the readout comes up with a message: ‘Bio systems
shutdown. :Subject is terminated.” It seems that you
have killed Roger Wells. ‘Ch well,” Trident shrugs
flippantly.

‘Good . going, boss. RA. X jeers. You 51gh resxgnedly,

some people would thank you for killing the creator of .

the Overlord, but others would say he was only an
innocent dupe. Certainly hei could have given you
some tips on how o deal with the Overlord. There is
nothing else left to do here, so you leave; bumn to 8.

I-'- : :n ;' e . . 58 i .:- .‘.u -' i i h\ ‘
You Urder Xawerito eat one. of the toadstoo]s That [
will not do, for all the tea in Chinal’ he retorts.;; ..

‘Shadow? you ask. She énéiiles_and shakes her head.

‘And I cannot be sure what the fungoid growth would
do to my altered metabolism,” Midknight adds: quickly.
You have no choice but to try it yoursclf. Gingerly
you pick-one of the greasy toadstools. It slides down -
your throat -like raw shellfish, and tastes like dog
sweal. But: the effect it has is beneficial: you feel a
surge of energy — add 1 to your Inner Strength.. You
harvest the remaining toadstools — there are four left ~

and you give one to each of your companions, keeping
the last for yourself. Note that you have a toadstool
that, can be used once at any time to add 1 point, to
your Inner Strength. You contmue on your way. Tum
t'D,:5n 4 4 g8 2 8 ¥R #e 5 W

I;‘ i ..“ i._ ._'.-'I' *oog

As you step back, your legs braced am:l arms pmsed to
block, so .does: the figure in front of you. You realize
that : you. are - looking in a mirror! Suddenly- it tips
forward: towards you and shatters on the:ground. A
ninja steps out of the dark, holding-a long ‘tube in his
hands. There is a click, then a cloud of yellowish, gas



* shoots ot of ‘the “end ‘of: the tube: You' afe’ alert
enough to hold svour breath; but: Jetta: is taken: by
“surprise and breathes in‘a lungful of the gas. Coughing,
~ she sinks to her knees.and passes. out." The ninja
attacks you, using the tube as a baton. You'must fight
him. (He hasi ¢ Life Points, a. ﬁefence of: 3 and a Power
-oE;)Ifyouwm turn’c0234 e B E S
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 "Sure, Ill fry anythmg once,’ Blade Says gamely ‘He
= wraps his arms and feet' round, the cable and inches his
way down, dangling, from; it precariously. He :imakes it
safely to.the other side. Unfortunately, he- cannot get
Hrom the cable.to the window-ledge — it‘is too far.
" ‘There is nothing more he can do, so he starts to; work

. his way back up the cable, It takes: him much longer.to.
~ climb back up. Suddenly the lift door opens; spewing’

forth several ninjas. By now your position, is known,

and i‘hey are“soon reinforced by Enforcers:and Cyber..
marines, anmed with plasma rifles. Some: have been

flown over from the Citadel by jet ‘copter. A ninja
sword cuts the cable and Blade plummets to his death.

The rest of you battle bravely, but eventually you-are .

ali overwhelmed and killed. Your adventure ends here

k- 3
v
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Wll:h a deF’c HiCI( of the wrist you catch the incoming

bolt, plucking it. out of the air. You look: up-to see an
enraged- Master of Destruction running siraight at .
you. Quickly you thraw -the bolt back at him, but it
glances harmlessly ‘off his body armour.  He :roars a
battle cry and leaps-at you, bearing you to the ‘ground,
then he lands on top of you, driving the piledriver at
your head. Desperately, vou manage to grab it with
your hands, but his strength is enormous. He bares his -
teeth: and redoubles his efforts, leaning into it, forcing
the hammering piledriver at your head. Inexarably it
gets closer and doser. Try as you might, you cannot
keep it away! Finally you reach up with your left hand,
scrabbling for the wires and cables that power his
cyborg arm - but can you hold him:at bay for long
enough with only one hand? Roll one dice, subtracting
1 -if - you know. and wish to use the Power Strike
Special Move (remember to cross off 1 point of Inner
Strength before you roll the dice). If you:score less. than
or equal to your Power Rating, tum to 231 If youl
score more than your Power; tumn to94. -

Yotr opponent steps forwardtand thrusts the stiletto
stick straight at you;face. You lean back and.try o
catch his wrist in one hand. Roll one dice.:df the
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reSult is I'ugher than your Defence yoﬁ friiss: ancl ‘he
gashes your face; lose 3 Life Points. If the result:is less
than or equal to your Defence, you catch his. wrist and

bwist his arm into a lock, forcing him backwards, and

you chop your.other hand .down at his chest.:Roll one
dice, adding 1'if your Fighting Style is Aikido, Jujirtsu
or Ninjutso. If. you froll ‘less*than .or' equal to his

Defence of 4. he evades . your attack. If-you beat his
Defence; your '‘blow gets home and he loses: your

Power Rating in Life Points. If he:is down ko “zero ior
fewer Life Points: tum at onice to ;-s B

He drops backwards and rolls away,,teanrlg his wnst
.out of yaur grasp.. W111 'you now try a low kick (turn

to 196) or lift up'a knee to feint -a kick. then. lu.nge:

foma:d and lash a fist at his face (tum {o 251)?

hE e TEOHE

;o Try as you maéy, you cannok’ revwE hlm he rémains: in

a coma, orv the brink of life and death. You :cannot
spend any more time here and decide to leave; tumn: to.
8. " £ '-“ P OB 4 -. e B 1
You hit the'grotind: as fast. as'you ‘cdn whiles cloud’of

a myriad deadly blades passes’ overhead with:a whis~

. tling hum. You cannot avcnd them al[ and two tmy

1

as 3he comes in (turn to :.14)? .

o ea

darts ‘embed themselves inyour shoulder; lose 2 Life °
Points. If you are still alive; rolling forward,«you catch
a glimpse of your trapped companions. Dozens. of
small : knives- thud into the kubes, and you see Mid-
knight's .head jerk .back reflexively. as;he stares at a
dart in front of his‘ face. You:roll:to your-feet.in time
to see Kaisho throw the cloak aside. She falls into a
stance’ more fike that of a ballet dancer than of a
martial -artist,: standing: on tip-toes, her knees bent,
holding her:hands ’mgether iﬁ front of her. Then she
leaps onward, spinning.in the air and extending her
right: arm. She lands and leaps even higher, spinning
and whipping her fist like a tornado at yourihead. Her
long sleeve must have a weight af its end, for it too is
whipping -towards you: Will you try tor block her
attack with a: forearm {fum to 1zeo} or lean back to
avoid it; simultaneously driving a stranghl: knck at her
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Pad %r = 65" e EREL
.\\\\ \ \ \‘ ! / / / / / / o You! experience ‘a 5|ckerung' 1urch c-f dlsorlentatmn,"f

then- find yourselfé standing ir¢!the*middle of a vast,

\ ] limitless plain of light that hurt After a few:
ENANRRY \\ 1] 7/ / / v R L sl

| | f LA : more.: The ground is a dull greyish white in colour,

featirreless and flat, stretchmg away in-all directions as
HI A 777 far as the eye can see, and it is criss-crossed with
geometrically arranged; thin black lines like a circuit

S————— board. Looking down, your body seems to be as real
2 : i3 as.it: ever. was, even' down o the clothes' you:are
i 2§ o aw wearing. The neural helmet has:analysed your mind
= E - and reproduced it in computer form. You. can: feel the
e helmet on your head and, when you tum, you notice
 § W four ethereal cables nmning from the helmet and
‘ disappearing into tiny holes that seem to hang in;the
air itself. Your hand passes through these cables as if

e — they did not exist —ghostly reflections:of your lifeline :

to the world outside. A Famt elecl:romc hum pervades |
the air. 1 { .__-:.__.4:. = Ea'd & L

j \ , ; In thc dlSl'aI'lCE you observie a strange black cIoud Tike
: LN N gathering stormclouds. It hurtles towards you at incred-
} ; \ ; ; ible' speed: and then stops, hanging irs the air, roiling
' c N N N and'churning. A'lancing beam of tubylight spears out

1 : N N from the. ceiling into the cloud andtbegins to. oscillate
L% . rapidly, sketching in a figure that quickly ‘materializes
“ .  within the cloud. First it creates a-wire-mesh. figure of -
] \l, X 5 N - d'man, then 4t begms shading in the :squares. The <~

| = AN N figure that coalesces s a perfectly formed -human;
\ L RStk heavily muscled -and: powerful.. He''is smooth and

: halrless coloured pale grey rand wnih a gnd—hke mesh

Lo«
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of lines'all over his body The eyes are twin orbs of
glowing energy and; when he speaks,-the interior- of
his mouth is a black veid. Tum to 201, .:: . - :

d 66 - g s
You swim up into the pipée. You can see hght streaming
in from above, then you spot Trident coming down
towards you [HHe grabs vou and kicks upwards,: his
-speed so much greater than yours underwater. You
reach the surface of the water and gasp for air. Turn

to 34. _'_ : 2 . B LB g

: i el -67’ : ; E A= =
The Enforcer collapses as your foot crashes against the
side of his head with' punishing force, but the Captain -
manages to step back just in time. He glares at you
angrily, his fists balled: The sights and sounds of battle”
echo in the cavem round you: the flash of Shadow’s:’

. smoke bomb, the crack of energy whips, Xavier's
* shout ashe strikes with the staff, and the rubyiglow of

Midknight's hypnotic gaze. It looks as ‘though your

Champions are making short ‘work of the Enforcers —

i

88

you'v\;ilf have: to ‘do the Sanie-a-gaiﬁst your oppbﬁeht,
You must fight the Captain, round by:round. He has a
Defence of 3, a Power Rating of 4 and g Life Pomts,

He attacks firsl: If you win, fum to 45.

Your élbow "slams -home, making . the Poison Finger
Master gasp, the. air driven out of him by the force of
your blow; he loses your Power Rating in Life Points. If
he is down fo.3 or fewer Life Points, tum to 267.
Otherwise, you :are still holding his; arm, so you spin
around and drop to one knee.:Off balance and unable
to resist, your opponent is. hurled over your shoulder. -
He rolls. with the throw however, catapulting himself
into: the air and just dodging your follow-up punch. -
‘He somersaults and spins in the air to land facing you,
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. massaging a rib. ;Then:he adopts a.stance,: holding: his
hands like claws»in front of his face. Will .you now
" close in and kry some punches to his head and body
(furn to-218), fry a low kick, followed by a roundhouse
kick to his head {tum to 108) or tl'},? to thmw hlm (tum
to.1o)? -

: & 69 v '

; Blade Mldkmght 3 Xavmr examiné the cube AFter a
-brief discussion, Blade comes over toyou and. an-
nounces, ‘The only way to gel: to the. Overlord .is- to
enter: his electronic. home Asg 1 see it; Jimmi Jax; ]'l'll.lbl'
keep -the ‘Overlordi imprisoned with his.;CyberCage
hacking while your mirid enters Cyberspace and battles
the Overlord inside his computer world, defeating him
. befure the Overlord’'s anti-virus programs- penetrate
" Jimmi's‘ cage. Inside Cyberspace, to all intents and
' purposes you will feel as if ;you-are in. the ph}.rsmal
world. Of course, we sha][ need. a.neural helmet to
enter Cyberspace.” If you do #of-have a neural helmet,
~turn at once to-233. If you have, you-exphin to the
‘iothers what must-be done: Everyone agrees that it
should be: you who will wear, the :neural , helmet ;and
fight. the . Overlord, since youtare,.the I,best._:.martlal
artist. It is surprising how they grant-you this;accolade
so quickly, when,under. normal c1rcmnstances they
would not admit it at ,aﬂf .They all; wish you luck in

. their different ways: Shadow blows you a kiss, Larcen
" gives you; a conspiratorial wink, Trident flaps his; gills;

and so on. Jimmi;grins.at you, impishly, , plugs. his
. terminalintoi the cube and starts; ;tapping the keyboard
rapldly, turnito £95 P naedy i L

5"’1:-'—7 1

iR z.' ik £y - =1
Your fcot slams hnmé and you hear a cfan:k, a grunt of
pain and the sound of a-man vaulting backwards out -
of range. Note' that the Grandmaster has -lost: your
Power. Rating in Life Points. If he is down to zero or
fewer Life: Points, turn at once to 78. . Otherwise, the
lights flare up: unexpectedly and: you are ‘momentarily
blinded. With ‘your eyes narrowed-against the glare,
you: can just make out your opponent; some -three -
metres away, about to flurl his. sword: at you Jike a -
javelin. Roll one dice. You can‘use the Monkey Heart ™
Special Move, if you know it, to subtract 1 from this
roll-(but you musi: decide to use it before you roll the
dice). If the result is less than or équal to your. Defence
Rating,’ turn to 161. If the result is: greater than your :
Defence, turn to 240. ' 1

iy v R
e = i Ledman . F e e

The key ﬁts perfecﬂy There g @, ]ftﬂe ci‘mk and the;—_'
door slides-open to reveal a-dimly lit corridor; stretch-* -

'ing;away-into darkness: Cautiously .you step in, Jetta
close behind.: ‘Be careful,” she :whispers.: 'Who: knows:, -

whal trickis and traps 'the ninja have:left:for! unwanted:

“intruders? .:The ‘walls- are .of .sculpted storle.: Carven:
;'.gargoyles and 'demomc forms 5urge out as 1f o b1te;_
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and snap at those who walk this comridor. Without a
sound,s you glide along the straight, devil-linedicorri-
dor, your senses-alert and your hearf beating rapidly.
In the dim light. it seems as if the sculpted faces.and
figures are silently mocking :you; as you pass them,
your spine tingles in anticipation ~ you half expect
them to roar into life and devour you. - ; .¢e. -

Alter a while the corridor curves to the rié;hf. As qliet
as the void, you pause, feet apart, and crouch, Carefully
you look out and along the corridor. About four

metres away, a ninja guard stands beside a door, his

back to you. A ninjato sword is strapped to his.back.
Will you try to creep up behind him and launch a
surprise attack (turn to 160} or tell Jetta to throw her
Bladerang knlfe at him from here (tum to. 215)7

5'2

The Eternal Champlon tells you: that Larcen has an ally- '

in the city. "You ought to find him as scon as you can;

he may well prove .useful.” The. Eternal One W1shes'

vou luck, and you Ieave e

& !'

Next day, you mieet Larcen, ]etta and Blade on thE'
heli-pad of Fortress Etemnity. The jet ‘copter has been
brought to:the Fortress :by rebels, warring against
the Overlord in the dty. Its registration, Xz53H]

should still be registered with Megapolis Control.
Blade tells youilthat its cargo -is machinery for the

Overlord's factories and that he will be flying the’

‘copter — he’s the only one who knows how! Larcen

confirms that he has a contact in the dly, a iMr~

Y

Ferranti; whowill: be:able to'help. You ask Larceniwho -
Ferranti is. ‘Well,” he' drawls, T; guess you'd call-him a-
smuggler,: I suppose. . He- gets stuFf in. and out of e
Megapohs ycu know." & 1t e g :

‘How do ‘you come to know hlrn? you ask

Umm, just a busmess ccmtact he: mumbles ;and takeq a
swig.: fromba small. flask: The: unmistakable smell of
brandy: wafts across.to:your nostrils.. The' Eternal
Champion does snot. allow alcohol in the Fortress, but -
Larcen: has never-:been ome: to stick. to. srules : and
regulations. This- so-called: ally: sounds: more than a =
little dodgy to you, but. the .Eternal -Champion seems -
to trust him.: Anyway, all is;ready now and you beard
the ;jet "copter:Jetta and Larcen :sit together, and you
sit beside the taciturn Blade in the:cockpit. - :

The: flight lasts a couple of hours; then ‘you reach the
mountains, that overfook Megapolis- and catch your
first glimpse of Cyber City. Tum to.104. W R
Roll.one dice and 'add-1 if your Fighting Style is Kung -
Fu' ‘or. Ninjutsu.i If youw scoreless- than!orsequal:to - .
Piledriver's Defence of. 3, turn immediately,to.266. If

you score more than: 3, .at the last possible :moment." !

you-.drop prone, your back to: your opponent. He is
virtually -standing on top of you: when you drive a

mule-like'’ back ‘kick up under the ‘shield and into s

Piledriver’s groin: He grunts ir spain=and surprise,
doubles. &p, and crashes, head ifirst, into:the wall. He .-
loses : your Power Ratmg in Life Pointss By: the fime
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you have rolled aside 'and-leapt: to your-feet, Piledriver
has turned to:face you, his face:a rnask of pam Tm'n
t0133| L - . & ERE el 9 vun giee
74
You instruct [.arcen to take you ko’ his contact in the
city, Mr Ferranti. ‘His ibase is in the old quarter: of
Megapolis. It used to be d suburb, but now:it's
become a sprawling ghetto. The Overlord™ doesrt
bother with it much these days, so long as the people
don’t cause him any hrouble,” Larcen says as he leads
you through the back streets. You have to avaid a
couple of patrols of Enforcers — half-cyborg automata
under the control of the Owverlord. Here and there

surveillance cameras are scanning the streets, but- you

manage to steal past' them without being spotted. At
least you think you weren’t spotted, but you cannot be
sure. Soon you arrive in a part of the dty that is even
more run-down than the Test. Groups of people huddle
round charcoal fires and beggars accost you for hand-
outs. “This way,” Larcen says. Turn to 276. -

: R = w2 § oam g |: 5 5
Reduce the time rumber of your CYberCaSeabj' L it

is down to zero, turn immediately to ¢9. If it isinot, -

you bring your fist down in;a:great iarc at his neck.
Unfortunately the Overlord is.too: fast for you;: he

catches your.wrist and delivers-a snap-kick with'the

ball of his foot to vour solar plexus; you lose 2 Life

Points. If you are now down toizero Life Points, turn:

at once to 157. If you are still alive, he places the sole

of his foot on your stomach and falls backwards,

'_96-97 .:_

bringing you with' himi' Then’ helistraightens his leg ’
and sends you sailing over him. Roll one dice. If the
number rolled is less than or equal to your Equilibrium
Rating, tumn to 138. If it: is hlgher than your Equilib-
rium, burﬂto.z46 2 S
Iii j‘ﬁ i) & :
Nothing else of interest attracts ‘your attention in the
labs. As you areileaving, Midknight is: hurrying to
meet you; it seems that the marines are already in the
Mining Control Centre, and you will have to vacate

this area immediately! Tuntog. 3

: i 77 . Yo3m B :
Your opponent reaches far your head with both hands.
You lean.back and lash the ball -of your foot in a
straight thrust kick at his solar plexus. Roll jone dice,
adding 1 if your Fighting Style is;Karate, Kukhuxlng :
or Savate. If you score higheri than his Defence of 3, :
turn: immediately to 293. If not, his hands clase on
empty air just in front of your face. Before you can
exccute your kick, however, he flicks his fingers at
you, discharging several small bolts of electricity into
your face. You are jolted backwards and must lose 2
Life Points. If you are still alive, will you now try to.
hammer his head with your fists (furn to 166), try to
get him in a choke-hoid (turn to 245) or try to distract
him by stamping on his foot (fum o 4137
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The Grandmaster of ‘Ninjas fails to<get: up after. your ¢
last: blow. You search his body but find nothing. Then
Jetta groans: she is coming round. You help her to her
fcet and, though: she feels a little woozy, she; will soon.
be ﬂghhng fit.. The door,behind the altar is:unlocked,-
and you’and Tetta step through it into what is obvi-
ously a room: for interrogating prisoners. Larcen and
Bladeiare here, strapped to-chairs that look: like all-
purpose torture machines; they remind you of a visit!
to the dentist. __-'?Ef_ Son g e ; y SR RgaE g

Tetfal - It's good to' see ya' Larcen draw]s Ge’r me
outta here. pronto, :‘ﬂe\.feetheari:1|

Dont call mie swieethearﬂ Ietta retort‘s bul: she is -
srrulmg as she goes over to release Larcen._ ,

Blade nods at you. ”What took you SO lorfg? he grates .
angrily, Both of them have been roughed up abit, but -
you_got here before they had to suffer any real:
tortire; They have, been strlpped of all their equipment,
unfortunately. . Both are -keen to find I:heu gear and
think 1t|s hldden somewhere near by -j:? 1T B

Soon: you are-on your way agam  Another dc-or lcads

to .a‘corridor. that is lined with small prison‘cells. Most -
of them are empty, but as you pass the last-you hear a -
squeaky httle voice pzpe up from.. m31de Hey wait!
ETurn to: 169 A FiEe ,-..v%j-_- e R
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Shadow Yamwoto | ' _'
" Fighting Style: Ninjutsw/Taijutsu . .. -, |
Time-zone of arigin: AD 1993, Tokyo I

Apperance: Long, ﬂowir{g, black hair, black mask over
beautiful porcelain features. Her hair and long leather
boots conceal many ninja tools and weapons.

Mannerisms: She appears coy and mysterious, almost
childlike, quite charming in an innocent, schoolgirlish -
way. Naturally this is all a show, for undemeath she is

ruthless and calculating.

Speech Characteristic: Her voice is soft but insistent. She:
doesn’t expect to have to repeat herself. The accent is .
strange and varied — it is impossible to tell her country

of origin from her voice, | ; ; :

Likes/Dislikes: Since Faﬂmg from a Tokyo tower block,
she has developed a fear of igreat heights. (The Eternal
Champian rescued her before she hit the ground.) She
particularly dislikes missions in which she has to- abseil
or climb. She also has an unlucky number: 101. She

likes to make fun of Slash and Trident - and in such a -

way that they don't even realize she is doing it. As for

R.AX, she teases him cruelly — his discomfort is her
amusement. Secretly, however, she is flattered by the
attention he gives her. 'Heavens forbid. that he find :

out, though!’ she said to her friend, Jetta Maxx. Shadow
cultivates an .air,of mystery, shrouding herself in a web

of lies and contradictions — few people ever get o -

know the real Yamoto. ..

- :I_ ,.30:,'

Nofes 3 i = ps L = R
Back in Tokyo in 1993, Shadow defeated the assassin
the icorporation:sent after her-and thusprevented her
own death. She has defeated the Grandmaster of her-
old ninja clan, the Black Orchid. Now she is ready to
serve the Etemal Champion to the death, fiercely loval
to his ideals and plans for the future of humankind.
Shadow is the obvious choice to work with Midknight
and Xavier. Though some would describe’ them as a
vampire and:a black magician, she will not be fazed at
all by them. In fact, she'll probably enjoy it, so totally
unflappable is she. Watch out for her cruel sense of
humour, though, and her tendency to over-confidence.
When you are ready, turn back to rooi*

i :
z : 1
' e

s D | 8(; I----:i Wi
You canhot avoid-the tiny blade, and it slices across
your stomach. However, it is so small that the cut is

only superficial. You -look at your opponent, puzzied,

but he ‘is waiting -expectantly. Suddenly you feel a .
shatp stinging: sensation in the wound —ipoison! Roll |
one dice: If the number rolled: is greater:than your
Endurance. Rating, tumn.at.once to 122. If it is less than .
or equal to your Endurarice, .you feel as if your veins .
were full of fire, but your constilution is strong enough
to withstand the poison, and the agony passes.. Mean-
while your opponent % about to attack while you are
trying to throw off the effects of the poison. All at
once he is struck a sudden, devastating blow from
behind and falls forward; dead. Slash steps over his-

_body, grinning broadly and hefting his club. ‘Got him
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a goud one, he 3ays, helpmg you to your fee’c T
to 193 TR B g s ._ —
' ; .-'-:_z:i'.“:* G mesEs ¥ Lu S

: 81 .
.Throwmg your “head back,, )mu‘i manage to avond “fhie
weighted sleeve which whistles past, mere millimetres
from your face. ‘Simulfaneously you drive the ball of
your [oot in a straight thrust kick aimed at her back as
she spins away. (Note that she has ro Life'Points, a
Power of 3 and a Defence of 4.) Roll one dice, addmg
1 if your ‘Fighting btyle 15 Karate, Kickboxing or
Savate. If you want to use & Special Move, remember
to do so before ‘you roll the dice. If the result is less
than or equal to her Defence, she spins aside.’ f the
result is greater;than: her :Defence, your:blow hits
home, and she is knocked off balance and falls over.

* . She loses your Power Rating in Life Points. She:leaps

* quickly to her feet, looking at, you in'amazement and
what seems to be embarrassment. :

* Whether you hitther ar;n‘ot; 'she- nowi.s'tands : with Jher,
legs braced wide apart -and. her knees bent in a half-
crouch. Her forearms dre crossed, held closeito:her
. chest, ker hands balled iinto fists.:An unusual sstance,
© t you think to yourself; ityou'll have totbe, careful.: She

. wails. So do you. Then she; says, ‘Come: The marines.

* will arrive soon,” in:a istrange whisper. .She is right,
you will have: to attack: Will you feint withia low kick

.: then¥ punch at her. {turn to xo02),: drive the instep:of
. your right foot.at'the inside of her-knee, then snap

¢ a side kick up:at her. face (turn to ‘zy2}) of grab: for-
the Iapels of hen l'umn: and attempt a-throw (turn-~

t0144)? W g BegE L B 5

7. 8i-83

laiie & TIZ U ga L E R :
The stick whistles ‘down, and: you ‘step ‘back to ‘avoid
it. There is a click, and a stiletto flicks -out from its end,
nearly doubling its length! It is too-late to block. and
the tip of the blade serapes. down your shoulder; lose
3 Life Points. If you are still alive, the pain forces you
to retreat and :you cannot finish your -attack. The .
Grandmaster twirls the stick effortlessly in one hand, a
mocking smile playing about his lips. Will you now
wait for him to make a move, then counter-attack (turn
ta 62}, try a low kick (turn to 196)or lift up a knee to
feint a kick, then lunge forward and lash'a fist at his
face (hlm to a51)? ) = :

: 83 } ;
She drops to one knee driving the iron splkes at
vour midriff, in a lunging deuble thrust. Roll one
dice for Jaluda. If the number rolled is. higher than
your Defence, vou lose 3 Life Poinfs. If .it:is less
than or equal to your Defence, ‘you step:back in
time. In either case; if you are still alive, you leap
towards “her,: hammering a 'side kick down at her
head. Roll one dice, adding 1 if your Fighting Style
is Karate, Kickboxing or Savate.’If you beat her De-
fenceiof 4, she is knocked back dnd loses your Power
Rating in Life Points. If she is down to 3 or fewer Life -
Points, tumn to 12. If you score less than or equal to
4. you miss. You cirdle each other warily once more,
as the battle -continues to rage around you. Will you.
now fry'a throw. (tum ito :46) or a punch (tum
to 239)7 Rt T T
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' You leap for the ecfge of the pit, but the motion of the
mining car: has: thrown you off balance. and - yousrhiss;
slarnming into the wall of the !pit just: below the edge:
You give a moan of despair-as you plummet helplessly
into the grinding steel.crushers below. Within seconds

OVErL.
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The gas makes yoﬁ Ifeel groggy; _j'ouLLry to throw off

its effects, bul to no avail, Then: you go weak at the
“knees and slump forward to the_ground. The last thing
" you remember is Jetta falling on top of you, equally
mcapamta&ed You never wake up. :

; ' 3 86 | _ i e
Reduce the hme number of your CyberCage by P If it
is now down ta zero, lurn immediately. o go. If it is,

not, you manage to get: an arm up just in:time,.sweep-.
ing the Overlord’s foot down to.the left.. As he comes.

down beside you, he pivots andtries to elbow you in:-
the temple,.but you throw, yourself.into a forward.roll
and :dodge: away. You come up with your opponent

bearing down SR What:will you try now?.

-~ Apunch? o i ; T
D AKICKE 3 ETSE SBEL E S - Turn to.18¢

FAfthrow? i T s e e Tumito s
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Ferranti- arders Dela.ko to l'ake you i the efttaice. h:)
“the ninja- hideout, whlc_h is down'a dl_sused well.in ..

you' have: been shredded into. nothmgness It is a]l

- Jetta follomng Turn to 16,

. 'Turn l‘o 25
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deseitedipart of town.Befote:you gole lets you'take
anything -you: want: from his equipment: there’s the
one-man portable mortar plus shells, the bazooka-like :.
device that daunches a grappling harpoon: with.a cable °
attached . (useful . for  scaling: tall buildings),; and the -
scuba diving kit' for underwater ‘work. Between you,
you and JeH:a can carry only one of the three (note.
which orie you:take on your Adventure Sheet). -

When you are ready, Delako leads .you i:thmugl"l the
now empty underground transport tunnels in order to
avoid the Overlord's minions and his surveillance
systerm.-You come out at an abandoned station, once
called "Church Street'. Thcre it is,” says Delako, point-
ing to an ancient well, the entrance to a veritable, nest ;
of vipers: the Dragon Ninjas.: He wishes you luck: Td
go with you, but-I'm no match for ninjas.’ He sets. off,
back to Church’ Street station. You'approach the well
carefully and reach it without incident. ‘Hardly believ-
ing your luck; you. slip over the edge of the well, with .

: E
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;_An Enforcer lunges 'with his batbn erapler-llke,. biit-you |
_fwist :aside, wsing' the: momentur: of -your dodge #o
“spin towards Shadow -and, Piledriver. .The second Fn- -

forcer s stilk in-your. way; he:swings: his baton in.an -

i . overhead arc ‘at, your head. :Desperately ;you: attempt
" o sidestep and ‘block,sbut you will have to:be fast if .
. you want,to:get to Shadow in;time. Roll one dice. If -

you Jnowi.the Phase::Special Move,; you must .use it

" 'b'efore ;you roll ithe: d_ice.:_ if you-know it you can.use
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the Monkey Heart: Special: Move o subtiact” 1 from

the dice roll, for this roll only; but=again; you must
" decide to use it bgfore the dice is thrown. If the result is
less than or equal to vour Speed Rating, tum to 152. If
it is greaterithan your Speed Rating, turn to 282.

89

You give him a fetw drops of the tonic and he starts
coughing, then opens his eyes. “Where am I?" he croaks. -
- Then he sits up. “The Overlord! I must stop him — the.
program, it's gone crazy!’ he stammers. You calm him
down, then you give him a_brief rundown of the’

situation. He looks: at you groggily; he is barely
conscious but seems to understand you. You leam

from him that the Overord’s mind is safe inside a

huge indestructible titanium cube, the Core, somewhere
near by in the Citadel. The only way to defeat him is
to wire your brain into the cyberspace inside the cube,

then to fight the Overlord mind to mind, battling

within the confines of computer memory banks and
circuits. To connect your brain to the computer mind
of the Overord you will need a“neural interface’, a

special kind of helmet.c You tell him you already have -

one. ‘Good,” he coughs. Now help me up, quickly.

Slash and Trident carry him over to one of the lab .
worktops, and he begins constructing a small electronic - -
device. He may be weak, but after ten minules .or so -
he hands you a neat little box; with 2 cable and jack -
for plugging into a.computer terminal. He smiles
wanly at you:and rasps, Tt's a CyberCage. It'll. keep’

the Overlord imprisoned long enough.” (Note that you

have the Wells CyberCage, and that it ‘has a time

’_,90 ’

number _ﬁﬁlue.of‘-im)ﬂﬂ-'hbpé I've done ‘something to |
make up for creating that evil thing,” he groans. Then
his eyes dim and. he, slumps forward over the worktop.

R.AX. checks his pulse, then looks up, shocked. ‘He's
dead!: Guess he couldn’l handle the defreeze process,’
he says. A team of medics and a hospital might have
helped, you think to yourself, but at least he died
helping ‘to defeat the Frankenstein program he had
created, There is nothing else to do here, so you leave;

turn to &
| ‘l:LMI:! '/ - '
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You manage to thrust you} right leg forward and
stamp it into the ground, anchoring yourself against
her- throw. You follow up by sweeping your left arm

‘around and throwing her. She gasps in surprise and

falls painfully on her shoulder; she loses Life Points

-equal to your Power Rating. If she is down to 2 or

fewer Life Points, tumn to 294. Ctherwise, she rolls to
her feet and .nods: at you once, a.taciturn compliment

.to your . skills. Then she assumes the wide-legged,
: cross-armed  stance- once more. _.Will you now feint

with a low kick, then punch; at 'her {furn to 102} or -
grab:for, the lapels of her tunic and attempl: a throw

(turn to 144]? i
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The four® of :you tense expectantly ‘as Garoud :climbs
back through the hole in the wall. :He is followed by
several odd-looking mutants. One of them steps for-
ward; it is.a tall; spindly figure: with three arms and a
warty, gnaried face. T am Atone-Leuris,"she says in a
surprisingly melodious voice, ‘leader of the Mutie
Miners. Garoud here says you are enemies of the
QOverlord.” As she speaks, she waves her arms:about
like: an . orchestra conductor, punciuating her words
with complicated arm-movements. The two muties at
the:back, a .greenish frog-woman and another like
Garoud, are watching: the funnel behind, on the lookout
for Enforcers. The other mutants kaok you over, regard-
ing. Midknight - with some: irepidation. Midknight
smiles: evilly . at them, baring his fangs, and they
shudderwithifright. .. & +
‘Stop if, you idiot,” Shadow! whispers harshly into his
ear, ‘we ‘may need theml’ Midknight shrugs, .irritated,
but he stops, tormenting the mutants. -

oW o§p 1 F
‘What is. your purpose here? asks Atone. “And hurry
up; for the Enforcers will be here-at 'any moment.
Will you say!you.are thieves, intent on robbing the
Overlord's: treasure vaults (turn to 197) or tell them
that you have been sent by the Eternal Champion
to destroy: the Overlord once and for.all. (furn to .
1§87 < - s s e B oEm S :
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His -footsweep passes through emply air ‘as you leap :
upwards. Although you are off balance, you use this
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to 'your advantage! instead of landing on your feet,

you drop on to your back pulling the Kung Fu

. Master down towards you. Then you twist to the

~ left, still holding his arms, and try to hwl him over:your -

shoulder. Roll one dicej adding 1 #f your. Fight-
ing Style is Aikido .or Jujutsu. If the result is higher

than his Defence of 4, you are successful and he-

slams-into the ground, losing your Power Rating!in
Life Points. If he is now down to 5 ar fewer Life

Points, turn to 267. If the result is less than or equal to -
4, the Kung Fu Master manages to roll into your
throw and he cartwheels through ithe air, the force of
his. movement ripping his arms out of your grip. Will:
you now close in and try some punches to his head
and body (tum to 218), wait to see what he does and™
hope to counter-attack (hamn to 37), or try a Tow kick, -

followed by a roundhouse km:k th his head. (turn

!f to IDsn ’ ::\_; Bt = = i ) E.\__l. ;'.
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The bolts of energy fly over your head and skike
the floor with a hiss, vaporizing the water there; You.

come out of your roll on to your feet, still running. "
‘A ladder, 12 ladder? RAX screams, and you spot itj*
ahead, set into the side of the drain. It goes up intoa -
shaft in the roof. You cannot: outrun' the Cybersaur-
tar ever, espedally if it fires any more laser:bolts, but’

~ can you get everyone up: the:ladder quickly’ enough?

Will you scramble up the ladder first (turn to o5} or
last; after the-others (tum to s1);-.or will you tell’
“your . teari - that you wﬂl alI have tD ﬁght (l'um l‘of"j

; 44)? T a a

4oy

Unfortunately before you carr ﬁnd & smtable ‘wire to
rip out, you are forced to tise both hands-to keep. the
screaming steel:away, only: centimetres from your face.
But still-yvou:cannot hold off the Master of Destruction
and .you .cry out.in pain as:the piledriver: makes
contact, Lose 1 Life Point. If you are still .alive,.with a
last-ditch effort you manageito twist:your head out of
the way; but: this has:won you only: a;moment of
respite, You are resigned .to defeat wherl,- a cane,
fashioned into the shape of 'a snake, suddenly appears
across. your opponenl'ls throat.-Looking up, you see
Xavier standing over you, heaving on the staff that he
has hooked round Piledriver's: neck. . Your opponent
starts choking and instantly the pressure is off. He
reaches up to the cane at his throat, and you hammer a
couple of punches into his face, Xavier digs his knee
into Piledriver's back and:pulls'— dnd the Master of =~
Diestruction :is out :of business: :Xavier -helps: you to -
your feet and you thark him for saving:you:He nods.

casually, :as If it were all in-a ‘day’s. work. ‘Looking, .. .
-around,: you. see sthat the rest of the Enforcers are’ .
f_down you have won: th.‘ls battle Turn 1:0 291
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You’lunge forward. The old ‘mian gives a'’snort of
“anger and ducks with remarkable speed, hooking his
_cane round one of your legs and kripping you. You
- leapiup warily — he, is:not. what he seems. {Note. that
- he has a:Defence of 4, a Power:of 3 and ¢ Life Points.)
““You muist: fight: him, and:he:attacks first. Tridentawill ..
not help you: he has a'strong sense’ of honourable,’

e
-
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combat and’ wont mferfere T{-ss ]usst an nld human.
he says. [Fyouwm l'umto:.56 ; il 3
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The mstant you Jeave the ground, the’Grandmaster
spins towardd you and fires a side kick with such
speed that it takes you in the chest before you have:

time to complete your strike; lose 2 Life Points. If you

are still alive, you are knacked backwards, but vou flip

in the air and land safely on you feet.
Not bad, he says condescendingly, ‘for a student of

the martial arts’ He starts twirling the ring round his

head -again. Will you hope that he is going ko hurl the

ring, and deliberately try to entangle one arm, pull the -
Grandmaster towards you then execute a flying kick -

{turn to 50) or roll towards him and come up on to
one knee, driving a fist at his solar plexus: (furn to 116)?

95’

‘Never!” you shuuf sxgnaﬂlng Mldkmght artd Shadow.
into the attack. Xavier's eyes widen in surprise at.your-
decision. The mufant holding the knife glares angrily
at you then, to your horror, he cuts Xavier down
" without a second thought. Xavier is dead. before he
hits the ground, and the mitants flee as fast as they .-

can along the tunnel, taking Xavier's staff with them.

You, Midknight and Shadow now find yourseh?es in "

total darkness without the staff. You blunder about'in'.

the tunnels and are soon hopelessly lost in the warren -

of mine shafts. Your adventure ends here.

S ne899
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You manage to-catch a wrist wll:h your nght hand and
grab her upper: amm:with' your other-hand. Then you -
spin .and’ drop to one knee, pitching herhead first
through:the air. She screams angrily-and crashes to the
ground; losing your Power Rating in Life:Points. If she
is down ta 3. orfewer Life Points; hurn to 12.:Other- -
wise,: theufight rages on around you. Jetta is holding
her own :against :three; ninjas — she "is so fast, they
cannot get hold of her. Blade is in trouble: a ninja has "
grabbed him from behind ‘and another is pummel]mg
him in the ribs. He uses his stun beam, and the ninja
falls- away. .Thal's- .all-: 'you have time to see, before
Jaluda comes in: at you:again. Will you'now try to
disarm her (tum to z71), or dodge and cdunter—a’cl'ack :
ml:h a l-uck {tum to 316)?

: -;'-. : : 5 99 i -'--i.-iT‘.- _-_.ﬁ; 5 ,

The Overlord ‘smﬂ.es unexpectedly You- have okt
of time!: he:says. My sub-routines- have.established a -
cyberlinkt’:Suddenly z door in the air near by blinks

‘open.: The:Overlord’s body stretches out: like. a rubber
" band and telescopes away, arrowing through the door- ..
.way. In an instant he has disappeared and the doorway

winks out ‘of existence. Midknight draws you back -

~ from Cyberspace into your real'body. The other Cham-:
‘pions have: been ‘watching’ the: fight on the screens of
_the: Cube; Midknight tells .you that the CyberCage
- gave-cutzand the Overlord hias escaped o ianother
- computer,. probably ‘kilometres  away.. Suddenly: the -

Cube:begins to shake; then it explodes, a massive-blast

. that desl:rOys ther Catadel a.nci ha[f of Megapnlls
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and you and the other nine Cha:mpmns I:oci Your
adventure ends here. L

spEe gs ge s g
The electronic dossier bleeps: inte life as you switch ik
on. The screen lights up with nine entries. You may

examine the dossier at any ‘time by tuming to this

paragraph, but remember to note the number of thcr
paragraph you are at before tummg here. .

File No. 1. Larcen Tyler. . Tlgue'n to 19 .
File No. 2. Slash. o7 Tumntog4e
File No. 3. Shadow Yamoto:. = ' | Turnto.ys
File No. 4. Midknight. P _' 1.3 Turn to 109
File No, 5. RAX. CosweII ' Turn to 139
File No. 6. Jetta Maxx,’ ’ ,.' "Tum to 129°
File No. 7. Xavier. 7Y Tumto 199
~File No. &. Blade. . Tumio 229
File No. g. Trident. , -~ - Turn to 259,

When you are ready" rel'um to the paragraph you
came fram. o : :

i . ;=_101:=ji.i

You enterta small complex of research labs, irfaluding_
an electronics workshop., Genetically - engineered -

. 10X

scientists..are working. here — they Jlook like Orgin
Chard. At the sight of you, they all fiee in terror. One
area of the labs:has ‘been set: aside for. computer .
programmirtg research. Orgin:Chard examines the pro-
gram and, tells, you that the Overlord is creating a
martial arts program for himself; he intends to put his
mind into a cyborg body, programmed with the skills
of many grandmasters of the martial arts! You also
learn that: the program is incomplete: he has nat yet
fully learnt the techniques :of: defending. against spin--
ning back: kicks: ‘Orgin says; ‘Rememberithat, for the
final:battle against the Overlord. will still be a martial
arts contest. It will all be in the mind, inside: Cyberspace,
but to all intents and purposes it will also be-real. He
can kil your mind with a mental klck ]ust as in a
physma] ﬁghtl s s

Much to Orgms gIee you a]sc find the elecl:romcs

_workshop and -he begins working -fast: After .a few

minutes ihe hands ;you.a simple-looking CD-rom: unit
with a cord and a jack ‘All you have to do is to plug
it intoithe Overlord's computer core,” he says. ‘Tt should
hold him for -a few minutes, With :a bit. of luck, that
will be long enough to destroy him.” Make a note on

your Adventure Sheet that you have Orgin Chard’s

CyberCage and irecord the number 10 next to it. (The

“number represents:how long the cage will hold the
. Overlord) As you are leaving, the Champion you left
- monitoring the Cybermarines is hurrying to meet yow
It seems that the marines are already in the Mining
Control Centre, and you will have to vacate this area

- immediately! Tum to 150. 0
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Youlclose m and make as if to execute a Iow chk, bt _
“then you bring vour:foot down andilean forward,

~ driving:a right cross at her:face with thetfulli weight of

your body behind it. She. ignores your feint .and leans
aside, catching:your wrist in her left hand with: cat-like

speed.; Then she steps in: ‘and :rams:her :other: hand

under your upper arm, levering your. elbow into @

painful jointdock. The:agony forces you up on to your.
toes and off balarice. She follows this up by trying to’

knee you in the groin. Rolk one dice for Kaisho. I the
number rolled is less thare or equal to your Defence, .

turn . immediately .to 200, If it is higher than your

Defence, you try fo block:with your left hand, but her:
knee sirike is toc powerful, ard- it slams: homie.vYou -
double up in agony; lose 3 Life Points. If you are:still,.
alive, she puts a. hand on your face and shoves,-
sending you flying backwards. Kaisho:laughs, a low, -
demonic chuckle; as ishe :lets” you get to your feet.-
. Thenishe-asstmes the'wide-legged i cross-armed stance:
“again. Will you now drive ithe instep -of your right -
foot at the inside of-her knee,:then snap:a:sideskick up:.
at her face (turn-to 272} or grab for the lapel!s of her

tunic and atl'empt a throw (tumn ko 14477 - e
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The llghhung bolt flashes over your head mth 3a¥-‘_.;'
crackle, and you feel.the hairs.om yourthead stand on.
end — it was that closel Out of the corner ofi your eye s
you see that Trident hasinot beeni‘so lucky: he was' -

struck full irv the chest. He warbles a single: cry and is’’
thrown backwards bIasted mto unconsc:ousness He

W

APy

falls ire theiriver and*sinksft bit“at“least! you' knicw he * |
won't drown! You come up in front of your opponent,
face to blank, visored face. Then behind you, you hear
a crash and grunt, followed by a fearful shout and a
splash. The Master of Lightning starts laughing. "Your
Neanderthal fricnd didn’t quite make it — he's fallen in’
Suddenly he swings a punch at your head — you duck
under it. Just as well, because his -cyber-gauntlets
crackle with:blue' energy. (Note that the Master of
Lightningg has a-Power of 2, o0 Life:Points and a
Deferice of 3.) Will you try to hammer his head with
your fists {turn to 166), try to get him in a choke-hold
(turn :to: 245).-fry to distract him by stamping: on his
foot. (turn to:41) ar wait for his strike; then counter-
atl:ack With a kick (turmn to yy]? " 3 2.5 3
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Using 'an ’ electromc viewfinder, * yuu; examine your

before: you, a-vast expanse of jumbled buildings of all
shapes and: sizes, .surrounded by a defensive wall,
newly constructed since the tyrannical rule of the Over-
lord began.; Spaced ak regular.intervals along the wall:
are heavy:concrete, towers with: surveillance cameras
mounted on_them, not to mention air-to-air missile
systems -and: heavy i laser . cannons to counter any
ground attack. The docks are:outside the -walls. -After
arrival . by sea; .passengers; have to- pass through a
security: checkpoint before entering the.city itself. The
wallsi are ‘manned :by. cyborg soldiers '‘who patrel up
and. down: :withija jerky, mechanical gaits Rising up
from behind the walls are tall buildings and skyscrapers,
‘but 'the ‘most:dominant structure climbs heavenwards - :
from theivery.centre of :the city. [t is a thin:gleaming
spire of steel:hundreds of metres tal; great buttresses,

middle of the Citadel of the Overlord; it is, you guess,
the:most likely location :of ;the Core. If you are with
‘Blade, Larcen and.Jetta, turn .toi-295.:If . you: areiwith.
: Midknight, Shadow and, Xavier, tum to .4. ¥ you are
‘with Trident, Slash and R.A.}:;&ﬂm to 164. ;. '

3 T 2k T 1T
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= : ' --) S You: pull yoursaif up the ladder as’ fast as you' can,
RANGE - 2000'm ‘with' RAX. close behind. Thenthe head of the robot
MAGNIFICATION x3 dindsaur appears at the botl:om of the shaftone red :

‘eye. glaring: up-at you.- A: laser bolt suddenly erupts .
:from the eye, straight up the shaft towards you. You-

i 2
= L e

ultimate - destination. The: great city of Megapolis lies :

also *of :steel,” support. the tower. The spire s in the © -
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have nowhere'to hide, anid' it burns aheat hale ih ‘your
head. Your adventure ends here. '

106 :

With a loud whine, a drili-bit bursts through the wall.

Quickly you position your squad on either side of the
widening hole: Xavier and Midknight take one side,

Shadow and. you take the other. Seconds later; a chunk’

of the wall collapses, crashing to the ground ir‘a cloud

of dust and rubble. A large arm, hugely musdled, forces®

its way through, followed by a horribly mis-shapen

head. The face is noseless and has two holes for nostrils, -

and the eyes are unnaturally large. As the man ~ if that is
what it is — pushes the rest of his body into the cavern;

you see that he is a short and stocky miner, wielding a -
massive drill in one hand as if it were a walking stick. He' -

is clearly a mutant, probably genetically engineered for

work underground. Shadow steps forward, ready to:

strike. The mutant hasn't noticed your team yet. Will
you order her to attack (kurn ko 29) or wait (turn to 17)?

: 107 = ::

You have misjudged the speed of the dagger and your |

hand closes on emply air. The blade sinks into your
shoulder: lose 2 Life Points. IF you are still alive, the
Grandmaster jetks it back, causing you to gasp in pain;

then he snatches the retumning dagger deftly in one

hand. He shouts and leaps high in the air to land

before you with the dagger in one hand and the other.

twirling the iron ring round his head. He.is close

enough for you to attack as he stands there, his smile -
mocking you: Will you try to wipe that smile off his

4
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face by jumi:ﬁng up anﬂ_jla_shmg. your. instep around at
the side of his head (turn to g6) or wait for him fo
make amove (kurn to z63)? :

00 v 108 g A2 ;
Youslowly draw claser to Tien, presenting your left sid
ta him. Then you drive a stamping side kick down at his
kriee with your left foot. Deftly he lifts a leg to avoid
your kick. You swing your right leg up in a half-circle,
driving the ball of your foot around at the side of his
head. Roll one dice, ‘adding 1-if your Fighting Style is
Kickboxing, Savate or Karate. If the result is less than or
equal to his Defence of 4. tumn immediately to 206. [f the:
resulk-is greater than 4, your enemy tries to duck under
your kick, but he is too slow Your foot hammers into
his face,:twisting his head around. He loses your Power
Rating in Life Points. If he is now down to. 3 or fewer
Life Points, turn to 267. Otherwise, he is knocked into a
spin by the force of your blow. ‘Good kick,” he mumbles,

-gpitting out a broken;tooth. He:takes the:Mantis stance

again, ready for the next round. Will you now close in
and bry some punches to hishead and body (bum to218),
wait. ko see what he does and hope to counter-attack
{tum to 39), or try {o throw him (tum to 10}? i
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Mldkmght f.}'::_f_-'l"'-%f;-*:'z':f Fon

;Figha‘mg Style: Aﬂudo

Time-zone aof origin: AD 3101, London

. Appeatarice: Regal W dignlified 5 bearmg hls face Is-._
- cleanly handsome; However, thei rest: of. his, body
‘appears to be;in an. advanced state of decay’ And hls_,__

eyes are red.

Mannerisms: If you could gaze al‘ Mldkmght‘ 5 ﬂ'l_ghi:en-_._'
ing red eyes. for long enough, you would notice, that -
he never blinks: He jis studied; and .careful - iny hnﬁ-
movements, reserved and thoughtful. E 24 shmiim

t g

Speech C haracterisfics Midknight speaks in a'rich bell-';-.'-

like voice, using precise, dlpped grammar.

(this last. dislike is largely psychological, as:Midknight
is not a true vampire}). He loves fresh bléod, provided

. he can get it without harming anyone. He is a brilliant ..
scientist but has swomn never to work: with magnesium. ~-
again, .ever ‘since: his unforfunate: encounter with a -
magnesium stake.: He hangs: around withi Xavier .— -
together they work onivarious projects whenever they- -
can. Xavier :is the'only other Champion; Midknight .-
speaks to,.other than making polite conversation. Mid- -~
knight keeps himself fo.himself. Indeed, miost pzeople-' s
would have it no other. way, for.Midknighk makes

i '-.1; a -
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Likes/ Dislikis: Mldlm]ghl' hates the: sunhght and. mlhgo*' %
. out during the day only if he has to. He also hates
- garlic and is uncomfortable in the. presenice-of crosses ™

people feel:ﬁREDnlfeﬁible - whiab*with 'thé'fr&fﬁng flesh,
the fangs and-blood-red eyes.: Xavier, of course, ral‘her:

enjoys thls side of M’:ldkmghl: s characl:er 1IH ok

P '.*1: Bopos
- ;
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Mldknlght mﬁstantly yearns for fresh human blood :
and he controls this,urge, with an iron will, for he has

swom never to kill a person.for their blood. Sometimes

his vampiric side becomes: too;strong,and he will lase
control momentarily — his. eyes will ,redden and his-
fangs extend, etc. Fortunately, he has never.completely -
yet. In the. past, Midknight has:avoided

lost control —
the magnesium stake, .and. is. very iclose:-to a .break-

through in. the curative process. If hei is. successful, =
thousands ' of human lives: will be saved. Midknight,-

enjoys. working in the Isboratories of Fortress Eternity,
for science is his second passion — after the martial

arts, of course. He:will prove an invaluable asset,in the
mission. .to, destroy: the. Overlord. Few of the; other .
he is too-
frightening — Xavier being the exception; it is best that. -

Champions like. to.work with. Mdkmght

both are on.the. same team.Watch out for: Mldkmght s i 3

vampiric tendencies; he couId lose cont'rol £ o

Wheri'you are ready, tum back o Ioo |
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‘{Ou ]ump forward and drop to one knee# dm.'mg a lab "
at the Overlord; but he thas léamt from: his:rhistakes ©

and: dodges_“ backwards.. However; ‘you* jump ‘up and
continue in the line, of your jab, thrusting a. straight-

armed, straight-fingered lunge: at hisithroat. The Over-
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lord reacts with lightninig-reflexes: he slams -one hand
inte the,inside of your wrist and presses the other on
to the outside of your upper arm, at:the same time
pushing his head back to avoid your thrusting fingers.
The pain you feel is excruciating as he forces your arm
against the elbow joint; lose 4 Life Points. If you are
now down to zero Life Points,:turn at once to 157.
Otherwise, as you stagger ‘back in agony you try
desperately to overcome the pain in time to deal with
his next attack.. Looking up, you see him leaping
through the air towards you, his left leg extended in a
flying kick at your head. You have no timeito:do
anything but block — if you can: Roll one dice for the
QOverlord,; adding 1 for his skill. If the result is less
than or equal to your Defence, turh ko 86. If the resul

is greater than your Defence, turn to 283, .

: 111 - S TR
The lift doors close and it surges upwards with a humi.
Alter a few minutes the doors open and you step out
on to the flat top of one of the cathedral towers. You
are high in the air over Megapolis, with:a breathtaking
view of:the city. Looking down, you can see the
courtyard with the old well, the secret entrance to-the
Dragon Ninja stronghold. Moreover, you find that
the Citadel itself is only about fifty metres away, on
the other side of the cathedral. The central spire of the
Citadel rises up out of its fortified base, higher than the -
building you are standing on. Tall windows, set round
the spire, are at: a slightly lower level: than you,
though. If you have a grappling -harpoon rocket-
laoncher; turn to 249. Otherwise, tum to 153.

112—ET13
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You leap up, but the energy whip curls round your leg.
releasing a jolting burst-of energy: You collapse o the
ground: the agony is. unendurable when its EOI'CE.]S
discharged: through your nervous system. Lose 3 Life
Points. Not only that, the whip has damaged your
rcflexes . — subtract 1 from your Equilibrium Rating
permanently. - Coughing, you manage to .\jxtaggem to
your feef in time to hear the Captain laughing cruelly
al your pain.'Out of the:comer of your eye you
notice Midknight _throwing. one  Enforcer to- the
ground with an armlock. Another is wrestling with
Xavier's staff — it has twmed into a snake in his
hands and is biting ‘at the Enforcer’s face. However,
you have little time for further observation: the Ca[?-
tain is readying his gauntleted fists. Will you spin
and unleash a whipping back kick, hoping to hit bc?th
the Captain and the Enforcer with a single - strike
{(tum to 202), attack the.Captain (tum tfo 2g2) or
attack the Enforcer who:is wielding the whip: (turn
to 141)7 b = Life & WS 32

w4 B Bl B Bl i B
After-a whilé-you hear a low: rhythmic thrumming,
like a helicopter's blades tuming at very slow speed.
Eventually the shaft widens and you can all stand up.
Then you see a light ahead, and you come! to the en+d
of the shaft. Ahead of you, :a huge propeller blade is
whirling sedately, sucking the cold air: from :the sl}aft
and blowing it into the chamber beyond. Looking
throtigh the blades of the propeller, you.can, malfe out
a ‘great round hall; it seems deserted. so ‘you decide to
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go-through. You could dodge past thie blades, but you
will have to time it perfectly. If you have an- Electric
+ Shock Discharger, turn to 2%3g. Ifiyou haven't, roll:one
- dice {if you know it, you can:use:the Phase Spe::lal
Move to.add 1 to your Speed; Rating ’cernporanly. if
you also. have the Inner Strength). If the result is less
than or equal to your Speed, turn to 184. If the result
is greater than your Speed, tum to 14s5.: "

_ You: hammg as a mn;a mcludes the art of pzckmg
" locks. This onetis quite difficult; but eventually: vou

" manage it and the, door-slides open to reveal a dimly
- . lit corridor, stretching:away -into darkness. Cautiously

 you:step in, Jetta close ‘behind. ‘Be «careful, she whis-
' pers..'Who knows what tricks and traps:the ninja:have

" left for unwanted ‘intruders?, The walls are .of sculpted
stone. Carven gargoyles and demonic forms surge ouf,

as if to bite and snap at those who walk this corridor. -

. Without:ia sound you glidealong the. straight, devil-

lined corridor; your senses alert and your heart beating
rdpidly. In the dim: light, it:seems as if; the sculpted. -
faces and: figures mock you silently; as you: pass them,’
your spine tingles {in anticipation — you half, expec{"

them to roar into life and devour you

? 115—.116

After a whilé the Sobrider e v ebiEs s 'n'gh’c ‘AL qmet
as the void, you pause, fect apart, and crouch. Carefully
you Jook out and along the comidor. About four
metres away, a ninja guard stands beside a door, his
back to you. A ninjato sword is strapped to his back.
Will you bry to creep up behind him and launch a
surprise attack (tum to 160) ‘or tell Jetta to throw her
Bladerang knife at him from here (tum to 2157

115
You swim up into’ the pipe. You can see hght* si:reammg
in from- above then you spot Trident coming down
towards you, but you cannot hold your breath for a
second more. You inhale involuntarily, and water starts
to fll your lungs; lose 2 Lifc Points. Trident grabs you
and hauls you up the pipe into the air. You cough
water from vour lungs, but after a few minutes you
have recavered, You feel like a drowned rat,. but at
least you are alive. Tumn to 34 s "

116

Just as you rise up on one knee, the  Grandmaster
somersaults. forward over -your head, to land behind
you. While your -fist hammers empty air, he twists
around and his dagger stnkes hotme. Your’ “adventure
ends here. : § 5% : ,
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You are standmg on a concrete; tquay-hke plal'fcmn ina -

kind of natural cavern that -here:and: there has been

warked: by masons. It is flluminated by llghts set. into
the ceiling. The quay overlocks-an underground river -
that flows from left to right across your path. Ohthe ! -
far side of the river is another open area of stone, and -
the storm drain continues into the rock wall beyond. -
No doubt the:small river will overﬂow in heavy rains
and any- excess water will be carried away to the lake :
then to. the sea ai' yourback. ' : e

Just then a ﬁgu.re steps out of the shadowy sl:orm dram
on the far side of the river. R.AAX. trains his. torch:beam
on him: It is a man, dressed in a skin suit of some flexible-
plastic fibre, bright blue in colour, with black boats, '
and heavy cyber-gauntlets.'A forked-lightning symbol
adorns his chest. You cannot :see his face since he is -
wearing a full-face helmet’ w1th a dark; one-way visor. -
Thin cables run up his arms to a power pack on his back. -

As you watch, he steps forward, holding his hands in

front; of him at chest height. Suddenly, crackhng electric-
blue ‘energy flashes from hand to hand, and he laughs
maniacally. His voice, modulated by speakers in his

helmet, sounds tinny and mechanical. ‘Hello, champs, he .
crackles, ‘or should I say, chumps! No one can get past -
me, ‘cos I'm the Master of Lightning!t All I have to do, -
is “storm” you to death” He chuckles again. Then he:

points at you, and a bolt of lightning leaps from the end
of jhis finger! You dodge aside and it earths to ground .
fe by, leaving a blackened stain on the concre’req i

Pl

Your musf act fask. The river wull have to be crossed by :
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+ swimrhing, though RAX: midy’ be" ablé toi jump - it
using his jet boots: Will you order everyone to rush
this lunatic as fast as possible, including yourself (turn
to 177} or send R.A X, over first (tum to 25817

118

Xavier nods grimly and starts to craw! forward along the-

mine shaft. The tension mounts with each passing
second and your heart is hammering in your chest like a

piston. Suddenly all hell breaks lose up ahead. A deep -
voice cries out, ‘Of' There’s sorheone there” You hear

sounds of a scuffle and Xavier gives a cry of pain. As you

leap up to run forward, the tunnel is filled with light, and

you see Xavier being held by two strangelooking

figures and a third holding a lantern. They are short and

stocky — clearly mutants, judging by their faces, which

are noseless with over-large eyes and knobbly skulls.
You see! that one of them has a rusty blade held at |

Xavier's throal' Another is holding hls srmke staff.

s . 119

“You fool’ Shadow saysito’ your face ‘you' should
have sent me on a mission like thist': . - Lol

Before you can reply, the mirtant hoidmg ‘the lantem :
speaks. ‘We've got your friend. If you want him to,
hve hand over all your valuables” Will you give up
the 20 Credits the Eternal Champion gave you (turn to
211), or will you order Midknight and Shadow to
attack the mutant bandits fturn to o7)? :

119 -
Piledriver's” shield shatters into several pleces under
the force ‘of your blow. Clearly he is astonished, but:
vour strike has done little to slow his charge. He slams
into you, and both of you are sent sprawling to the-
floor. Note that you must both lese 2 Life Points as a
result of the collision. He gets up quickly but backs
away, intimidated by your display of strength. As you
rise, you hear the sighting device over his eye «lick -
and whirr, then there is a metallic twang and a cross-
bow bolt shoots from the barrel on his helmet straight
at your chest, closely followed by two 'morel: You
dodge the first bolt. With superb ieflexes born of

desperation, you bat:the second ‘one out of the air -

with the back of your wrist..Rioll one dice. If you score
less than:or.equal to: your Speed Rating, turnito 61 If
you score'more than yuur Speed, turn to 168 1 g
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You snap your for‘eann up in a I-extbook bIock, buf
Kaisho's fist: sweeps -past without touching you. To
- your horror, her weighted sleeve curls round your arm
.+ instead. She continues her; turn, and you are dragged
" forward by her sleeve, unable. t6 resist the force of her
- spin, until, you ‘are, pulled to your knees. Then she
. steps mmbTy behind you, at once wrapping her other
sleeve round your neck. She drives a knee. between
. your. shoulder, blades and pulls, strangling you- with
relentless efficiency. Choking, you reach up’ with your
hands, but she leans back to avoid you, and you feel
your strength waning. Roll one dice. If the number
rolled is less than or equal to your Endurance Rating,
- tum to 170 It it is more than your Endurance, tum
. = 4o 13 '
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Midknight and RAX. exam}ne?tﬁe_imﬁé; then Mld—

knight announces, "The only wayito! get-to the Over-
~ lord is to.enter his electronic-home! As . see it, we.
must keep the Overlord imprisoned with.a CyberCage .

while your: mind .enters Cyberspace and ‘battles the

" Overlord inside his icomputer: world, . idefeating - him
.~ before the CyberCage runs out of energy.and stops’
funchonmg Inside CybersPace. o’ all intents and pur-r...

© 1223—13%

poses you izt aslif youare ‘in I:he physmal world.
Of course, we shall' need a_neural ihelmet to enter
Cyberspace.” If you do:not have a neural helmet, fumn
at once; to 233, If you' have, R AX. says that he. has
examined. the cube’s terminal; as part-cyborg. himself,
he can connect: himself up ta the cube. He should be
able to set up a software CyberCage that will keep the
Overlord imprisoned for a short bime. It won't be
cffective as the real thing, ‘but RAX. says he will try
to contain him for as long‘as possible. (Note on your

Adventure Sheef that you are using a RAX. CyberCage, -
and that the time number i is 6. '

.1I

You explam to the others what must be done. Every-
one agrees that it should be vou who will wear the
ncural helmet and fight the Overlord, since you are -
the best martial- artist. It is surprising how they grant
you this accolade so quickly, when under - normal
circumstarices they would not admit.it at all! They all
wish vou luck in their different ways: Kick-ass,” Blade
mutters, Xavier launches.into along speech and hasto be
shut up,_Tri;denh Flaps.-hjs gills, and so on. Tum lo 195.
ghLesr 2 fe bgma 5, M Fagg
The pmson courses; through iyour veins hke ﬁre Sec-
onds later it- reaches.your heart and: you dmp dead.
Your adventure ends here. : -
TTE Ty g el B e ©
5ER PR 1 ogag: 1 0 F uwihoo} §
'Thank you, fl'hank you,” she says eFfUSIVEIY and the
other mutants smile: broadly: 1 am sure such great
champions as yourselves willitriumph with ease!’

L
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T wish [ had ‘your conﬁd;ence’ Xawer mutters. Shadow
smiles at him, -putting an arm round his-shoulders: as-if
tor comffort him, and whispers in his ear. Xavier-scowls
in irritation — no;doubt she. is winding him up as usual.

Atone hands youil:he head of a rose; it has been
sprayed with a plastic resin so that it will always look
[fresh. This rose is the symbol of the resistance. Other
‘rebels will recognize it and will do all in their power
to help you — tell them Atone Leuris gave:it to you.
Make a note of the Rebel Rose on your Adventure

Sheef. She tells you her plan: they will lead the Enfarc-

ers into the cavern where you will be hiding, lthen you

" - can ambush them. Shadow hides in the darkness imme-

diately — even you cannol see where she has gone!

Midknight and Xavier secrete themselves behind a pile

" of rubbish, while: you:-hide behmd an- old rajlway

carriage. Turntozé =x poetem 2 L% 3 ¥

o - Bt -u u4| \_f%_ - } : -:f =
You mlsl'lme your swm,g and iyour chest slams- mtoithe-

ledge. The pain is so.intense. that you lose yaur:grip-
< on the rope .and fall. Tt takes:a few seconds to.reach
 the ‘ground, during which time your whole life flashes -

- before you. Your adventure ends here... .. : .,
L ;b o s o _;;::-
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Defﬂy you Fcatch the :shortened: dagger th a feat: of _

extraordinary skill. For -a brief' moment the: Grand-

-master is surprisad, andtyou tug. at:it:with all:your

strength, ripping the kyotetsu-shoge: out; of. his hands.

Immediately. he somersaults .into a handstand, then -

flips backwards arid grabsia ninjato = a ninja‘sword — -
in its scabbard from behind the:altar; As you disentan-
gle the cord from your arm, he jumps towards you
again, coming to-a halt a metre away. His left hand is:
on the scabbard, this other ‘on:the hilt, poised to draw.
Roll one dice. 'You can use the Phase Special Move to
add 1 temporarily to your Speed, if you know it, but
you must cross -off the Inner Strength point before
rolling -the dice. Tf the result is less than or equal to
your Speed, turn to:agyp. If the resull: is greaf:er than .

your Speed, tumnto. 222, .. = amy, , B

ot = R .,,'-;';_136;'; .;"' L E-!a
Make a note of the name of the Champion:you decide
ko leave behind to keep an'eye on the Cybermarines. : .
Now, which door, will ‘you investigate: the armoury.
{turn to zés) Medi:ech {turn to 56} or {'he Iabs (tum (fum
o 165)7’ : :

S i‘-i"_f :-s?* 'i-'- -"’:*- sé'-f:n J-: :

+ p: =) 'u? 5'--. ] 3 .-:
Your punch meets only empt'y air. The'n a swcrd is -
driven- upwards into. your; wtals Yotir-adventure ends
here = P S @ E Be

i S e
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]a]uda faﬂs bo:defend against your al:tack‘ in hme and
. your foot takes her right on the chin..She collapses like
a sack of patatoes. One of the ninjas speaks. You may

have defeated the Master.of Weapons, but. we have
achieved our objective. The Dragon Ninja never faill*

With that, several of the ninjas throw small pellets to

the ground; there is a flash of light and a billowing
cloud of smoke. When it clears, they have all disap-

peared, taking Blade and Larcen with them! You mun

over to the windows, but they are nowhere toibe-
seen. Looking up, you seea jet “copter flying away’ on’
silent engines. Cursing vour luck, you inspect the
body of Jaluda. You find little of use except a large
key, fashioned in the shape of a dragon. Make a note

of the Dragon Key on your Advenfure Sheet then turn
o 296.

¥

a2g oo
e Jetta Naxx: o LR
Fighting Srfyfé: Savate/ Pentjak Silat

T:ms -zane af Origin: AD 189:;7

Appeamnce Blonde aru:[ beauhful dressed as a circus
acrobal: but with razor- sharp discs at wrist and ankle &

Manﬂensms Cold _ancl dlstant but a]qo efﬁcnent and

business-like

H H o

Speech Characteristic: Decp surpnsmgly “Warm - vdlce,

with heavy Russian accent -

-. uq -.

Likes/ Dislikes: Hates monarchies, kings and’ queens and
any despotic yrants. A strong idealist, and; fanatical
about fulfilling her mission. She has formed an attach-
ment to Larcen Tyler, who is also an.idealist. She
dislikes -Slash, .who .seems brutish to her, and she
detests Midknight utterly — she carmot see him as
anything other than a vampire._ -

Notes - s 3 -
Jetta was active as a revoiuhonary in Russia, plotting -
against-the tyrannical Tsar. She was forced to flee to
Indonesia, where she leamed Pentjak Silat to add o
her - knowledge of. Savate. Going undercover as a
circus acrobat in China, she met up with other revolu-
tionaries and planned @ return to Russia; However, -
agents of the Tsar caught up with her in’ China and
arranged for her untimely death in a circus ‘accident’.

The Eternal Champion saved her frony this fate, and
she has;thrown herself into a new cause: that of saving
humanity. by destroying the Overlord. She is_rather
formal with people but is trustworthy and very honour-
able. While she may be of slight build, she is:very fast
and packs a formidable punch; she-will prove a reliable
assel to any combat team..

I|u! P t i:
! : [ a|

When you are, ready,. fum back to 100"
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You fire a side kick at the figure. It seems that;your
opponent is doing the same, but you are committed
now. Your foot strikes home, and suddenly the figure :
disappears with a splintering crash, seeming to dis-
solve before your very eyes into shards of glittering
light. You have just shattered a mirror, you realize. :
But another figure stands:behind the mirror, and you
are too surprised. to act for the moment. It is a Dragon
Ninja, and he holds a long dube in both hands. There
is a click then a cloud of, yellowish gas billows
out of the end of the tube into your face. You try
to hold your breath in time, but you inhale a small
amount. Roll one dice..If the number; rolled is less
than or equal to your Recovery .Rating, tumn to
173. If it is greater than your Recovery Rating, tum
to 85.:: oo g s .. B 5 1
* 4. maain omeE ) W v Egms g@ 5 T A o o
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Tipping the safe on to its back, you: carefully pour the
acid into the lock. After-a while i eats its way through
and you are able to open the.safe. (Cross the vial of
acid from your. Adventure Sheet) Inside you find a
small device resembling .a remote -contral, and a;.
strange-looking helmet. The helmet is covered in gadg-
etry, and little pads on the inside connect to various
parts of the skull. “It:is' 2 neural helmet,” Midknight
announces; ‘used for entering Cyberspace with ,your
mind. No doubt Kaisho used it to communicate with
the Overord face to: face, insidé: his: computer world.”
Make :a. note of theineural helmel on your Adventure -
Sheet. Shadow takes the remote control and opens the
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'- secret door and ‘you all . step fhruugh m{'o the great
hall beyond. Turn to 2gg: : S £

R
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The Eternal Champlon has arranged a y&cht for the

four of you,'the Atlantis. Trident is-very pleased with
" it, of course. T will ssail uss to Megapoliss, and’ then’

we ssmash our way to the Core!’ Trident annbunces in
his sibilant, watery voice. Slash screams .2 neanderthal
- war ay, and RAX. grins, the prospect of a good

scrap, as ever, the only thing on his mind. This team-

will be the most gung-ho, vou think to yourself but

you will have to be on your toes — you're going: fO'.

have to do most: of the thmkmg for themt -

5.!.,«'1 ;H- i

You set off sznhng downnver from the Fortress to the.
coast. From there, it is a few days’ sailing to Megapolis.”
The journey is a little dull: All that RAX, Slash and .
. Trident can find"to talk, about are past battles they.
have fought in, and' future battles they hope to fight'
in. Eventually you arrive in a bay, and the dor_ks of

Megapohs Tum to 104.
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“The ﬁght is ragmg ervall ot s vou, but it Iooks as: lf . §
your companions are getting the better of the. Enforc- -
ers, Xavier i5:facing only one Enforcer now, while: :

134-335

Midknight -and Shadow ‘are fighting: back-to:-back
against four or five others. The rest are:down.:Pile-
driver shakes his head to clear it,: then looks at you .
with a hint. of fear ir his. eyes.. Tl have to try a
different tack with you, I can see; he growls.. You hear
the sighting device over his eye click and whirr; there
is a metallic twang and- a crossbow;bolt shoots from:
the barrel on his helmet straight atiyour chest, closely
followed by: two more! You dodge the first bolt. With
superb:reflexes born of desperation, you bat the second
one out: -of thei:air:with the back of your wrist.
Meanwhile, Piledriver is charging straight at-you again!,
Roll one-dice.:1f:yau score less than or equal:to your
Speed: Rating, turn to 6. If you score more l‘han your
Speed, burn to;168.. : e

.-_ -_-'i-_i“ii;:. l*.:;; -, E,- 154 il 55 ‘ .
You }e:l'-:a't'mine'-.,_.Ehé;::ci'yo'ger'lic cantrol -console.: There are
three dials on the console, and- each.is labelled. Will
you: turn the one marked ;Thaw Irhibition, Frequencer’
{turn to 194}): Cryogenk Transposer’ (turn to :69) or.
’Bla-['eedback Nulllﬁer {tum =l'o 57)? :

B - - & -
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Your ﬁngersf manage ‘to cling to the lrp of the pll‘ The 5
fear of:a pamful_ death below gives you added strength -

e
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to heave yourself up over the -edge of the pit. Mid-
knight is also safe, you see. You look up just in time
to see a second mining car unloading its cargo on top
of you! You manage to scramble forward below the
car, and escape the worst of the avalanche of rock that
would have: carried you down intd the pit. However, a
piece of rock does gash your forehead: lose 1 Life

Point. That same piece of rock lodges in your clothes;

on closer inspection, you realize it is of a rather fine

quartz crystal formation. (Make a note of the Quartz

Crystal on your Advenfure Sheet) Everyone else seems
ta be all right. so you examine the rcom at the other

side of the pit. This is cbviously the Mining Control -
Centre. It is a large, square chamber with a high!

ceiling, and it is dotted with consoles and computers

that hum and whirr continuously. On the far wall you

notice six transparent tubes, set into the ceiling, :like

glass lift-shafts, except that they end about two metres
above the ground.. Pads on.the floor seem to indicate

where a person would 'stand to be directly under:.a

tube. The right-hand wall is covered with instrumenta-
tion: dials, readouts and the like. The left-hand wall is

of bare brickwork, buiit quite recently by the loock of

it. The whole place seems completely deserted. ‘I dont B

like it," says Shadow. 5 ;
"Yes, toa quiet,” says Midkm’ght.__ s _
‘Too quiet? The noise is deafem'n'g-f' says _'}(a;viet

‘He meant because there's no one about, you “cretin!

Shadow hisses at Xavier. b wn gl o8 B

‘Oh ", well . ;.1 knew that! Yéu think I didn't know

':Ljéﬁﬁéx

that? OF course [ 'knew “that’ “Xavier says unconvinc- -
ingly. You order them to:shut up and get ion with it; -
Carefully, you- a]l make your way' across: the p1l: Turn

ta zo08B. - % _ . ) ;

e al TR 136 : e FAS
Rernerrlberlng what Fulat I:aughl: yﬂu allnws Jou to:
dissipate the energy attack with a:rush of mtemal':
cleansing, power -that emanates_from -your, Ki, your™:
Inner Strength. You tense, every ‘muscle in your body,
shuddering with: power :as you absorb: thes Master's
poisoni finger: You look up and smile :af Tien Hsueh.
He looks decidedly- worned now. shocked .by. your
knowledge: of the-ancient technigties.;He narrows his -
eyes and-paces slowly: round. you, his demearour
much' more- seridus:-Will you iclose irs.and try some
punches -to his-head and bedy' {tum'to-218), ‘wait to .
see;what: he: does and hope to counter-attack {turn to

o '_ -f
B - e
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37), try a low ku:k followed by al r0m1dh0use kick
to his head {turm tox08) or l'ry to throw hlm {turn
t010}7 Elo o, : .

137
As i.'he stick drops. there is a click: a shletto chks nut
from its end, nearly doubling its length! But you take
the wooden shaft on your forearm and jump back

- without getting cut. You eye each other warily. For
the first time you noticdja flicker of respect in the
Grandmaster’s eyes, but he does not speak. Will: you
now wait for him: to make a move: then counter-attack =
(turn to 62), try a low kick (furn to 196} or lift up a
knee to feink a kick,:then: lunge forward -and lash ‘a fist

ath.lsface(l'umtoz51)? e %, R, oz L

ok v 3 2 Twe o
-1 E X . FOSTHE
P o TR
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Reduce the tlme number of your CyberCage by L lf it .-
is now down to zero, turm to:gg. If it is not, you hurtle -

to the ground.and roll. Coming up on your feet, you
flip forward, kead over heels, info the air, then you

twist so that ‘you-land facing the Overlord, who is
~ getting to his feet. Seizing your chance, you cartwheel -
towards him and throw yourself into another head-:
: over-heels flip to bring yourself within range, taking

the Overlord by surprise. What will you:do now? . : :

139

Drop low and’ try a sl:ralght~ﬁngered .

jab up under hisribs? « 5 . Turn to ziq
Aim a quick one-two athisbady, i 4, '

followed byanghtcrossat his « .., %y
head? S, B . . :: Tumto 167
Tryakicdk? . :: . : 1. TuntoiiBg
et Turndonz

Try athrow? . ;. &

A
I

: 1349 - I. i
L. CRAXS -

Fzghtmg S!y!e Mua}r Tha1 chkboxlng

Time-zotie of ongm AD 2 34 5, Cyberdome

Appearance: Half-tan, half-machine, with ‘several cyber
enhancements — robotic sngh’cmg device, armour plat-
ing, cyber exoskeleton, etc. _ o g :

Mnnnensms ‘Walks w1th a ]erky mbo ga:t, ,accompa~
nied by the eiectromc hum of his locomotive servo-

mofors e T EE BB s

Speech C}uiradensﬁc Short- tempered and crotchel'y his
speech patterns are curt, short and rude. This is because
his cyber enhancements have lef[r RAX m constant

though minor, paln

Likes/Dislikes: He: tends to: hang out wnth Slash and .
Trident; because there is nothing RAX. likes better -
than:a:good, hard punch-up. This isn't just because he's
a bit of a thug, but when his cyber-suit goes into
Combat Mode i cuts off certain nerve-centres that



control the pain ke feels. In Combat*Mode} he:doesn't
hurt any more (until.someone hits him,: of: course?).
R.AX. has developed a:crush on Shadow . Yamoto. He
 would do -anything for ther; and'she knows it.:He is
constantly trying to impress her in all sorts'of> ways.
"RAX. being RAX, this tends to be in rather:crass
physu:al ‘ways {'Lock, Shadow, 1 smashed him-:good
for, you!). On the plus side, RIAX. is fearless, loyal,
reliable and a good, tough flghter He lcwes Thai focd

Nofes- "~ .- ' el
RAX. successfu]]y rel'umed td l'us own hme wlthout

the, deadly software his old-boss had had wired into.
* his ‘neural net; and now, “with your help, fight-fixers at

the Cyberdome have been brought to. justice. Now he

is ready to help the Eternal One and is eager to ‘have

a go’ at the Overlord RAX is not as stupid as He

appears. Undemeath the thuggish image lies-a cunmning

intelligence, making him'a dangerous fighter. He works

well with Slash and Trident; together, they will, make a

+ formidable, though undisciplined, strike team. ;

* When youare ready, turn back to _100. BB _' i.:";-:’i

' z. B T T
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The:old mati listéns with growfng intérest as yau tell
him all about your mission to destroy the Overlord;
and that you are in the service of the Etemal Cham-.:

L :.'.'140"

pion. ‘Well, welt* he says #Give the Bternal One my
regards when you see him. My ‘name is Fulat, and he’s -
an old friend of mine. Yo are lacky to-have found me,
for 1 can .be of great service to you 'inyour quest!:
Fulat confides that he is in-hiding from.the Overlord. -
who wants to tum him inte one of his:cyber-controlled
champions; the-soalled Lords‘of Death, for Fulatiis a
Kung Fu master: He further tells you that the Citadel
can be reached vid the storm drain at the other end of
the cavern; and warris you that-the waysis guarded by
at least ‘oneiof the! Lords of Death, Tien: Hsueh, the
Poison; Finger : Master; a Chinese’- master .who_ has:
sworn allegiance to the Overlord in return for wealth
and power. Tien Hsueh uses an ancient nerve-striking
technique known as' Dim Mok; apparently he has the
power to- strike an ‘opponent and. charmel his inner,
strength into that person, causing iristant unconscious-
ness ar even death. It is known asi the Poison Finger, '
for obvious reasons. However, [ know: the energy-
blocking -technique. You can use your own Inner ;
Strengl-h to. cmmter his” ¢ _ag*-.u_ef._l.l e - :

Pulal‘ teaches you': l:hls skill (nﬂl-e down Ehe Energy' .f
Block as a.Special Mave on your Adventure Skzef) You
will be told when you can use the Energy Block. Fulat
also gives you a jar of greenishtliquid, labelled Katsu _
tonic, for resuscitation of the comatose’. The katsu
tonic;is anancient herbal remedy for reviving ‘people.
You: may.need-it,’ he-explains. Make. a;note of the

tonic. on ‘your: Adventure' Sheet. ‘Goodbye and good -

luck. 51 struly hope you aresuccessful, he says Ycu'
thankhmandhetumsbacktohlshut; T gl
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You:swim back 'to; the. shores of the lake, }eawng the
island behind. You find Trident;, RAX. and .Slash
waiting for you. After you have updated them, you all
set off round the edge of the lake, on dry .land.: At the
far end of the cavem you discover a wide openingin
the wall: it is a storm drain outlet: water from the
heavy rains and storms that fall on Megapolis will
" drain away:down.this pipe, into the lake and then out
to the hacbour: A thin trickle of scummy: water .is all
there is at the moment. ‘Couldn’t be better;for sneaking
into the Citadel” RAX says ophmlshcally Tt looks as
dark as pitch inside the tunnel. R.AX. reaches up to his
head and turns on a switch. A beam of light from his
sighting device spears the dark ahead, a thin sliver of
visibility. "That's me sorted,” he says. Slash gets out an
oilskin bag, takes from it a wooden forch and lights it.
Well illuminated, you lead the party into the yawning
tunnel ahead. A faint smell of moist decay and wet rot
greets your nostn]s Tum to 203, S, :

3 i ,-' : i 141 i =E| ||i -__ :
The Enforcer runs forward and swings his baton around

at your head, greenish fire playing up and down its -

length. With' perfekt! timing’ you' step into the ‘swing
and catch his wrist with your left hand: Tuming, vou
bring your right elbow down on to his-arm; he stiffens
in pain, and you follow up by jabbing your elbow into
his face, then sweeping his feet out from under him
with your right leg. The Enfarcer drops, out like a
light. You notice a throwing star glinting in the light
as it whistles into a nearby! Enforcer, felling him —
Shadow at work. Anather Enfarcer stands motionless,
ensnared by Midknight's hypnotic:gaze, while Xavier
is using his staff to good effect. But l-hen your other
opponent draws all your attention.

Tamn you to helll’ the Caphain howls as he steps

forward, swinging a gauntleled fist at your face. You " -

must fight him, round by round. He has a Defence of
3, a Power Rating of 4, and ¢ Life Points. He attacks
first. ¥ you win, turn to 4s.

You are too: slow and the bolt takes you fu]l ‘in_the
chest.- You are thrown backwards into the air by its
force, electrocuted into unconscicusness. You land in
the river,;face down, where you-float senseless, until
you drown. Your adventure ends here: - -
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Slash stops, 'riaisirig his: hand. ‘Me hear :something,” he
grunts. Then you can hear it too; a thythmic booming
echoing along the storm drain:behind you. Whatever
it is, it is getting closer.-Suddenly something gigantic
comes bursting out of the shadows. At first you think
you are dreaming, because it looks like'a Tyrannosau-
rus Rexd And it is — but ammechanical one. It flls the
storm drain from !roof te#ifloor,- and. it is lumbering
after you on two massive steel legs: that propel it
forward: like pistons. Its eyes are glowing redly and its
forelimbs are tipped with sword-blade talons. lts head
is of burnished steel,'with a massive! mouth thatiis
lined with razor teeth! Worse than that; you see thé
teeth are vibrating back and forth, like a chainsaw!
Holy Cybersaurs!- R AX. cries in astonishment. The
Cybersaur T-Rex must have been built by the Qverlord
to guard this route into the city, and it looks extremely
dangerous. The: three Champions look te you for
orders. Will you tell them to flee, running away from
the Cybersaur as:fast as you can {tum to 232) or
decide to stand and fight it (furn to 44)75* - :
Darting in, . you :reach for her tunic. She reacts only-
when. you have grabbed Her. — but then she does so
with lightning: speed: she grips ‘your right ‘wrist with
both her hands and steps backwards, pulling you off
balance before you can-attempt -a throw. Then she
steps forward, twisting your wrist into a painful arm
lock:and bending you over until you are forced to fall
backwards. But you roll with the force, somersaulting
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‘Backveards across the flodr; twisting’ your-arnt ot of
the lock and reversing holds, so that she is thrown
backwards by the same move. She doesnt make a
sound as she slaps the ground in a conbrolled fall. As
you come up on one knee, she kicks up at you with her
right leg. Raoll ane dice for Kaisho. [f the number rolled
is less than-or equal to your Defence, turn immediately
to 226. If it is greater than your, Defence, -she:kicks you
in' the face, and you fall back, releasing your hold on
her; lose 3 Life Points. If you are still alive, you both
get: to your feet and:cirdle each other. She arches one
eyebrow enigmatically. Then she assumes the, wide-
legged. cross-armed stance again. Will you now feint

with a low kick, thén punch at her (fum to iz02) or.

drive the instepiof your right foot at the inside of her
knee, then snap a side kick up at her face (turn to 272)7-
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You mistime vour move-‘ane of the blades catchés your;‘_'
leg, damaging it quite:badly. You cannot put your
weight onit for very long and have tedimp, It also affects -
. your balance and dexterity;: reduce-your Equilibrium
Rating by 1..You'wait for the others; R.A.X. misjudges: ik

but:his cyber: armour protects:him fromsserious danger.
Trident is fast. enough to get, through without mishap, -

- but Slash is knocked through by one of the, blades He

g g e 6 h
grunts, nursing .- brulsed elbnw RA.X SniggeTs; and
Stash walks away thth -a dismissive grunk. Turn-to 299.

'-:e!_ i -_-. & ] == e = Fieos: 3
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Rcduce l:ht- hnle numbér of your CyberCage bym IE 1t :
is down'to zero, tum‘immediatély toigq. If:it is not,
you drop to the-ground: and try ‘to.catch his deg

between yours and - throw' him, :but. this time he is

rcady and:he:[eaps straight-up and.comes down on
you, stamping .on your chest with # ay.-You feel:a rib =
crack, and you lose 4 Life. Points. If you are: down to
zero Life Points, -turn straight away to 157.. If you are .
still alive; he sorhersaults forward, using your chest as! :
a platform; anidspins iri the airito land. behind -you.
Locking up; you-see his foot hurtling: towards' your
head as®hestamps down: at you again. Desperately
you dap your ‘hands together in front of :your face
with thei speed and force of a:bear-trap round the
Overlord's fook: - For“a. momentiyou think: you have -
him, ibut he:pushes off with. his other leg and, using”
your gripias a stepping stone,: ik himself: the length *
of your' body, dragging his leg -oat-of your grasp..You
bring your knees: up:to ‘your chest andssnap yourilegs - -
straight, using this momemtum to flip to-your feet,just-
in time to.see the Overlord-twisting in the ir and land, -
facing you: once more. You have the initiative. What :
mll‘youdonow? P el T
s wbirstan - LaheTm et T TIVELewgii 3
C]ose it I:o al'tempt' algrapplmg Iock?‘ if Turn to 235
Try-a'punch? -. - e T . Tarn to 25
Tryia kick? . il ,“é}.’!i_- T : Tum to 189
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Shadow grins wclﬁshly and moves away: w1th her
back to one wall of the tunnel. She sidles into the _dark,
silently, like her name. All is- deathly- quiet now, and
you feel sure that the hammering of your heart. will
:give your position away. Minutes pass:and the tension
mounts with every second. Then there is a isudden
loud commotion from up- ahead, shouts and bangs.
~ You hear Shadow’s clipped voice, followed by a grunt
of pain. You all'run forward and. Xavier unleashes. a
blaze of light from the tip of:his staff. In the sudden
- light you see that Shadow hasa figure in a wristlock.
One twist and he is thrown on to his back, then she
finishes him off with a knee to the head. When you
get to her, you observe three bodies, all dead! They
are short and stocky, clearly mutants, judging by their
faces, ,which are, noseless with over-large eyes and
knobbly skulls: ‘Good work, Shadow!” :you :tell her.
You search the bodies and find bits; of food and some
crude weapons: old: pickaxes and iron bars:that were

once sections of rail track. You also find a flask of .

sulphuric acid- Why they are carrying acid is.anyone’s
guess, but it may come in handy. Make a note of the

flask of acid on your Adventure Sheet. You push on

along route.66; turn to 183 ; : £
: ; . e it T :
b B g ' ; '143,:5_-: = 5 3 : i B
As you drop, the Grandmaster's: scabbard falls next to

: you, then a sword .parts the air where you were just -
standing. You realize that he had balanced the scabbard
on the end: of his sword to confuse you,as to his -
position. .However, you:have the better jof him this

'5-._ T

149

time, because your feet have ‘knocked. his legs from
under him. You hear a gasp of surprise;and the sound
of someone vaulting away. The lights flare up unexpect-
edly and you are momentarily blinded. With your °
eyes narrowed against the glare, you can just make
out your opponent, some three metres away, about to’ -
hur! his sword at you like a javelin. Roll one dice. You
can usc the Monkey Heart Special Move, if vou know
it, to subtract-1 from this-roll (but you must decide to
use it before. you 1oll the dice). If the :result is less than
or equal to your Defence Rating, turn to 161. If the
result is greater than your Defence, tum to 240.

. ,149“ i -
You sn:lesl‘ep l'llb cIawmg strike and 1 fhanage ‘to’ grab
the outside of his wrist in one hard. Then you lunge
towards him, shoving your knee into the side of his
extended knee and.forcing him off-balance. Still hold-
ing his arm, you drive an elbow at his ribsi Roll one
dice, and add 1 # your Fighting Style is Kung Fu,
Ninjutsy, Jujutsu or Aikido. If the result is higher than
his Defence of 4, turn at once to 68. If the result is less
than or equal to 4, the Poison Finger Master rolls
forward and to one side, following the direction your
knee was forcing him-into, and he avoids your elbow. .



‘As he rolls away] *his ‘'momentum wrenches this wrist
. out of your grip, and he comes up a short distance
away, eyeing you warily; less confident now’- Will you
close in and #ryisome punches o his head and body
" {turn to.218); try a low kick, followed by ‘@'roundhouse
kick:to:his head (turn to 103) or l'ry h:i l'hrow hlm {{'um
tnio)?e : f o= o _ 3

. 15O e ] :
Orgm Chard tel]s you tha’c he. will nol: accampany yccu
any further; it is too dangerous for the likes of, him
- where you are going! He ‘says, he will sabotage the
- . tubes behind you so that the, Cybermarines will be
- unable to pursue. Then he, will make his way into the
mines and join Atone, Garoud and the resf of. the

_rebels. c EeC P

" He has® -:lc-ne hls b1t Fso - you let hlm go gravely
.. thanking him for his help. Midknight is impressed by
. Orgin’s skllls and offers him a: job at ‘the: academy of

“science he and Xavier hope to.set up, oncei the Qver-

lord is defeated.:In fact, yout have ‘to tell Midknight to~
.+ shut up — he:seems intent on discussing some- obscure_
" - scientific topic: with Orgm even as'the marines

drawing closerl: Turnto g. 5 53 gl

= 151 -
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[{e arches an eyebrow at'you but-says riothing, simply
staring at you for a few !seconds;. then *he' nods, -
apparently satisfied about somethmg “Well, whatever
it is, [ think I can help you’ He reaches'into his robes
and hands you aijar of liquid, labelled “Katsu‘tonic, for
resuscitation of the comatose’. ‘The katsu tonic is an
ancient herbal remedy for reviving people. You may
need it,” he explains. Make a ndl‘e of the tonic on your
Adventure Sheel. ‘Goodbye, he says abruptly and disap-
pears into his hut.

You swim back to the shores nf the lake, Iea.vmg the
island behind. You find Trident, RAX and Slash
waiting for you."After you have updated them, you all
sl off round the edge of the lake, keeping to dry land.
At the far end of the cavern you discover a wide
opening in the wall; it is a storm drain outlet: ‘water
from the heavy rains and storms that falf on Megapolis
will drain away down this pipe, into the lake and then
out to the harbour. A thin trickle of scummy water is
all there is at the moment. ‘Couldnt be better for
sneaking into the Citadel” R AX says optimistically. It
fovks as,dark as pitch inside the tunnel. RAX. reaches .
up to his head and turns on a switch. A beam of light -
from his; sighting device spears the dark ahead, a thin
sliver .of visibility. "That's me sorted, he says. Slash
gets out an oilskin bag, takes from it a, wooden :
torch and lights it, Well illuminated, you, lead the
party into the yawning tunnel ahead. A faint smell
of moist decay and wet rot greets your nostrils. Tum

to 203. s g
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You 51desfep the: baton strike defﬂy, then grasp l'us
wrist in your hand. A split-second later; your other
hand has gripped his upper arm. You twist histhand
down, still holding his upper arm in a painful .armlock.
The Enforcer stiffens in_ pain, driven up on to his toes
and off balance. You driveithe baton back into his own
midriff: there is- a flash of light as the electric shock
* plays ‘havoc with the Enforcer’s cyber circuits. He .is
thrown backwards into:his compamon and they. both
" fallmatang]edheap Poom e e e lg
Turmng, gyou see Ithat Piledriver | is standing over
Shadow, his arm raised to strike. She has her hands
ready to block, -but she seems: groggy and weak. You
run forward and leap, driving a flying kick at Filedriver.
He sees you at the last, moment and gets- his shield up
just,in time. Nevertheless he is knocked back, and you
come down-in front-of Shadow, face to face. with the_
\daster of Destruc{'mn BEROAET - e . v g

IR S U R S

oo
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T amme

Thiere is no way for ‘you to get from here'to the spire;
Larcen’s grappling hook won't reach that far. You are’
trapped. bﬁon the' lift ‘door : ,opens, -spewing forth -
‘'several ninjas. By now yaur; position is known, and ..
they.are; soon reinforced by Fnforcers and Cyberma--
rines, armed with plasma rifles.: Some have been flown -
-over from-the Citadel by jet' ‘copter. You battle:-
bravely, but eventually you are all- overwhelmed and -

- k1ﬂed Y our adventure ends here.

| 154-155
T gt RN :
You remember what Orgin Chard the scientist told
you: you must keep the Overlord imprisoned with the
Cage while you enter Cyberspace with your mind and
battle the Overlord inside his.computer world, defeating
him before the CyberCage runs out of energy and stops
functioning. If you do not have a neural helmet, turn at
once to 23%. If you have, you explain to the others what
must be done. Everyone agrees that it,should be you
wha will wear the neural helmet and ﬁght the Overlord,
since you-are the:best martial artist. It is surprising how
they grant you this accolade s0 quickly, wheny under
normal circumstances they would not admit: it at alll
They all wish you luck in their different ways: Midknight
nods solemnly; Slash grunts; Blade mutters, Kick ass,’
and so on. Midknight plugs the Cyber(Cage into a
socket on the cube’s terminal; tum to 195. .

g E ¢ 155 5.2, TR
You throw yourself desperately info 2 forward roll,
hoping to avoid the lethal wave of darts. Roll one
dice. If the score is less than or equal to:your Defence
Rating, turn to- 64. I it is greater than your Defence,
tumn to 137 . : =

oy
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Mr Ferranti, large fat and bald. is ﬂa:nked by two -
bodyguards.! They look like ex-streetfighters, "with -
broken noses and cauliflower ears — big, tough-looking -
guys. Ferranti greets Larcen with much bonhomie and
back-slapping. After Larcen has introduced you, the
blackmarketeer addresses you in a deep base voice.
‘Good to have you here, he says. “You'll have the full
support of my organization, behind you.’ He leads you
back into the hall and shows you some interesting
hardware: There is a one-man portable mortar with
several shells, a bazooka-like device that launches a
grappling harpoon with a cable attached that will be
useful for scaling tafl buildings, and a scuba: diving kit
for underwater work. ‘[ may be able to help in other
ways,’ Permanti says. ‘Are there any: questions?” Will
you: ask him what he knows about the Overlord's.
most recent activities (turn to 224) or if he knows
where you can' get a CyberCage {’rurn to 180)? .

| .
Everythmg goes black: your mmd has- been defeatecl
inside the world of the Overlord. You are enslaved for
ever as a-tiny sub-routine in the huge program that is
the Overlord. In the real world, your body becomes. 2
mindless wreck. The rest of the Champions try their
best to help, but they can do nothmg Your adventure
ends here.  * .

’Desh‘oy the Overlordl Gamud WhlSpEl’S in awestruck'
tones. “The Eternal Champion! Qur Saviowr!" - - -
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Atone Leuns ]ooks you over careful]y she is not as

overawed by vour words as the others are. After a

short scrutiny she says, “You must be the tenth Cham-

pion. And this must.be Midknight the Vampire, Xavier -

 the Warlock and Shadow the Ninjal We have prayed
» for your coming!

t

Just then a gruff voice beﬂows frorrl the tunnel bel'ljhd
the mutants: ‘What's going on there? Move your
deformed butts back here!” | w

Atone -apealvcs rapldly Tam the Ieader of the resmtance
in the mines — we can help you mmpie’ce your quest,
but first you must destroy the Captain and his squad
of seven Enforcers, then we will be free. Will you help

us? If you decide to bry to defeat the local Enforcers,:

turn to xz3. If. you say that your mission is too
important for you to get involved with Enforcers yel'
turn to z58. _l i

159 -

]aluda sweeps your foot aside with a forearm, then

cartwheels away. Several ninjas throw _small pellets on
to the ground: there is a flash of light and a billowing
cloud of smoke. When it clears, they have all disap-

peared, taking. Blade and Larcen with them! You:nm'
over fo t_he windows, but they:are nowhere to:be

160

seen. Lookmg up you see a ]et copter ﬂymg away on
silent engmes. Tum to ;ngé e TR ~

s T AiECeeg m, Lpi Rl ¢
You maotion !]etta ko stay hidden while:yow steal
forward. A few silent steps bring :you. within striking
range. You snake your hands round. his neck with the :
speed of a cobra, driving a knee into hisback. To your
horror: his head icomes off in your hands:and hits the
fooriwith a hollow slap! You start in:surprise as the -
body shatters when it hits the ground: A’ wax head
and :ai.clay body: —:a trick! A sound causes you to look:. -

up. A trapdoor in: the cellmg is opening and a ninja, ™ ;

realﬁthss time, mth an iron dagger in each hand drops
dovin. He. slashes at vou and you try to .dodge, but
you aré surpnsed ary] react azmoment too-slowly; lose
2 Life Points. If 'you are still alive, yiou: drive astraight-
fingered jab at the ninja’s throat while Jetta.rans up to

help. Roll one dice, :adding 1 if your Fighting Style is
Ninjutsi, : Jujutsu or Kung: Fu. [f the result is higher -

than the ninja‘s: Defénce of %.fumnta 40. If the result ™ .

is less. than or equal to 3, tum to. 186 .oty



161162 _

co—

' ( 1:61\ . i o,
Blmded though you are, your ‘reflexes take over and
you sidestep the flying blade; it hurtles past and
embeds itself in the wooden floor, where it quivers as
if alive. Then your vision clears completely. A short
~ wooden stick falls out of the Grandmaster’s sleeve into
his hand. He darts forward without a sound and raises
the stick to strike down at your shoulder. Will you by
to block his move (tum to 15y or jump back to avoid
it, then step forward and unleash a spinning back kick
(tum to 82)7

L ; '.[62 : . 3R . .
After a short distance, during which yow pass many

tunnels oni either: side of Shaft 3,1 you see light ahead:
and the shaft begins to slope gently upward. Electric
lamps, set into the roof of the tunnel, #luminate the
passage from now on: A loud thrumming:sound echoes:

along the tunnel from up ahead, growing louder all

the time. Another mining hover car appears behind.

‘you, full ‘of rock and ore, and you. press: yourselves;
against the walls as it floats: past. Soon the noise;

becomes deafening, iand the tunnel ends at a- large-
underground chamber, which is brightly, lit and is also

. apparently unmanned.- You step outiinto what must be

~ the Mining Control Centre. Directly in front of you a’
great pit yawns; you couldn’t see it before, due to the
slope of the tunnel. The mining car lips its load of ore -
and rock into the pit,-then glides gently back into.

Mine Shaft 3.-Looking down into the pit; you see

huge steel crushers grinding up the rocks and ore for.

' 16a

processing. On e1ther side, wa]kways span {'he pit,
leading o the rest of the room.

The Control Centre itself is a large,'sc:'juaré chétrhber
with a high ceiling, and it is dotted with consoles and
computers that hum and whirr continuously. On the
far wall you notice six transparent tubes, set into the
ceiling, like glass lift-shafts, except that they end about
two metres above the ground. Pads on the floor seem
to indicate where a person would stand to be directly
under a tube. The right-hand wall is covered with
instrumentation: dials, readouts; and the like. The left-
hand wall is of bare brickwork, built quite recently by
the look of it. The whole place  seems comp]etely
deserted. Idonthke it,’ says Shadow. e

“Yes, too quiet, says Midknight.
"Too quiet? The noise is deafenmg' says Xawer

‘He meant because there's no one: about }mu cretm!
Shadow hisses at Xavier. = £ 3 .

‘Oh ... well ... I knew that! You thmk] den’t knowl
that? Of course 1 knew that, Xavier says unconvine-
ingly. You order them to shut up and get on with it.

Carefully, you all make your way across the pit. Tum
to zo08. : :
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You manage to block his wrists! deflecting his al"tack

Then you whip “your hands up and snake them round
his forearms. Bringing vour legs up, you puf your feet
on his midriff and push, hurling him over your head.in
a stomach throw. With a strangled cry, he flies through
the air but manages te roll with the:fall. You both get
to your feet. Will you now close in and try some
punches to:his head and body {turn to 218), wait to
see what he does and hope to counter-attack (furn h:r
397}, or try to throw him (turn to 10]

-

. 164 .

Teldent steers the. vach¥,in towards the harbour. A,

motor launch sets off from the quay, heading in vour
direction. You, examine it through the viewfinder: it is
marked ‘Harbour Enforcers’, and you can make out

some figures on the deck. They are dressed in.black- -
and-gold uniforms, :and are half-man, half-machine cy-
borgs, led by a human Captain. It all seems fairly

routine :so far — the rocket launcher mounted on the

165—166 |

how of the motor vessel is manned, but it is not aimed
at you. You have some time before they arrive. Will
you meet the motor vessel as.if nothing were: wrong
then try a surprise attack (turn to 22} or slow the boat
and send Trident overboard:to scout.out the: harbour
underwater {I:urn to 5)? ! : e o
You enter a small complex of research laboratarles
including an electronics workshop. Genetically engi-
ncered scientists| are working here, strange,; gangling
humans with oversized heads and six-fingered hands,
minions of the Overlord doing his dirty work. At the
sight of you, they flee in terror. One area of the labs
has been set aside for computer programming research.
You and your ‘team discover that the Overlord is
creating a'martial arts programifor himself; he jintends
to put his mind into a cyborg body, programmed with
the skills of imany grandmasters of the martial arts
You also learn: that the program isiincomplete: he has
not yet fully leamnt the techniquesiof, defending, against
spinning back kicks. If vou left Midknight in the Surveil-
lance. Centre to watch ouit for the Cybermarmes turmn
Lo 7é. If you left: anyone else, tum to 178. : i

A0l L o : L
Ihe Master: of: Lighining) tries to grab you. w1th one
energized, crackling hand, but:you step in towards:
him, blocking his forearm with an outstretched hand
and driving a punch at his face with;the other. Rolli’
one dice, adding: 1 if your Fighting Stylei is Karate or :
Kung FuiiRemember that, if you want to use a Power -
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Strike or other ‘Special Move, you .must-do so: before

you roll the dice. If you score higher than his Defence
of 3, tum immediately to :27. If you score less than:or
equal to 3, your opponent twists his head to one side
so that your fist glances harmlessly off his helmet.
Then he tries to lay a hand on your chest. Roll one
dice for the:Master of Lightning. If the number rolled

is higher than your Defence, he succeeds: a jolt of

electricity shocks you, inflicting 2 Life Points . of
damage. If it is less than or equal to your Defence, you
are: able to step back in kime to avoid his shock
treatment. In either case, if you are still alive, will you
now try to get him in a choke-hold {tum to 245), try
to distract him by stamping on his faot (turn to41) or
wait for his strike, then counter-attack W1th a kick (l'urn
to 7}?)? T 3 : i
; 167 :
Reduce the time number of your CyberCage by i lf it
is now down to zero, turn immediately to ‘ag. If it s

not, closing in, you attack his midriff, but the Overlord
steps back and blocks your strike with a forearm, once:
and then twice. You switch to his head, aiming at his

face with a right cross. He steps:to the side, legs apart
and knees bent, sweeping the side of his left hand up
into the inside of your wrist and pushing your punch
past him; then he twists his other fist up into your

midriff. You double up; lose 4 Life Points, If you are”

down to zero Life Points, tum at once to 157. If you

are still alive, he draws back his fist and swings it -

down at the back of your neck, but‘you react quickly

and throw vourself into a backwards somersault, out

- 168

of range. R::)lliﬁg': into &' headstand, : you: flip to your
fect and tum fo face the Overlord. He snarls in
frustration al ;your narrow escape, What will you do
I'IO'W'? T P t_;:‘: ;

Drop low and try'a straight-fingered L

jab up under his ribs? Turn to 219
Get in close and drive a hammer fist |
down at theside of hisneck? ! | Tumtoys
Try a kick? ; 5 Tum to 1849
Try athrow? - . :- Tumtoaz

i . : 5 B |
_ .. - 168 ' . .
You are just too slow to avoid the last bolt altogether,
and it grazes vour shoulder;.lose 2 Life Points. If you
are still alive, you look up to see your opponent right
in front of you! He roars a battle cry and leapsiat you,
bearing you to the ground. Then he lands on top of
you, driving the piledriver at your head. You manage
to grab it with your hands, bul‘ his strength is enor-
mous. He bares his teeth and redoubles his efforts,
leaning into it, forcing the hammering piledriver at
your head. Inexorably it gets closer and <loser. Try as
you might, you cannot keep-it away! In desperation
you reach up with your left hand, scrabbling for the
wires and cables that power his cyborg arm — but can -
vou hold him at bay with only one hand? Roll one
dice, subtracting. 1 if you know and wish to use the
Power Strike Spemal Move (remember to:cross off 1
point-of Inner Strength before you roll the dice). If you

score less than or equal to your Power Rating, turn to *

231. If you score more than your Power; tbum to, 94-
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Looking through the barred window:- of the cel] you
sce a chubby young boy of about twelve or thirteen.
He is manacled to the wall and is: dressed in ragged
clothes. ‘Help me!” he whines plaintively. You get the
door open by force, then, the boy takes his hands out,
of the manacles! I only kept them om to fool the:
ninjas!’ he says proudly. ‘The name’s Jimmi Jax. he
adds. ‘Who are you 'guys? Larcen tells them you are
here to destroy the Overlord. The boy smiles up at
him. ‘Arejyou really here to kill the Overlord? he asks,
wide-eyed. ‘I bet I, could help you!s Blade snorts
derisively. ‘No, really,” the kid goes on,i Tm in here -
because I'm so dangerous. I'm ahacker, you see, a real
whizz with computers. 1 kept hacking into his programs
and stuff. One day 1 got into the Overlord’s main
program and made a couple of ichanges — he couldnt |
speak for a week — every time he tried, he just: clucked ; °
like a chicken! That rea].ly made him mad, so I ended
up here’ '7'-;.-_’:“ { B ‘ _ _

We coild u§e a hacker ho queshon says Larcen T |
think we should take him with us’

Jetta is not so suré, Tt is. dangerous and he could get
killed. And we don't know for sure that he is who he
says he is. He could be controlled by the Overlord; he
might even be a Cyberclone — we can't be sure.

i sii owe | ot e - ¥ j L
You ask Blade what he thinks. He'll only getiin the *
way. Anyway, I hate kids. Leave. him,” he says baldly.
Will you take Jimmi Jax ‘with you {l'um to 47) or nat
(fum to .::5)? oo = e B 4
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You manage to hold on long erotigh to rise to one
knee, then make a grab behind for the lapels of her
tunic. You heave forward with all your might and hear
her hiss with frustration as you hurl her over your
shoulder ~ but she rolls forward with the throw and
springs nimbly to her feet. Tuming, she nods at you
begrudgingly and smiles a chilling smile. She stands
with her legs braced wide apart and her knees bent in
a half-crouch. Her forcarms are crossed,:held close to
her chest, her hands balled into fists. An unusual
-stance, you think to yourself; you'll have ta be careful.
Coughing and massaging your throat, you stand, keep-
ing your eyes on those sleeves. She waits. So do you.
Then she says, ‘Come. The marines will arrive soon,”
in a strange whisper. She is right, you will have to
attack. (Note that she has 1o Life Points and a Power

of 3.) Will you feint with a low kick, then punch at her

(turn to 102), drive the instep of your right foot at the
inside of her knee, then snap a side kick up at her face

(turm to ag2) or, grab for the lapels of her tunic ahd:

attempt another throw (furn to 144)?

b

71 5]

Jaluda brings her sword down in a:great two-handed -

cut at the side of your neck. You step forward into the
arc of her swing, frying to block her attack by jamming

the palm of your left hand ather wrists. Roll one dice. -
If the number rolled is greater than your Defence, you

misjudge the block and her sword bites into you; tum

to 52. If it is less than or equal to your Defence, you
stop her strike dead in its tracks, and you grab her ..

' | dp2-173

wrists with your left hand. Then'you step in and: turn,
presenting your: back to her;, then snake your right
sand round her outstretched arms. Now all you have
to do is drop to one knee and heave her over your
shoulder. Roll one dice, adding 1 if your Fighting
Style is Ninjutsu, Jjutsu or Aikido. If the result is
grealer than her Defence of 4, turn to 227. If the result
is Jess than or equal to 4, she jabs a knee into your
back before you can throw her, propelling you away;
and her knees also have sharpened spikes on the end,
so you must lose 2 Life Points. If you are still alive,
you turn to face her again; will you throw her {turn
to 24), or dodge and counter-attack with a kick (fturn
to 2167 = _

SO 7z . . . i
The mutants have disappeared, fv.rithout';leavin!gqa trac»&'z:
you are left alone with the bodies of the Enforcers.
Looking through the hole in the wall, you see a mine
shaft receding into.the distance. - Lights. have been
affixed to the walls at regular intervals, and heavy oak
timbers support the roof of the tunnel. Huge power

drills and pickaxes are scatlered around the entrance.

‘Which way now? : Xavier asks. Will you lead: your
Champions into the mine (turn to-287) or into the old
railway tunnel on the other side of the cavern (tum
ko 23677 - . | kw5 :

i o Ea y IFZ L P g s E
You rmanage to resist the effects of the gas, but Jetta is
taken by surprise, and breathes in a lungful, of the gas.’
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'Coughmg, she 'smksf B her knees* and pdsses’ oul' The
-ninja attacks you, using the tube as a baton. You must

fight him. (He has ¢ Life Points, a Deferce ofi3 ancft a

Power of 3.) If you win, tum to 234. i N
5 e Lt 2

: -y

R -

5 Suddenly there is a lotd crashmg sound anc! one of
the windows shatters. A rope comes snaking down,
and you spot Larcen Tyler abseiling down, closely
followed by Jetta and Blade! You can see that they are
fairly badly beaten.up, bul they'll live. Just as' you are
about to greet one another, a hidden panel in one wall
slides open and you all step back, ready for battle,'as a
horrid, undead apparition enters. But then Slash bel-
lows, Midknight!" and you all relax. He is followed by
Shadow and: Xavier, who are arguing together. At the
sight of you, they run over happily, looking equally

. battered bul alive. None of you can suppress your joy

at the sight of one another; and there is much embrac-
ing and slapping of backs. You have to shout to-bring

" them under control, reminding them that you:are:all

+ standing in the, very centre of the Overlord's domain.

You realize that the .cube must be.the brain’ of the
Overlord, but it is also clearly virtually indestructible::

it would take a nuclear bomb o destroy it. Blade tells

-you that he could make one, but. Larcen points out:
‘that setting off a nuke here would kill a lot of'.

mnocent civilians lwmgrln the aty
!

- R And us foo, madentally. Xawer pc-mts out If you.-
" have the Wells CyberCage, tum to 210. If, you do not-

~have a CyberCage turn to 121

{
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Slash moans wnth dlsmay at ydur demsmn 1 hatef '
water,” he wails.« : =y 5 oot

Trident reassures him w1th a Enendly Buffet acToss fEe"
face. TII look after you if you get sscared,’ he. mocks.
Slash just growls at him. Trident takes: R AX. first, and
they disappear under the waves. Then, 'a short while
later, he comes back for Slash. The- patrol beat is:
drawing closer and the crew are starting to grow more .
suspicious; the Captain is pointing at you and gesticulat-:
ing his orders. The rocket launcher is now, pointing
unerringly. fowards you. Will: you sbandon the boat
and dive overboard: (turn to 243) or wait for Trident
ko return and take yéu down;{turn to 281)7

s y gt 1?6 Ii! . :
By the hme you have defeated your Opponents vyou

are too latei Turning, you see thatiShadow has been .
hammered to death — not a pretty sight at all. Piledriver -~

moves on to deal with Midknight and, with the help of
the remaining Enforcers, he is unstoppable. There .are
simply too many of the enemy. Standing back to back,
you and Xavier defend: yourselves for a short while, -
but eventually you are both overwhelmed. Your own
death is heroic but useless. Your adventure ends here.

' ; E AL s :E,. z § '

e g % bl S g o :

You aﬁd Tndenl‘ dive into the :rver. RAX. leaps
forward, firing his jet boots, but Slash hesitates at the -
water’s edge then starts to wade acrosd The Masteriof * :
Lightning- steps : forward, laughing, ‘and points both

!
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hands down at the river; before R.A.X «can reach him,
he unleashes two bolts into it. The water is highly
- conductive and you, Trident and Slash are electrocuted
instantly. Your adventure ends here.
' 178 ¥ '
Midknight is examining the “electronics section. He
grows quite excited at his' discovery. ‘I believe | can
construct a CyberCage from the circuitry | have found?
he declares, and he begins working fast. After a few
minutes he hands you a simpledooking CD-rom unit
with a cord and a jack. ‘All you have to do is to plug
. it into the QOverlord’s computer core, he says. ‘Tt
should hold him for a few minutes. With a bit of luck
that will be long enough to destroy him.” Make a note
on your Adventure Sheet that you have Midknight's
CyberCage, and record the number 8 next to it. (The
number represents how long the cage will hold the
Overlord.) As you are leaving, the Champion you left
monitoring the Cybermarines is, hurrying to meet you.
It seems that the. marines are already in the Mining
Control Centre, and you will have, to wvacate this area
immediately! Turn to 9, -:_ g ome ¢
i i ; fesana
19'9 :

You twist on your: left foot, bnnglr;g yaur nght hee]:

in a whipping arc aimed at the Overlord’s head. This

time he is ready for you and ducks under your flailing -

foot..As you come around to face him, he jumps up
and drives one foot into your groin, the other follow-

ing into vour face in'a quick scissor kick, and you fall
back, reeling. Feeling groggy, you shake your head to

f80—181

clear it, in Hime to see the Overlord léétp Fowards you
with a flying kick. Roll one dice. IF the number rolled
is less than or equal to your Defence, tum to 86. If it is
greater than your- Defence, turnl to 283. ik

! 8o '
'‘CyberCage? Ferranti'says, puzzled, ‘What's that? You
arc about to explain when the windows round the
reom suddenly ‘explode in a cat_ﬂphony of. broken
glass. Turn to z86. :

o3 181: T
‘Great, thanks a lot/ Larcen says sarcastically. He
hooks his grapple up to the cable. ‘Geronimo!” he yells
as he jumps out into the air and slides all the way
down to the Spire, using his feet to cushion his arrival.
You wakch as he moves out on to the wall of the Spire
like a fly, using his cat’s claw hand-spikes and foot-
blades to cling on. He reaches the window and looks
in, then smashes the glass.: He rigs up his grappling
hook so that it runs from the cable’ through the
window and into the interior: The rest of you are able
to climb all the way down into the Spire, after a rather
terrifying few seconds on the way over! Fortunately,
the chamber inside the window :is deserted. You all
congrahulate Larcen on his exploit and he acknowl-
edges your cnmpllments with a nod. Then you take a-.
look around. Tum to 299. ' :
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You find yourself face to face:with the Enforcer Cap-
¢in. He is dressed in black, with gold epaulettes and a
peaked cap. What the ...T he.exclaims. Then his hand
drops to his belt and he pushes a button on thetbuckle.

A glowing field of ransparent purple energy engulfs” -

him: a personal force shield. In his other hand, he
wields a nightstick. RAX. and Slashfare dealing with:
the other Enforcers; and you.ispot Trident climbing

silently aboard. You must fight the :Gaptain. (Heihas ¢

Life Points, a Defence of 3 and a Power of 3.) Note

that any damage you do to him should be reduced by

(. as it is:absorbed by the force field. If'he is still on

his feet after three rounds of combat, Trident comes .

up behind him and finishes him off. In either. case,
when the Captain is down, turn to 288. .. -~

/
AR o Een ]

After zoing a short distance; you' hotike a ‘strange

glow.icoming from the wallsiof the;mine. shaft: ahead. |

The sweet, fowery scent grows very strong ‘indeed
and you see that thé walls are covered with lumines-
cent moss .that glows with a greenish light: Dotted
about the moss are large, slimy toadstools, covered in
brown and yéllow spots. If you want to eat one of the

3 r .
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. ’cuadsl-ouls turn to 58 If you decide to° pass them by,
bn to z50. s 8 B
P 184 S "
You dart: nimbly through,: then: watt for the others
R.AX. misjudgesit, but his cyber armour protects him
from serious danger. Trident is fast enough lo get
through without mishap, but Slash is knocked through
by one of the blades. He grunts, nursing a bruised
elbow. RAX sniggers, and Slash walks away w1th a
dismissive grunt. Turn o 29¢.

5
2

‘ 185 :
You sidestep the ﬂylng ring with ease. He shakes hls

head :wryly, and you realize that he wanted you to"
catch-it. The Grandmaster whips the ring back, then’
sends the dagger hurtling at you, the braided hair

streaming behind it. Now, will you iy to catch the
dagger and attempt to vank it away from him (turn to
20m).or try to dodge it {tum to 28)?

186—188
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The ninja ducks under vour jab; thrustingsa knife at’

your thigh; lose 2 Life Points. If you are:still alive, you
ignore the pain and drive a forearm smash into his face.
He grunts and steps back, in time for Jetta to attack him
with a footsweep that throws him to the ground,
followed by a punishing fist to his:head, and he slumps,
unconscious. ‘Getting slow, are we? Jelta taunts, as she

bandages your wounded thigh. Turn to 278. -

i 2

i 2 18? = 2 o
Before you have even ‘reached the ground,: you are
peppered from head te foot with a m*yrlad little kmves
Your adventure ends-here. = = : : B

- .
You and Trident back away. ‘Be off with you":the old
man sphutters, waving his stick at you: Triderit hisses
at him, but vou decide he is not‘worth the bother. You
swim back to the shores of the lake; leaving the island
behind. You find R.AX. and Slash: waiting for: you.
After you have updated them, you all set off round
the edge of the lake, keeping to dry land. At-the far
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. end of the cavern® you discover a wide opening 'in the
wall; it is a storm drain outlet: water from.the, heavy
rains and storms that fall on Megapolis will drain away
" down this pipe, into the lake and then out to the
harbour: A thin trickle of scummy water is all there
is at the moment. ‘Couldn’t be better for sneaking
into;the Citadel” RAX. says: oplimistically. It looks
as dark as pitch inside the tunnel. RAX. reaches up
to his head and turns on a switch.: A beam of light _
~ from his sighting device spears the dark ahead a
- thin sliver of visibility. "That's me sorted,” he says.
Slash gets out an oilskin bag, takes from it-a wooden
torch, and ‘lights’ it. Well illuminated, -you fead the
party into the yawning tunnel ahead. A faint smell of
moist decay and wet rob greets your nostrils.. Tumn
: to 2073, : :
i 1
;B IR T
- will you t'ry a stralght' thrust kick at’ his: mldnff (tum
‘to 14), a spinning back kick (turn to 257), a round-
house kick to the head (turn to 209} or drive a'side.
kick at his stumach ‘then another. one:at his head (tum
o 293)? . B, B9 B g u [ B

_ ,_90 , :
Your k1ck i’ uns{‘oppable You scythe them dcwn as 11:
you were reaping com. The Enforcer drops, pole-axed,
while the Captain is struck with such force that he
- actually cartwheels through the air before landing;in a
: tangled heap. Elsewhere, you observe Xavier driving
’ hls staff- into" his opponent’s ribs, then whipping it -

'up into his chin The Enfon:er ﬂops back, unconscious; -

:lg 1—192

Shadow sudden}y appears behmd anoth:er Enforcer
snaking one arm round his neck and. stamping a
kick at the back of :his knee. Aj quick bwist,: and;
her oppenent issent hurtling to the ground. She
grins at- you. Nice kick,’“she says, not eveni‘out of
breath. It must have been special, you think to .
yourself, to get a2 compliment out of ‘;hadnw Turn

i

togs. TP S e Eoaoa
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Stepping :to -the left,. you spin, neatly avoiding his
strike, The:force of his. own momentum causes Pile-
driver to lurch forward; you bring a knee up into his
midriff, followed by an elbow intc the back of his
head. He grunts in pain, butf his armour and helmet
have taken most of the blow — he loses 2-Life Points.
Then he swings'the piledriverj back-handed in .a. great
hammer blow.aimed at your chest. You throw yourself
into a backwards somersault to avoid the blow, landing
safely a few metres awayifrom him. Piledriver snarls,
‘Time'to crush you. like a fly,* and ‘charges at you, :
shicld first.. Will you by to meet his charge with a °
leaping kick'aimed over the shield at his head (turn to
217}, drop low-and try a!sirike up under the shield
(tum’ to 73), try to dodge past the -shield on his left:
side (turn fo 38), or use the Power Strike: Specual
Maove, 'if 'youd know it, in'an attempt to shatter his
bhiﬁ"ld (hll'[‘l {o :.4:]? . = B o, &
. = - '-r! 192 = s .- - :
The PO]SGI‘I Fmger Master is defeated You take some
time to rest, and the others start #o come round after a

i T T : o
7 - : - i ; E



193

short while. You gaine your Recovery Rating: in Life
Points, and.may add 1 point .of Inner. Strength if you
roll less than or equal to your Recnvery Rating; WIth a
single dice. : 5 g PR

‘Uhhh,’ R.A.)L gro:msi rubbing the back.of his heéd,

‘he was tough — I've never seen anything like that -

before. Some sort of nerve strike, I guess.”

"Trickssy humanss — I hate them most of all’ Trident

grumbles, massagirig his jaw. .
g B Lol E s
You find a.briefcase near by; it has a name-tag that
reads, ‘Property of Tien Hsueh, Poison: Finger. Master

and Lord of Death” You-open it and find a strange-

looking helmet;inside: it is covered in gadgetry and

has little pads on the inside that connect to various
parts of the skull Tveiseen one: of those.before,
R.AX. announces. It i3 a.neural : helmet, used for
entering Cyberspace with, your mind.. Old Poison Fin-
gers over there probably used: it to communicate with
the Overlord face to face, inside his computer world.”
(Make a note of the neural.helmet on vour Advenfure
Sheet.) You leave the briefcase, as there is nothing else
of interest-in it, but-not before RAX adds the word
‘deceased’ to the label. The rest of the room appears to

be some kind of power generator. ‘At the far end is a:
- door, the only ex1t other than the shaft that will take

you back to: i‘:he Cybersaur Turn to 221.

. 193

Just before you scramble up the shaft onkiof :1.'e:ach,.-= the

teeth of the Cybersaur rip into the muscle of your calf;

104

lose 2 Life Points, If ‘you'are still alive, you make good
your escape. The Cybersaur cannot follow: you up the
narrow shaft, so it crashes about below, :lrying to
widen the concrete shaft with its talons, -but to no:
avail. That was closse,” Trident hisses.

Geared the scales off vou, did it Tndenl:? RAX
mocks from .above. Trident growls in.reply. Looking
up, you can see a light at the top of the shaft. You tell -
them all to keep quiet and get moving. Turn to 247.
R L
. : 194 :
You thst the ‘dial. There is a h1ss and you!see the
inside of the coffin filling with a cloud of icy gas. You
can feel it gelting colder, then red waming lights
flicker on and the readout comes up with a message:
Temperature alert. Life-support failure, Excessive cold’
It seems you have killed Roger Wells. ‘Oh welL’

Trident shrugs ﬂlppantly & i

‘Good going, boss, RAX jeers. You sigh remgnedly
some people would thank you for killing the creator of
the Overlord, but others would say he was only an
innacent dupe. Certainly he could .have given you
some Lips on how to deal with the Overlord. There is
nothing else left to do here, so you, leave; tumto 8,
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AR " B AT :
There is a-flash of blue energy, and every face of the
Cube suddenly. glows then lights up! Each side of the
Cube has become :a huge: screen, ishowing a: great
tongue of flame that is vaguely head-shaped. A black
shadow forms near the base of the fire, and becomes a
mouth. The voice of the Overlord booms out from the
Cube.-‘Who dares . .. Youl’ The:flames: roar angrily as
the Overlord thunders, ‘How did you . ... No matter —
Docs the Etermal Champion: really think-1 can be
destroyed so easily? I will simply transfer elsewhere —
farewell, my enemies! There is a mocking laugh and
the screen goes blank. A second later it flares on again,
in a veritable torrent of flames. "You think you are so

clever, trapping metl” he rages, ‘but vou will not hold. - -

me for long! With that, the screen goes blank. -

‘Hurry, the: helmet!: Midknight shouts, and ke puts it
on your head: You sit down at-the terminal and
Shadow.plugs you: in. Everything :changes ... Tum
to65.:: o iy Fe sl :
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You drive ia'js’raimping side kick at'oiie of his knees, but
he slashes down at your leg. You pull your foot back,
then snap it up at his head,;but the Grandmaster leans
away from it. Pressing your attack, you follow up with
a kick to his stomach. Roll one dice, adding. 1 if your
Fighting Style is Karate, Savate or Kickboxing. If the
result. js higher than his Defence;of 4, he loses your
Power Rating in Life Points, when your foot knocks the:
wind out of him.:If he is down to zero;or fewer

1

%
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Life Points, turn af ‘once to 78. If you score less than
“or equal to 4, he steps back in time and blocks your
leg with the hand carrying.the stick. With a rapid flick
of the wrist, he brings the blade across, cutting your
shin; lose 3 Life Points. If you are both still up, will
you now wait for him to make a move, then counter-

attack {turn to 62) or lift up a knee to feint a kick,

then lunge forward and lash a fist at his face (tum
toas1)T - ,

R
Garoud laughs, ‘Well, | can’t fault you For lack of

bravery!” he says. K 3

Tust common sense,’ 'At'one adds Wryly. ’StiILEwe_

wish you luck — anything that hurts the Overord is
good for us.” Xavier asks the way to the Citadel. The

mine shdfts we have come from lead up into the’

Citadel of Chaos itself.” She itells you that they are
mining for uranium to power the Overlord’s nuclear
reactors, and she suggests that you hide in the cavern

while she leads the Enforcers down the old railway

tunnel. ‘Once we are gone, follow the mine shaft,:and
good luckl” You and the others hide ‘inside an old
railway carriage.

After a few minutes, about fifteen mutant miriers are
herded forward by several Enforcers. The Enforcers are
wielding energy whips with which they castigate the
mutant workers, lashing them forward. When the
sound of their passage down the ancient railway has

died away, you lead your team into the mine!shaft.

Turn to 287.

198—199

: i - 198 : .

There is a pause, then the voice comes back "Umm,
Roger, X153]H, you are cleared for landing. Proceed
to Helipad Three. Control out.” Blade smiles at you
and gives you a thumbs-up. You fly on into Megapolis,
passing over dirty grey buildings and streets. Blade
eases the ‘copter down on to the helipad, and you all
disembark. Several people come running to meet the
helicopter in order to unload the cargo. They keep
their heads down, not locking at you, just wanting to
get their jobs done and stay out of trouble. You hurry
across the helipad and dart into one of the airport
hangars which is full of stacked containers. You and
your team climb hurriedly through a window at the
back, then set off along a dingy alley between two
factories belching dirty smoke into the air. Turn to 74.

199
Xavier
Frghfmg Style Hapkldo carie ﬁghtmg

Tmnz-...om of ::lngm AD 1692. Salem Massachuset'ts

Appearance: Xavier wears voluminous hooded robes
and carries a snake-dragon staff, so most of the lime
he locks like some kind of medieval' wizard. Add to
that the pale skin and elf-like ea;s,'anél'— it’s not surpris-
ing that the people of Salem thought he was a warlock
and wanted to burn him at the stake! "

{

Mannerisms: Xavier moves with grace and style, like a

'\IL.' -
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dancer,, Be-ihike of Tamsdit-s elegant ‘and distin-
guished — others call him arrogant and seIf—opnuonated
He does have a certaindignity, however. oy =

Spcfch Characteristics: He speaks . ql.uckly, the words
tumbling over one another, and he speaks a lot. He
always has something to say and always thinks he

: knows besk.

' Likes/Dislikes: Whereas Slash is faécinajted by fire,
Xavier is terrified of it — especially of being bumt

alive. He also hates horses and anything to do with
horses, especially horseshoes. Although garrulous and
a bit of a know-all, he is a brilliant scientist/alchemist.
He and Midknight are close friends — well, the closest
thing to- friends these two characters could ever
become. Midknight is fascinated by, Xavier's work with

energy systems, and Xavier is fascinated by biochemis-

try and genetics; it is their mutual love for science
that has brought them together. Xavier has little;time
for the ignorant or untutored, he is impatient and full
of nervous energy,- always wanting to get on to the
next task. He has contempt for, all the other heroes,

- especially Slash and Trident. Xavier likes to sneak up
.1 behind Trident and bellow into his ear —
likes hot, splcﬁ food and‘playmg practical jokes on'

t ' : ; : ] I,_ia"

people.
Notes . & ;-au : --..é ik

In the past, Xavier has managed to convince: the'-
peaple of Salemn that he is not a warlock. He hopes to
introduce his new energy-source to the world,: but is -
unsure whether the world is ready for it yet. Xavier's

- in Latin. He

: :oo--:mi ;

intelligence and ﬁghtifng skills WIII acld a mucha-neecied
dimension to the :abilities: of your:team. However,::
since he can be;rather difficult toswork with, itiis best -
that he travelsiin the same groupias Midknight, the

only other Champion jwho :positively seeks his com-
pany When his mission is over, Xavier hopes toretum
to the future and set up an academy with Midknight,
teaching science, alchemy and the martial arts, : ]

When you are?iready,-i:um back tniibo._' :;" R I h

Ml "y |
You drwe a stralght-anned block w1th I:he pa!m of
your left hand and manage to jam her kneestrike.
Then you head butt her. She loses Life Points equal to.
your Power Rating. She grunts, lets go of your other’
arm and steps, back, stunned for a second, shaking her
head. If she is'"down to: 2:0r fewer Life Points; turn to
294. Otherwise, her..eyes. narrow in- anger and- she
assumes the: wide-legged, .cross-armed stance again.
Will you:now :drive. the instep: of your right foot at
the inside of her knee, then snap a side kick:up at her -
face (turry to 273) or grab for. the: ]ape]s ‘of her tunic
and attempt a.throw (turn to:144)?." . a5 o

S _:-.“_’-_'j:x = = IR P
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‘I am the Overlord, the ﬁgure says s a- bmmmg

voice that seems to come from all rourid you.: "You.

have been like: a persistent: virus to: meiiand now I
must fight you. IF's an inconvenience for.me;. but you
cannot win.” The:black cloud collapses in-on itself and
forms 4 platform on which the Overlord is lowered to 5
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the ground, about five metres away from you:: Note
_ that the Overlord has 16 Life Points. Any wounds vou
" may have suffered do nof accompany you into Cyber-
space — you have all your Life Points for this battle —
but for some reason you: cannot use’ your : Inner

Sl’rength) T : , BE B W

. © You have no time to waste, so you car‘rwheel towards

* the Overlord and prepare to attack. Will you try a
punch (turn to 2s), a kick (tum to 189} or a throw
{turn to z)'? ; _ :

- ‘202 b

Spinning on your front foot, you whip yoir back Ieg
around in a devastating kick. Roll one dice, twice,
adding 1 to each roll if your Fighting Style is Karate,
Kickboxing or Savate. You must score higher than a 2
and a 3, respectively. If you score higher than only
one Defence, tum to 67. If you beat both Defences,
turn to 1g0. If you. score less than or equal to both
Defences with both your attacks, you mistime: your
attack completely; ‘the Captain ducks under. your kick
and drives two, short, sharp punches into your ribs.
Lose 4 Life Points. If you are still alive, will you atfack

the Captain (turn to .292) or the Enforcer who is.-

w1e1d1ng the Whlp (turn to 141}?

r-

: ‘203 .=_: :

You set off along rthe dlm and muirky: storm dram. Rats
skitter-out of your way, the patter of their tiny feet
- echoing in the funnel. You pass several thin shafts, set

into the ceiling. Looking up orfe, you can see a grille

L. 204

at the top and daylrghl' slzreammg through. People:are
walking past overhead, so:it-mustrlead:to the roads of

Megapolis. You decide to keep:going,. as-you are
heading in the direction of the Citadel at the centre of
the city. ‘Dark and cold,” Slash complains. ::.-: .

~Nice and mmst though “Trident asks.’ Al"ter a whlle, :
the drain opens out on to’a wide concrete quay beside.
an underground rwer Turn ko 117. -

: ST pante :204 e S @ 52 M
One of l'he bnlts SIICES thmugh mtor your shoulder jusk;
as you. are -throwing: yourself sforward Jose 2 ‘Life .
Points. If you are still alive; you come out:-of yourroll
on to:your.feet. still running; ‘A ladder,: a Jadder!’
R.AX. screams, and you spot if;:ahead, set into the
side of the drain. It goes up:into a shaft:in the ‘roof.

You -cannot outrun the Cybersaur for ever, especially ~ -

if it! fires: any: more- laser. bolts, :but .can you get
everyone- up .the: ladder: squickly::enough?. Will ;you -
scramble up the ladder first (turn, to-x05)‘or last, after
the others:(turn: to:31); or will-you tEIl your team that.
you wﬂl allhave to flgh’c (tumn to 44} -



205=200
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Medtech is a large medical facility. It -looks as:if it is
used primarily for medifying humans, changing them
inta cyborg servants of the Overlord. But you do find-
an Autodoc system, a robotic surgeon. Your compan-
ions make use of it to heal some of their superficial
wounds. You can do, the same. Roll ‘one dice. If the
number you roll is less than or equal to your Recovery
Rating, you get back up to 5 Life Points. If you score
more than your Recovery Rating, you get back only 2.
Life Points. As you are leaving, the Champion you left
monitoring the Cybermarines is hurrying to meet you:
it seems that the marines are already in the Mining
Cantrol Centre, so vou will have to vacate this area
immediately! Tum to 150. :

[T -
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= 206 : .
The Kung Fu Master drops forward on.one knee under
your kick and grabs your other leg, just above the
foot, with both hands. He yanks your leg out.from
under you and,: with a cry of surprise, you fall flat on
your back. In an instant, he is up, standing astride you.
* He leans down and drives the straight fingers of both
hands at either side of vour torso, just below your
ribs. Desperately you snap your forearms out, trying
to block his double strike. Roll one dice for the
Master, and add 1 since he has’a positional advantage.

If the result is less than or equal to your Defence:

Rating, ‘turn at:once to 163. If the result is greater

than your Defence, you are too slow, and his fingers

dig into your sides with punishing force; lose 3 Life

Points. If you are still :alive, you feel an-icy wave of

: 207

nausca wash over you as he releases his Inner'Strength.
[f vou know the Energy Block skill and want to use it
(asisuming you have the Inner Strength to do Sf:)). Cross
off 1 point of Inner Strength and turn hnmedlaie]y to
136. Otherwise, you struggle to overthrow this strange
energy attack. Roll one dice. If the number‘ rolled is
greater than your Recovery Rating, tum straight away
to 48. If it less than or-equal to your Recovery, you
manage to thraw off its effects. Enraged, he punches
down at you. You block, then grab his wrist, Bringing
your legs up. you put your feet on his midriff and
push, hurling him aver your head in a stomach throw.
With a strangled cry, he flies through the air but
manages to roll with the fall. You both get‘to your
fect. Will you now close in and try some punches to
his head and body (turn to 218), wait to see what he
does and hope to counter-attack {tum to 37), or kry o
throw him (fum to 207 -~ =+

;! 8o 20? '_:Ei!;é r;' E.
Roll one dice. If the number rolled is less than or equal
to vour Defence, turn to 12s. If it is higher than your

Detence, furnita 1o7.
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Once at the farsside. of the pit. you are:able to explore
the contral centre. Xavier fiddles with & console, press-
ing a button that tumns -off. the metallic crushing
machine. “Ah; peace at last,” he sighs: You are busily

examining ‘ the blank brick wall on one side of the: -

room when you are.interrupted by unexpected arrivals!
Six figures descend suddenly:through the feeder tubes
at the far end of the centre, coming:to rest lightly on
the pads below. Without hesitation, they step forward
as six more come down behind them.: These are the

Overlord's Enforcers, ‘dressed: in black-and-gold: ami-

forms, half man, half machife = virtual automata with
cyberchips: implanted in their brains to make them
totally subservient to the Overlord’s will. Each Enforcer
carries a batori in 2 mechanized hand: an:electric shock
baton, by the look of it: However, ‘one stands out |
from the others, a giant ‘of .a.man. with: a sighting °
device over.:one ‘eye-and a:curious- arrangement of
three darts andaishoft:barrel attacheéd: to-the side of
his omate helmet. He's ‘wearing-body:armour and on; -
his left arm he carries a’large shield; but it is his dght.
arm that interésts you most. Ik is entirely mechanical
from the shoulder: idown® and is' caged in .a ssteel -
exoskeleton of wires and-poles. The-arm ends, nétiin a |
hand, but in a:massive piledriver, the sort of thing that - -
might be used. for bredking up- concrete or hammering~
foundations: into the ground! He strides forward and
speaks. ‘So, you.are'the, cduse of the disturbances in the
mines — idiot lackeys of that meddling foo!, the Eternal
Chamipion! Did you'really: think you would get much
further? he shouts.  .: . &3 & & .
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‘Oh, we'll be g0|ng all the way,” 'ﬂwer re-phels You
can be sure of that” As he speaks, Shadow and
Midknight prepare for battle. and se do you. :

‘Well, 'm afraid this is the end of the line for you alf -
1 am Piledriver, the Master of Destruction, and you
have been condemned for demolition by the QOverlordr
With that, the piledriver that is his arm roars into life,
vibrating with great force. He and the Enforcers close
in. Tum to 297.

i 209

Reduce l'he time number of your CyberCage by £l If it
is down to zero, tumn immediately to g¢¢. ¥iit is not,
you arc the ball of one foot up and arcund at the side
of the Overlord's head, butihe anticipates your move
and drops flat,: sweeping your other leg out from
under you with the heel of his foot. You fall awkwardly
on to your back; lose 4 Life Points. If you are now
down to zero Life Points, turn at once to 157. If you
are still alive, you scramble te yoir feet in time to see
the Overlord leaping towards you, his left leg extended
in a Hying kick. Roll one dice for his attack. If the
number rolled is less than or equal to your Defence,
turn to 86. If it is greafer l"han your Defence, tum
to :.-.83 P -

210

You remember what~ the programmer, Roger Wel]s -
told you before he died: you must keep the Overlord -
imprisoned with the Cage while you enter Cyberspace .

with your mind and battle the Overlord inside his

o agf

computer world defeahng hlm before ‘the CyberCage
s out of energy and :stops furictioning. sIf- you vdo
nof have a neural helmet, turn at once: to- 233. i you.
have. you now explain to the :others what must;be
Jone. Everyone agrees thati it should:be you whe will
wear the neural helmet and fight the Overlord, since ..
you are the best martial .artist. It is surprising how

they grant you this accolide:so quickly: when iunder
normal circumstances ithey would mot ‘admit it at alll .
They all wish you luck in their different ways: Jetta

bows and dlicks her. heels; R.AXz punches the ‘air and
says, ‘Kill iml, Xavier launches:into 2 long speech and.

has to be shut -up, and so on.-Midknight plugs the:
CyberCage into a socket on the Cube’s terminal; turn
to 195 I FE ST S e el S EE """:-'_:-’:’j'-’.--f' T
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The muFant Ieader meets. _you. halfway, You hand over
the credits, (cross them, off, your. Adventure. Sheef] and
Xavier. is pushed forward. .They toss. l'us staff to the
ground, and douse: their own lantern; then: they make *-
raod _their -escape in. the, dark.: Xavier apologizes for -
wetting. himself. caught. Shadqw sneers ,at .him, mock- -
ingly, and he glares angrily at her. Midkmght :adds,
‘Let’s not forget who it was; who. chﬂse Xavler [for t}us
task. They all ]ac«k at you accusmgly ' »

-:.' if'-' = .-

1 .;‘u SF i.‘.--"\‘ '5; =

“Yes, welk you bluster 'Be'st toput al {'hat' behmd us
now: After- all:we have: :an -important . mission to.
complete:and: wé. must stick together! Wlth ’chat yclu e
seboff: aBong Mine Shaft 6. Tum to‘183 2 :
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You swing on to the ledge and manage.to, keep your
balance, so that you do not fall off again. You drive a
knee into the window — the glass shatters and with
one hand you grab the wall inside the window, still
holding on to the rope with the other, and climb
through. You find yourself in a great chamber at the
base of the Spire; fortunately, it seems to be deserted.,
You secure the rope the rest of your team are able
to slide down the cable; then climb down the rope,
through .the window and into the chamber Turn
to 299. _ N
213 i o= =y ¥

Thé voice comes back on line: Twerity Megam‘edlts'
Well . . It is cut off abruptly, and anothier voice says,
’Trying to bribe an air-controller, eh! Nearly succeed-
ing, too!-I'll deal with him later — as for you, say your
prayers, X153JH’ A missile is launched 'into the air
_ from a rocket turret. It hurtles towards you at frighten-
ing speed, and explodes m one of the Ietcoptcrs
en&mes -

i e Z -,:.'-:.."-i

‘Braice your’seres for ihpact,” Blade yells, as the -:opter
spirals down toithe ground. A wooden warchouse

rushes up to meet you and‘you smash in through its -
. roof, then everything goes black. Lose 3 Life Poinls.

You come round after a:few: seconds to find Blade

unstrapping you from your seat.: Desperately you

scramble out .of the wreckage; and make a dash for a
hole in the wall of the warchouse; Jetta, Larcen:and

~ Blade are close behind you. Suddenly thereiis acolossal

214-215

explosion, and you: are blown forward by the blast.
Lose 1 more Life Point. If you are still.alive, you get
ap and dart out into a dingy alley in an industrial part
of the city. Behind you, a great:ball:of flame throws a
cloud of ro:lmg black smo]ce into the air:Turmnto 74.

f¢ iaif | 252
Kaisho's ﬁst sweeps past your face and you reailze it is
her sleeve that presents the danger, not her fist. Roll one
dice for Kaisho. If the score is less than or equal to your :
Defence, turn immediately :ito 8. If it is greater than
your Defence, the weighted end of her sleeve contains
sharpened steel which lashes your cheek before you can
avoid it, sending you staggering backwards; lose 2 Life
Points. If you_ are still alive, you wipe the bload fram
your gashed cheek, keeping your eves on those sleeves.
Kaisho stands with her legs braced. wide apart and her
knces bent in a half-crouch. Her forearms are crossed,
held dose to her: chest, her hands balled:into fists. An
unusual stance, you think to yourself; you'llhave to be
careful. She waits. So do you: Then'she says, ‘Come. The -
marines will arrive soon,’ in a strange whisper.:She is
right, you will have to attack: {Note that she has 10 Life
Paints and a Power of 3:) Will you feint with a low kick,
then punch at her.(tum to 102), drive the instep.of your
right foot at the inside-of her knee; then snap a side kick
up at her face (turn to 272) or grab for the:lapels of her .
tunic and aHempt'—._a throw (han .I:o ,144)?= R -
. 1T ey 'j 4215 . !
]e{'l'as Bladerang hurtles through the air .and hxts the
guard in the back. The force, of :the: blow sends the



_'z-xé--

‘figure toppling forward: it irashes fo; the .ground.and -
shatters. Yousare both sarprised to see that it.was only
a clay .dummy —.a.trick! At that moment artrapdoor
opens’ in the teiling and another black-garbed ninja,
real this time, with an iron dagger in each hand, drops
down.‘However, the ninja hesitates for a.moment,
expecting you to be standing beside the dummy. This
gives you aichance to dart forward, ‘with Jetta follow-
ing. The ninja: tums to meet. you, and ;you drive-a
straight-fingered jab to his throat. Roll-one dice, adding
1 if your Fighting Style is Ninjutsu,Jujutsuor Kung
- Fu. If the result is higher than the.ninja’s Defence of 3,
. .tumn to 4o. If the result is less:than or equal to 3; fum
‘to 186, Sty g il e b e
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Jaluda: steps forwardiand thrusts the:sword: straightvat
your face. You lean away from it, then kicksa foot up
{  at her wrists, trying to disarm her, buti sheimhoves her
. hands out the way, :and slices at your: leg. You .are
: forced. to' throw _yourself into a backwards somersault
over her whistling 'blade. Roll one dicefor Jaluda. If
the number rolled is: higher than your Defence, you
fail to avoid her attack, and the sword cutsiyour thigh;
tum to 52. If. the number rolled is less than or equal to

your Defence, you leap out of.the way but, as you.

come down, she strides after you and, shouting; hacks,
at your legs again. You leap into the'air over her cut:
but this‘time you spin in the air and unleash an aerial
‘spinning back kick at her face. Roll one dice; adding.1-
if your Fighting Style is Karate, Kickboxing or Savate, -
If the result:is higher than her Defence of 4, tum to.

ik zip-218

465, [f the result is less than or equal to-4 your foot
glz;nces harmlesshy ‘off. her helmet and she glaresiat -
you angrily. Will vou now try ko disarm her {(tum to
171), or throw her (turn ta 247 ¢ - toLec
= pSe o EZWE < By ¥ oalpEl " Ea =
Roll one dice ‘and 4dd 1: if ‘your. Fighting Style i
Karate, Kickboxing or Savate. If you score less than or
equal to Piledriver’s Defence of 3, tum directly to 266.
If you score more than 3, with your left foot you use
the incoming shield as a stepping stone to gain added
height, while with-a shout®you drive your right foot
straight at Piledriver’s face. His eyes widen in surprise - :
before his’ head .is thrown back by:the force of your
kick, the power of which js increased by his own -
speed comirig to meet it! His:head-and shoulders are
forced backwards, while his legs continue forward, and
he falls on to his back, sliding into the walliwith a crash.
He Joses your Power Rating:in ‘Life: Poirits.: Yol land :
and turn} to see him rising to his‘feet. Tumito. 233.:: :
B Blive = 5 g Ae Beaihe WEIE 5B LT e f
rrgal 22 - 5318” ‘ g :n 1| ey
You lunge: forward,: whipping your fist in:a" straight
punch at his face. He reacts instantly, stepping to-one:
side under. your incoming punch. He holds his fist with

the thumb extended and jabs it up into-your forearm, - -

just below the elbow;-in a kind of blocking strike.iYou
start in pain:as his: thumb sinks inte a-nerve. Then:he
extends his arm, jabbing the thumb’ at a point.under

your: armpit. Roll :one dice for the Poisori -Finger.

Master.: If . the numberésrolled ! isigreater than: your °
Defenceé Rating, tumn immediately.to. 2z If it is les&‘_

oo A
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than or equal to your: Defence, you manage ito step
back smartly, avoiding his jab. He grins at you and
stands back, facing you side, on, with: his weight on his
back leg and crouching quite:low. His left arm is
extended towards you, the fingers straight, while his
right hand rests on his left shoulder. Will you wait to
see what he does and hope to counter-attack {turn to
37}, try a low kick, followed by a roundhouse kick
to his head (tum to 108} or try to throw him. (fum
to 1o)? 5 s B y
219 G A4 B s
If you have a blue stain on your fist, tun immediately
to 110 Reduce the time number of your CyberCage
by 1. If it is down to zero, turn at once to 99. If it is
not, as you step forward the Overlord lashes his fist
out at your head; but you drop to.one knee:and drive
a straight-fingered jab up into his midriff, just under
his ribcage. He grunts with pain, hesitating for a

moment. Balling your hand into a fist, you stand Hup,

fast, bringing your fist up under his chin and cracking
him sharply under the jaw; he loses 4 Life Points. If he
is now down to zero Life Points, hurn straight away to
290.:Otherwise, his head snaps back, but he executes a
backward flip, bringing his feet up towards your face —
you just manage to avoid them — then up over his
head, and he lands safely a short distance away. When
you hit the Overlord, flashes of coloured light, like
sparks, radisted from the wound. Glancing at your fist,
you see that it has been stained blue by some of:this
light (note on your Adpenture :Sheeh: that you have a
blue stain on your fist).

* 220

what will youdonow?i : T e F

Drop low and try a straight-fingered
jab up under his ribs again?

Aim a quick one-two al his body,
followed by a right cross at his .
head? ; o Turn to 167

Get in close and drive & hammer fist § -

Tum to 110

Tum to 75

down at the side of his neck? ‘
Try a kick? - . Tum lo 189

Try a throw? ' Turn to 2

Bry s gy b E S 8 &
Trident hisses angrily, but he obeys you and shuffles
off, diving into the:lake with a splash. The old man
eyes you, speculatively, then smiles,'saying, Forgive
an old man’s foibles. It is just that I have a fear of the
seca, and. its. creatures.” ' s ;

‘Why do ‘you live here, iin ‘the middie of a lake, then?
you ask. :

‘A man must face his fears. Anyway, i's the safest
place in Megapolis.” The ¢ld man sits down on a rock.
“You are not from the city,” he says. 'Who are you and
what are you doing here?” Will you tell him the truth
about:your mission (turn- to 140) or tell him to mind
his own business (burn to 15102
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The first thing you notice as you‘. step through the
door is the sudden change in temperature: the air is as
cold as ice. You have entered a large laboratory with -
several coffin-shaped devices built into the walls. Each
has a window on its surface, and you peer inside one
of them. You start back.in horror — the:face of a
mummified human corpse stares back at you. Studying
the lab, you realize: that the coffins are cryogenic
storage chambers, .used ‘for freezing people so that
they can be brought back to life ‘at a later date.
However, some:of the support systems have been
tumned off and others have malfunctioned, so-all but
one of the occupants are'now dead. ‘Slash spots a
cryogenic chamber that hds a couple of green lights
shining on a small readout, and the inside is aglow
with white light. The face inside, though frozen stiff, is
composed as if asleep. A name-plate above the small
window reads ‘Roger Wells, Administrator’ Program
Project Chief. = " o w, e, :

You realize that this is the body .of the person who
was in charge of creating the Administrator program
to govem the world — the program that later became
the Overlord. Examining the: control console in the:
middle of the room, you:conclude that it may be
possible to Tevive Wells. You ask the others what they
think. Trident couldn't care less, it seems: ‘One human
iss ass bad ass another;” he warbles.s : ; = '

RAX ;is",iquitel keen: Tve a few icil.lleisl?ﬁiohs 1'd; Tike to.
ask him.’ Slash, says that you must decide whether this
will increase the chances of success in completing the
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 missiort If yotrwant tosry to bring him' round, tum to
134.-If you decide against it and leave, turn to 8..
H : t H . : ’
i 2zz . ;
The Grandmdster draws his sword — but: it is mi' the

blade you have to worry about; he sweeps the:scabbard

across, in an! arc and a fine ‘mist of dust and liquid
sprays; out towards your eyes. . You are not quick

+ enough to avoid it; burning saltsi and acids seep into-

‘your eyes and you-cannot apen them. Desperately
you try te clear them, backing away as you do so —
pbut without gight you are an easy target. You manage

to dodge the. first: few sword thrusts by sound alone,

but eventually the Grandmaster's blade gets through
Your adventure ends here

5 Loire 22F ¢ : e sagk
The heavily built mutant stands to attention,:a look of
fear on'his ‘face. ‘'My lords, he rumbles nervously,
forgive ;my* d15re5pect T did not. know!" With: that he
dr-::-ps to his kneesand Bows. % i = ‘-

Shadow raises an eyebrow at tlus but you notice that :
Xavier actua]ly seems to be enjoying lt Anse. my.

good man,” he says tmpenously 3

-3 = 3 o . 3 i = 2
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Before you can mtervene ‘the “miner:: shoul‘s* wxl;h 2 *
voice like a foghom, ‘Captain, Captain, [ have: found

servants of the Overlord!” Midknight-edges back uncer-

tainly. Shadow looks at you, and youa nod. She d:sap-4L
pears into the darkness like a ghoslz B Red -

There is a lovd ! commahon and a lof of pushmg and -
shoving. ‘Out of the way,- ‘mutie _scumnf’: 2 gruff voice
yells, and a number: of mutants are herded into the- :-
cavern. They scatter, to cower fearfully in the shadows.
They are followed by elghh figures, presumably Enforc-
ers of the Overlord: The ‘Enforcers are human - or,
rather, they were once. Over half of their bodies has
been replaced by metal cyber parts; Their :skulls are

half metal — you know that cyberchips implanted in
their brains force them:to do! the.Overlord's bidding.
They seem' to: have no weapons except. for.a short
steel bator that is: attached to: their right arm:where
the hand would :normally be. Their uniforms are black,
edged with gold .One of the Enforcers .seems 4o be: -

totally human; he is the Captain of the squad. He has -

sold himself -completely. to. the Overlord inreturn for _
power ‘and ;wealth, no, doubt “You: notlce that: the
Captain has no .obvious weapon, buk: he is.wearing a -
pair of dangerous—]ool-nng cyber-gauntlel:s that will

enhance his Sl:rength 5 5 Pam anm ¥ ou

The Captairt: looks® you up - and dowm 'You e’ ino
agents of -the Overlord! Saboteurs,. more lkely!: You'-

rebels dre alk under arrest” he shouts, pointing in:your. -
general direction. ‘Sabotaging ‘theiiOverlord’s mining' ©
operations s pumshab]e by -death’ You'll have to :

fight, and your compamons have come to the same
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conclusior: “You' spot Mldkrlight'efeppmg ‘up-behind
one of the Enforcers, and Xavier has toppled another

" with a deft footsweep. Shadow: is out-of sight. As you
run in, the Captain and one:of his: men um to face

you. Kill them! Kill them all!. the. Caplain screams. At

that, the Enforcer facing you ‘waves his baton at you,
A strand of crackling green energy leaps from the
baton and hurtles towards you — they are carrying
energy whips! Desperately you try to dodge the
. attack. Roll one dice. If you score less than or equal to
" your Defence, tumn to ». If you score more than your
Defence turn to 112.

: 224
-*Ah, well now,’ Feraii ‘explains. My sources’ feﬂ me
‘that the Qverlord is_creating 2 martial arts program
for himself. He intends to put his mind into a cyborg
body, programmed with the skills of many grandmas-
ters of the martial. arts! But we've also discovered that
the program is incomplete — as yet, he has not fully
learnt the techniques of defending against spinning
back kicks” You are about to inquire further when
the windows round the room suddenly explode-in a
cacophony of broken glass. Tum to 286.

~ a25—216°
. i 225 s S e

You tell him it is too d.angemus he looks disappcmted
At this but shrugs resignedly. You:all carry on along
the corridor until it opens out into a large storeroom. :
Jimmi follows you as far as the storercom; here he
grabs a small computer terminal, then disappears down:
a2 ventilation shaft that is too small for anyone but-
kids, after saying a quick thank-you.. ‘Hope he hasn't
gone to warn the Overlord Blade comments

The storeroom: is full of ]umbled eqmpment To the:r -
evident relief, Blade and Larcen find their gear here.

You also find a gtrange-looking helmet.. It is covered in:°

gadgetry, and little pads on the: inside connect to
various parts of the skull. It is a neural helmet,” Blade
explains, ‘used for entering Cyberspace with your mind.

The Grandmaster must've used it to communicate

with the Overlord face to :face, inside his computer
world” Make a note of the Neural Helmet.on your
Adventure Sheet. There is nothing else of interest here
and the:only way out seems to be.back the way you -
came, or upwards via a lift. There is. only one button,
marked . The : Roof".. Then; you: hear -sounds, coming
from the corridor. Jetta, who has been standing guard; -
tells you that cyborg ninjas are on their:way, alot of -
them. You have little choice but to- I:ry the lift. Tum
Lo & o SR B, Emed. W 8 ge .

. SRR ;—I ::'?'.’-:." gy
v FE F 12265 i
You: ha.ve to release your hold on' hiersai order to

parry, but you are quick enough:to block by hammer- *

ing your elbow at the top of her thlgh jamnming - the.
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kick: She must Iose LIFe Pcrmis equal to your Power
Rating. If she is . down to 2.or fewer Life Poirtts, tum
to 294.  Otherwise,: she. rolls away,. then springs vp,
limping a little. She pauses, eyeing you speculatively.
then she .assumes the wide-legged, cross-armed stance

. -once more., Will you now feint-with a_low kick, then

. punch at her {turn to 102) or drive the-instep of .your
right foot at the inside of her, knee, then .snap a side
__ le]( up ather face (tum ’to zyz}? . : e

T e P dagry et e e
Yo drop to one: knee and lean forward; pltchmg her
- head-over heels and she crashes: to the ground in front
- of you. You are stili holding her wrists; so you chop
‘your; other hand down over her forearms and she lets
- go of the sword_with a cry of pain, and it ‘clatters to
“the ground. She -loses your. Power Rating: in Life
: Points. If she is down to 3. Life Points of fewer, furn to
+ 12, Otherwise, using the momentum of your: throw,
she sits up: and role forward; nsmg to; her feef: You

- 228

kick the sword asnde as she b.‘:ms to Eace you. Out of
the comer of your eye:you spot’ that Blade.is in
serious trouble — heiis-ensnared in a‘net. However. ‘he
points his arm and a tiny rocket knife is-launched, to
explode in the face of a ninja. Meanwhile Jaluda
reachcs into her belt and pulls out two iron truncheons,
called Jitte, with red tassels hanging from: the hilt. She
holds one inj each hand and closes in on you. This
me vou won't be.so: lucky,, she grates: through
gritted teeth. Will you counter with a kick (tumn to 83),
a throw (farn to 46) ora punch;(turn.to 2377

428
You cannol open ‘the door. You and: Jétta ark contem-
plating using force when a black-garbed ninja -arrives
at the bottom of the shaft; at the same time the door
opens and several ninjas.emerge and attack you. You |
are both trapped and, though you fight on for what
seems ages, you are simply. outnumbered; .when you
kill one, another:comes to take his place. Finally you -
are bath cut down by ninja swords Yom adventure
ends here. : @




229
’f G B "'-s';r*jnrf’-’.._-sﬁ ';?:-f%f i-ﬁzzggfi- - 5-;5=."5';é*a3 u g e
L3 TR "r I b o g el it o Exiue
: a3, CEE S : P'Qwﬁ‘”1
"Hgfftmg Style Kenpo Fistgmethod’ Lo e n

_ sze zome af angm AD 2.030 New York

Appeamrtcf A large’ n'ian bulgmg wnl‘h musde He
~ wears:a visor of mirrored silver and has short, cropped
hair. He. wears a green. umform llkf, a comic-book

supexhero B Y

N Blake: sy ook, Besed S 1ahouk
. something, and most people stay out of his.way: He is
constantly .flexing his right fist, as if about to hit

© someone or somethmg at any moment.

Spezch Charactenshc 'Blade is terse and Eaélt'um ‘When
he does speak, his voice is gruff and assertive:;

: L:kestns!;kes Blade dlshkes just labout everyfhmg He
does not suffer fools gladly :and is pretly, extreme in
his views. He also:has a very short: temper indeed. He
believes in: one thmg only ]ushce Iushce riot
necessan!y thelaw GgEeRes, B i
53 o oy Lzel._."a-'-"?=5‘|:’3,£-.'-3:'s o e
Nafes gy J';_';J---' g
- Blade was suspended from his: ]ob as cnp because af
. his-individualistic, Toose cannon’ ‘way of doing things.
. Having rescued him from death by a deadly virus, the
Etermnal Champion brought him to the Fortress. Blade
- prefers fighting against the Overlord 4o being a cop;
. crazed tyrannical computer minds and cyborgs do. not
have the cmz.ens nghts whtch were always gethng in

S azo

1is way before. He:las. not-made;any friends among '
the other Champions — mot that.this is:a problem for .

Blade; he is someone who simply doesn’t have friends.

To him, peaple. are either on-his side  or they;are not:

it's as simple as that. Blade is a resourceful.and dedi-:
cated warrior. Unfortunately;-sometimes his . temper-
gels the better of him, causing him: to act rashly

When you areready, tumback to 1oo - 3 & e E

2 '5230 = .

The Master of nghtnmg gmans ‘Youve certaudy
given me a: ‘hard - time,” he. says,. cirding. you warily.
You notice that Slash. has. hauled himself out’ of the -
water on to dry land and, is now resting for a mioment,

gasping for air.-He looks like a bedraggled cat, soaked .
to the skin. ‘Uh oh, trouble’ ahead, the Master of
Lightning says, looking . around in - desperahon He'

points at ' Slash, but you' step in, kicking, his- hands® .
aside, 'and a bolt of lightning 'crashes into the wall. -

Slash is ga]vamzed into action, and between the two - ; :

of you it.is not long befare the Master of L1ghtnmg B =
beaten cho submission.© - _ .

Slash gwes hima final luck fﬂr good measure; 'Thaf;] :
for gethng me WBt he dec]ares RAX and Trident

R u& |'.-i'
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come round, feeling a"bit’ 'worse’ for wear bt skl
functioning. You:examine the body: of the Master of
Lightning. He has a small powerpack on his back,
connected by wires to his gauntlets and his suit. If you

want to remove it, tumn to 3. Otherwise, you get your |

team' together and consider your next ‘move. You
could follow the coiirse :of the river but RAX. and
Slash couldnt — so you set off along the storm drain
. ahead. Youspass several other storm drains that connect
- with yours, unkif you are no longer sure where you are

going. Slash’s sense of direction is excellent, however,
~and he takes. point, assuring you that he is leading you
‘unerringly towards the centre of the city an& the
Citadel of Chaos. Turmn to 143 -

T T
You manage to grab a handful of wires and you puﬂ,
ripping them loose in a shower of sparks. Piledriver
screams in pain and rage as his. whole arm seizes up,
andihe rears backwards. Instantly -you bring both your

legs up and hold his head in a scissor lock with your

feet. Then you whip your legs down, slamming the
back of his head with punishing force on the floor, and
the Master of Destruction falls silent . ;. permanently.
Xavier helps you to your feet. Loolung around, you
see that the rest of ithe Enforcers are. down — — you have
won l;hls battle. Tumn to 291 v _ '

| aaasy
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Realizing that you cannut hnpe to ﬁght such a machme--
without heavy.weapons, you: decide that discretion is-:
{he better part of valour, and all four of:you run for
your lives. The Cybersaur lumbers. after- you. You are
able to keep ahead of the thing, but Trident is slowly
falling behind: he is built for swimming, not for run-
ning. The rest of you stop. to, help him. Looking back,
you sce the Cybersaur relentlessly following. Thenyits
eyes begin to flare,up and twin bolts, of energy sheot
out towards you! You throw yourself into a forward
roll, hoping to dodge the lasers. Roll one dice. If the
number rolled is less than or equal to your Defence,
turn to 93., IE it is greater than your, De&mce, hurn

to 204

233 . -
You have no way of entering the Overlords world,

and none of the thinkers among the’Champions can : -
come up with a solution, either . . . and time is running
out. After ter minutes or so, the double doors crash
open and: a veritable army of ‘Enforcers and Cyberma- -
rines come boiling in. The_battle-is.epic in scale and -
will go-down in the annals of the resistance! for ever.
But:the -outcome is never in.doubt. Eventually you are
all ovcmhelmed It isallover. - . = & &
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The ninja fallsiat Iast. Jetta is still dut; but you-cannot
leave her here, so you lift her on to your :shoulders
and press on: After a-few metres, the corridor opens
out into a wellit and spacious chamber. The floor is
of polished woad and the walls of polished ebony,
lined with burning torches. It is bare of furniture, but
for an altar at the far end with a black velvel drape
over it. Beyond it is a door. In front of the'altar a man
sits, cross-legged; he is dressed in the costume of the -
ninja but it is red in colour and lacks the usual hood.
His forearms are exposed and you notice a tattoo of a
dragon on the inside of each wrist. His face is nonde-
script, instantly forgettable except for the eyes, which
are as black as night and full of power and malice. On
the floor in front of him rests an unusual weapen, a
‘Kyotetsu-shoge” a length of braided animal hair con-
nects a heavy metal ring to a dagger with two blades,
one straight and the other curved. Carefully you prop
Jeita up against 2 wall while;the man watches you
inscrutably. Then he speaks in an even, accentless
voice. ‘Weleome, Supreme - Champion of the Etemal
One. I did not:expect you to get this far. You have
done well, but 1 cannot allow you to rescue your
friends and destroy the Overlord. He is too valuable
to me, as | am to him. Now you will meet your end, . |
for I am the Grandmaster of Ninjas!' He rises to his™ °
feet, the Kyotetsu-shoge:in his hands. You stand, -
facing each other.about five metres apart, each ‘daring
the other. The Grandmaster whirls the dagger and ring
above his head in a complicated series of movements. .
(Note that the Grandmaster of Ninias has 13 Life



" Points, a Power-of 3 and a Defence of £) You look
over to see-if Jeta' has comie round yet biit she: lies,.
urimoving. The Grandmaster utters:a shortscry -and
sends the iron ring hurtling towards your head. Will
you try to catch the ring (tum to 6) or try to dodge it
(l'um ko ‘185)? i i CE s 3 & 3
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Reduce the time number of your CyberCage.by 1. it is
down to zero, tum immediately to gg. If it is not, the
Overlord is too fast for you when you close with him
and try to get a hold: he'steps aside and grabs your wrist.
Then he spins behind you and heaves your forearm up
between your shoulder blades in a painful arm lock while
his other arm snakes round your throat. Knowing it will:
be only an instant before your neck is broken, you tense
»: your knees then jump high, swinging your legs up and:
over the Overlord's head, to land behind him, breaking

his hold. However, as your feet hit the ground he whitls

and whips a fist around at the side of your head; lose 4
Life Points. If you are down to zero Life Points, tumn to-
157. If you are still alive, your reflexes take over and:you

. roll with the blow, cartwheeling: away to: one side. As -
you come t6 a hall, feeling slightly:groggy, he is on
; you again with'a flurry of attacks. You will have toi :
~ defend yourself. Roli one dice. If the number you roll is -

o
[

|ess than or equal:to your Defence Rating; turn'to 55;-'ffi=it
is higher than your Defence,:turn to 270" i: = 8 B s

e four of yow hurry along the old railway tunnel
E}:ose tracks are rusty and pitted with age. The-light -
from Xavier's staff throws a yellowish glow that bathes
the ancient brick walls in an eerie wash of colour._g_At_ |
intervals along the turnel you pass several -side-en- -
trances and caves, mostly caused by rockfallsand
natural decay. You-soon reach the end of the bunnek it
has collapsed;on itself; sealing off the:way ahead::.
However, joining the rail tunnel.is an .old, disused:
mine shaft. that runs .off tothe left. By the light of the ™
staff you spot a sign, bolted to the wall; it reads ‘Mine
Shaft No. 66". The flowery scent; you smelt. earlier is
stronger - here. You enter the: ishaft _'-_and:__,:presa on.
Several side; shafts, labelled with * various: numbers,
branch off on.either side, but.yon:decide. to stick to
route 66. Suddenly Midknight: pulls up -short; raising
his hand for:quiet. You stop dead:iniyour: tracks, -
your senses siraining to penetrate the darknessiahead.
Then you hear it: a;muffled clank, echoing-along;: the .
imnebins . B oE By Sit R
‘Someone s ‘there, Midknight whispers to" you. 'l can
smell their .blood,' He smiles horribly. “Smells nice;
too., i - :

%

‘All '-righ;, control yourself’ you Whispérfl'e'stily. You
signal to Xavier and he douses the light- Total darkness
descends kke a:blanket.: ‘One . of us should creep

forward s quietly as possible to reconnoitre,” youisay
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:: quiethy! Who will*your send: Mldkmght ftum to" 3:)
Shadow [t-um to 147), or Xavier (turn to xx8) :

i T '

She swings a Jitte in an arc at the side of your head
You jerk back to avoid it,but she whips the tassel
round at your eyes, taking you by surprise. Roll one
dice, adding 1. If the result is greater than; your
Defence, you are blinded momentarily by, the tassel,
and she cracks you across the jaw with the other
truncheon; lose 3 Life Points. If the result is less than
or equal to your Defence, you manage lo. avoid the
tassel, which whips harmlessly past your face. Then
you hammer a fist at her exposed armpit, where she
has less . armour.: Roll one dice, adding 1 if .your
Fighting Style is Kung Fu, Jujubsu or Karate. If you
beat her Defence of 4, your fist. lands and she loses
your Power Rating in Life Points. If she is down to 3
or fewer LifeiPoints, turn to x2. If you score less than
or equal to 4, you only hit her armour, to no avail.

It looks as if the ninjas are winning. You will: have

to finish Jaluda quickly, if you can. Will you now:

110238

counter with a klcki ({'um '{'o 8’3} or: wnEh 3 throw (hmf
to 4607 cmsiiigtoar g

The four of you; have quite a: comfortable 'ride ine the :
mining car which hovers along sedately. After.a short -
time, during:which you pass many ‘tunnels ons either:
side of Mine Shaft 3; you:see. light ahead and: the |
passage begins to slope gently upwards. A loud thrum-
ming sound -from up ahead becomes deafening, and.
the tunnel opens-into a large underground chamber
that is brightly litiand is also apparently-unmanned. As
the car reaches the top, of the tunnel, your predxcament
becomes- clear: the car’begins ‘to tip forward, pouring .
its load-of rock and ore into the yawning pit that
suddenly appears "below, which you couldn't see. before ..
because :of. the slope of the tunnel. Gazing. down. into -
the pit,: you:see: huge-steel- crushers -at_the- bottom, .
grinding up the-tocks and .ore for procéssing: Walk- .
ways.span the pit-on either:side, leading to the rest of -
the room. Unfortunately.: you. too . are :being tipped

into the ;pitt: Shadow reacts instantly, leaping: for one '

of the:walkways. Xavier screams in horror. and manages.
to throw himself’backwards. into- the tunnek: Desper-
ately you makesa dive for the:lip-of the :pit, and
Midknight: does the same, swearing under: lis. breath.
Roll onetdice, and ssubtract 1:You can use the Monkey
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-Heart Spec:al Move or the Phase Speaaf Move; if you

know it, to subtract 1 from the dice:roll. You must use
the Special Move befors you roll the dice. If you score
less than or equal to your Equilibrium Rating, turn to
135. If you score more than your Equxhbnum Rating,
l'um to 84 : )

- | 339 ' '
: You shove the dlscharger into the propeller blades
engine, and it releases a surge of power that shorts the
. motor out in a shower of sparks. The giant blades spin
to a hall, and you and your team step safely 'l'hrough
mt-o the.room bE]{Dl‘ld Turn to zgq L g g

E 5 gl o . e w
Momentanly blmded as you areyiyou are not qmi-e
“quick enough. The sword gashes your arm as it hurtles
past and embeds:itself in the woaden floor, where it
quivers as if alive. Lose 2 Life Points. Jf you are still
- alive, vour vision clears completely. .A’ short, wooden
 stick falls ont of the, Grandmaster's: sleeve: into his
hand. He darts forward without a sound and raises the

42243

stick to strike down absyour shnulder WiI] yoil =l-ry to
block the move (furn to x37) or-step back to avoid i,
then jump forward: dnd unleas}i a spmmng back kick :
{-urn to 81)? Be , L 1._ 3#
AT ofh 25!
With ligh eed you catch the end is ponyta g
WIl’}'IOU? t::cnﬁnsg the blade. Then you pullhard, yank- -
ing his head forward, and bring your knee up with full
force to meet it. He is stunned, and starts to. sway
drunkenly. You finish thim off with: a punch and he
goes down at last. Turn to 19a. | . .

: L z . 242 : : i
Cross off = pomt of Inner Strength. You summon forth
all your inner power or ki and unleash a punch at the
incoming - shield, stepping forward and driving your
fist from your: hip to:get all the weight of vour body
behind the strike. Roll one dice. If you score less than
or equal to your Power Rating, turn to 119. If you
score more than your Power Rating, your fist hammers
his shield but you are nol’ sih'ong Enough ’m shatter it.
Tumtozﬁﬁ - & B o8B - i
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You dive :overboard just as the pairol ‘boat fires its
rocket launcher. A miissile roars from the barrel of the
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: _launcher and smashes mto the side of Ehe Aﬂanﬂs She
_"goes up in a ball of flame, spewing debris .all around,
and sinks beneath the waves. The patrol ‘boat veers
towards you, closing fast.:One of the crew with a.gun
starts firing at you, so you take a deep breath and dive
down into the dirty harbour water. You swim for the
harbour wall and soon spot a bamacle-encrusted outlet
pipe looming; out of the murk below. Desperately you
.strike_out for i but you are fast running out.of air,
Roll one dice.’If the number rolled is less than or equal

to your Endurance Rating, turn to. 66. If it is greater |

_ than your Endurance tum toxas Ui

EInsade the armoury you ﬁndmn array: fof weapons
Most are of the cybernetic:variety: energy whips,
shock batons, attachable: blades and the like. - These
weapaons needito be fixed on: to'a cyber arm. and so
_ are useless:to you. However, you do find a' spare
.shield of Piledriver's whick:you can take if you haven’t
‘got one already, and a pair of Enforcer Power Gaunt-
" lets. Putting these on will add 1. to. your :Power Rating

.(note that your Power cannot: go: higher thanis)- As
you are Ieavmg :the Champmn you left momtonngfl
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the }bennannes Idi'hurrylng ey tﬁéet Foil "It Seemis’
that the marines ‘are! already in-the:Mining Control
Centre, and you will have to vaca]:e this area. Immedi-
ately! Tum to 150. = . v B B . B

i g; I - e &
--Js. oagE it f s
You step in, and grab his wrist, careﬁ.ll to avcud l'us
gauntlet. The Master of Lightning. seems to react
sluggishly, and you.twist his amm around: and up,
between his. shoulder blades, turning him;>then you:
snake the othier arm round his neck, and heave, throt-

tling him. ‘Owl” he chokes. ’That hurts!’

Suddenly, he electrifies hlsivsmt and a ﬁeld of energy
erupts outwards to enclose you, bothj The! last thing
you remember is a bright, blue flash and a thunderous

blast, then, everything-goes black You never come
round. Your adventure ends here

o i : ! . '246 iR i

The force of hls tirow": sends‘ you head over heels
through the: air, and ‘you <rash to _:the ground on your
back,. stunned. An instant later-the Overlord drops to" -
one kneeibeside you and drives one fist and then the
other -in: quick: succession at your temple +4..: and
every'lzhmg goes black Tum to L 2
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R AX. climbs out at the top of the shaft. You hear him -
chout, ‘What in hell?’ then there is 2 crash and the roar
of his cyber fist, followed by silence. Slash bellows a

war cry, and you hear the sounds of battle. You climb
up as fast as you can, telling Trident to wait:fer you.

Sslash is in trouble,” he hisses. ‘I cannot wait! And he
leaps out of the shaft. You reach the top and look out.
You are in a huge power station of some kind: great vats
and machines bubble and hum all around, and pipes
vent steam and vapours into the air. A man of Chinese
origin stands a ‘short distance away from the lip of the
shaft out of which you are emerging. He is naked to
the waist and is wearing baggy yellow trousers, white
socks and black: felt slippers. He has a black sash,
covered in red'markings, and around his forehead is a
headband. A long ponytail hangs down hisback.He has a

black goafee beard and a drooping moustache, and onhis ~

chest is the tattoo of a scorpion. On each wrist he wearsa |
golden vambrace, and he stands in a Praying Mantis -
Kung Fu stance. Behind him on the ground lies. the

unconscious R.AX., and Slash is slumped near by. "
Trident charges at him, swinging his pitch-fork anm at
the Chinaman’s head,. but he steps back then hops
forward, striking’ at the side of Trident’s head with his
fingers, giving 2 shout— ‘Kiaiii!’ Tridentijerks, then stag-
gers, holding the side of his face, as the Chinamanisteps
back: calmly; to watch. The;scaly Champion doubles
up, gives:a bubbling moan and collapses to-the floor,
unconscious. You can hardly believe it: three:Champions
are down in the space of a2 minute! The Chinaman
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 i$ obvicusly using some nerve stiiking technique that
can put an:opponent down with a single blow,.

He tums towards you.“Welcome,” ke say$; Thave been
waiting for you! The Cybersaur often herds someone
intoimy trap!and today it is you' I suppose the Eternal
Champion has sent you to lkill the Overlord — an
amusing notion. After 1 have killed you, I think I
will boil your head and.keep your skull on my bedside
table. It will be a constant pleasure to remember how |
defeated four Champions on the same day! You circle
around, using the time to study him. He turns to face
. you. ‘Oh, thow rude of me,; he. says. 1, forgot to
introduce myself — I am Tien Hsveh. You may know
me as the Poison Finger Master.” He is certainly very
sure of himself, and you may be able.to use his pver-
confidence to your advantage. (Note that the Poison
Finger Master has 11 Life.Points, a Power of 5 and a
Defence of 4.) Williyou close in and try. some punches
to his head and body {tumto 218), wail to see what
he does and hope to counter-attack (fum to. 37}, try a
low kick, followed by & roundhouse: kick to his head
(turn ko 108) or try,to throw him:(tum to 107" & -
AT : =1 :
Ly L agEetd SRS Bt B
You sweep both -forearms 1pto. block her doiibié
_ strike, but Kaisho adjusts the angle: of her needles :and:
. stabs you in the wrists. You cry ouf'in‘pain; lose 3 Life-
Points. Enraged, with a shout’ you bring. both your
fists together on either side of her head. The Master of -
the Devil's Hand drops at your feet, beaten at last.
Tumtoze. . - & . o ds et
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vou can use the launcher to fire a cable into the wall
of the Spire; .if .you can get it near enough to a
window, you may be able to gain access to the
Citadel. You aim and fire, and the steel harpoon
shoots away and embeds:itsell into the concrete, iab?ut
three metres from a window. ‘Not the best shot I_ve
ever seen,’ says Blade, annoyed at your marksmanship.
You tie off the cable round the head of a gargoyle.
You now have.a line from the cathedral down to the
Spire. However it will be a tricky iob to get to the,
windows from; the point where the: cable is fixed to
the Spire. o ; ;

The lift doors suddenly! slide shut ‘and. it descends,
‘Somcone has called for the lift from down below —
more ninjas will soon be on their way up, [ figure/
says Larcen. You don't' have much time. Who will you
send down the line first: yourself (turn to’ 274), Jetta
Maxx (turrij_to;zéz), Larcen Tyler (tum to 181) or
Blade {turn to 60)? B :

T . S
Eventually. ‘-yoli come to a T-junction of tinnels; Shaft
66 ends here. To the right, Mine Shaft 11 burrows its
way into the dark; to the left, Mine Shaft 3 arrows
into the blackness. As you are considering which route
to follow, you hear a:strange humming sound coming
from Shaft 1z. The four of ;you prepare for combat,
but it is a false alarm. All that appears iout of Shaft 11 -
is a mining car. [t glides. along on powerful magnetic
motors, floating about half a:metre off the ground, and .
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moving at some eight, kilometres. an.hour. As it glides
past, you hotice that # iz about three-quarters- full of
- 7ock minerals and are and is heading along Shaft 313
~ is unmanned and. appears to be fully automated: with

© _wroom for all four,of you, if necessary.. Will you

| _investigate: Shaft 11 (turn to 275), go: down: Shaft 3
(tum to 162} or vault into the mlmng car and. see
where it takes you-{turm'to: :38]?

N R
i -i' : :?.s ::51 5 e 2 %
Lifting your lEg as if %o dm'e a sh‘aight rklck, yau snap
your foot down and lean forward, -whipping a. vicious

: punch at his head_ Roll: one dice, and add 1 if your

Fighting :Style is Kung Fu or Karate. If' you :score -

higher than the Grandmaster’s Defence of 4. you catch
~ him by surprise and smash him in the.face. He loses
- your Power Rating in Life. Poinks. If: he is; down.to
zero or. fewer Life Points, turm at, once to 78 If you
score less than or equal to 4, he drops to one'knee under
your punch and stabs you in the foot; lose 3!L1fe
Points.. Then he rolls -past .you and, with an;evil
chuckle, comes to his_feet a few metres away. If you
 are both still alive, will you now wait for him to make
' a move; ithen counter-attack (turm to 6;) or. l:ry a low
klck{l'umtotgﬁ)? HE s ol By AR s b
! 7 s R
S0 BNA Y OB I eligestt
The Etemal Champmn gives you a personnel Camer
_driven by one of his staff, to carry you and your.team
to the mountains that surround Megapolis. During the.
joumey Xavier. keeps up a non-stop commentary, chat-
tering away as if you were all on a pleasant day Enp ko

e

the z0O. Shadclw grdw“s increasmglf irni'ated By this

antil eventually she- tells Xavier to shut up. He*falls
silent, rather ‘offended. As for: Midknight,- he seems a -
little agitated: the daylight:is bothering him: The, .
<ooner we are underground, the better, he mutters.

This is a strange team indeed, 'you think:to yourself: a -

beautiful woman who is in fact'a deadly assassin, ‘a .

vampire * who hds swom to-fight evil and a
seventeenth-century warlock! At long last the-carrier
drops you off in the foot-hills/ and you -climb up
into the mountairis that surround Megapolid in search
of the caves.that will lead: you fto the Overlord's
mines. Walkmg ‘along-a thin track made by mountain’
goats, you round a comer, to:be greeted by a breath-
taking s1ght dnwn beluw is: the c1ty 1tself Tu;rn ko

104. SRS E Dt L ke w8 u g
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You Eake the fu]l force “of l'us sl-rike on a ralsed :_
forearm. You hiave 'misjudged his power} however; his
metal arm hammers. your blocking arm down' into -
your face, stunning youi for 2 moment. He follows this -
up by.shoving the ‘piledriver into your shoulder. The -
pounding steel nearly shatters the' bones, and the pain -
is awful. You afe hurled to the ground, and slide along
it inian‘ungainly hedp of agonized flesh,s until you
come torest against the brick-wall; gaspingLose 5 -
Life Points. If you are still alive, Piledriver throws his
head -back and utters agreat bellow of triumph You
pick’ ycrurself up as hie boasts, ‘T am invinciblet I am all- -
powerful? [ am unsl'oppable! He seems more concemned
wnth how wonderful he is I:han wl’ch anythmg else.

2 I:\(_I-ﬂ;q el
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Fortunately, his rantings: give you time to recover
your wits and you edge towards him, ready for any-
thing. Piledriver finally turns his attention back to vou
‘Time to crush you like a fly,” he says, and charges at
you, shield first. Will you try to meet his charge with
a leaping kick aimed over the shield at his head (turg
to 217}, drop low and.iry a strike up under the shield
(turn to 73): try to dodge past the shield on his left
side (turn toi 38), or use the Power Strike, Special
Move, if- you: know it, in an attempt to shatter his
shield (turn to 242)7 20 g -
C. 234 = -
Ha, just kidding!’ the Master; of : Lightning : quips,
snapping his supposedly injured foot up at your chest
as you step in to trip him. You are knocked back by
the blow; lose 2 Life Points. If you are still alive, will
you now try to hammer his head with your fists (furn

t0:166), try to get him in a choke-hold (hum to 245) ‘

or wait for his strike, then counter-attack: with a kick
{turn to 7)1 :
. 258 - &
Atone sighs disappointedly, ‘and the others hang their
heads despondently. "‘Well, the direction we have just
come‘from will lead you to the Citadel of Choas:itself”
She tells you that they are mining for.uranium to
power the Overlord's nuclear reactors and suggests
that you hide in the cavern while she leads the
Enforcers down the old railway tunnel. ‘Once we
are gone, follow the mine shaft, and good luck’

You and the others hide inside an old railway carrage. -

- 286

After a few minutés,-about:fifteén’ mutant rminers ‘ate
herded forward by several Enforcersi The Enforcers are
wielding energy -whips with which they:castigate the
qutant workers, lashing them. forward. When. the
sound of their passage down:the ancient railway tunnel
has faded away, you lead your team inte the ;mine
shaft. Tum to 287. . b ==
1 B Y =5 = 0 = 2
S a2l -

The old man shumps into unconsciousness. He is carry-
ing nothing on him, so you search the hut. Inside is an-
old straw pallet, i few sticks of furniture, and some
dried fish and other faodstuffs. You do: find something
of interest: a jar of greenish liquid labelled Katsu tonic,
for resuscitation of the comatose’. (Note the katsu
tonic on your Advenfure Sheet.} You swim back to the
shore of the lake, leaving the islanid behind. You find
RAX and Slash waiting’ for you After you have

updatEd thern,: yoir all set:off 'round the edge of the

lake, keeping to dry land; At:the-far.end of the cavem .

vou discover 'a wide opening in the: wally it is:a storm

drain outlet: ‘water from the heavy rains and storms
that fall on Megapolis will drain away down this pipe,

into the lake and then outi toithe harbour. A thin trickle
of scummy !water.is all - there 'isat the ‘moment
‘Couldn’t be’ better for sneaking -into the- Citadel’ .

R.AX. says:-optimistically. :It :looks :as :dark as pitch
insicle. the ‘tunnel. R.AX reaches wp to his head and
furns: on a switch. A beam of light from his sighting
device spears the dark ahead,  thin:sliver of visibility.
‘That'’s me sorted,’ *he:says. Slash gets: out an oilskin

bag, takes from it a'wooden torch and'lights it. Well”
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' dImmnated; you }Eﬂdu the lparlt}’ into ;the yaang

tunnel ahead. A faint smell ofimoist. decay and wet rot

greets your nostrlls Turn to. 203, fi5
RTINS sy 35? i R o

¥ you have a ye!lcw ‘markion your : heel, turn im-

mediately -to - 179. Reduce: the - ime:number of your

CyberCage by 1. If 1t is down to zero, turn’ at once

. ta gg.

If it is not, ym;rspm to the nght on the ball uf .your
left foot and whip your r:ght,hee] _ar_ound in-an,_arc, as

if your leg were a chain:and: your foot-a heavy metal

.ball. It whacks intoi the side.iof, the, Overlord’s face
. with a crack, smashing his head around, and a spray. of
~coloured; light. gushes. out,from the wound, some of jt

staining the heel-of your foot.with a vellow mark
(note on. your Adventure Sheef that you have:a yellow
mark; on your: heel),;Meanwhile, theforce,of the. blow

_sends him whirling: away, barely able to.stay-on his
. feet;:he loses 4.Life: Points. If. the:Overlord is ‘now
* down to zero Life Points; turn straight away to zgo. If
“he is. still alive, youleap, head first, towards him and
-somersault in the;air so;that both yourfeet are hurtling

~ towards him :in agdmp-k:ck ‘He recovers- af the; Jast

instarit and brings =2« forearm across his face, sweeping

.. your legsaside and.down. You land nimbly :with your
. - back to him then.execute another spinning kick. This -

** timethe ducks-and, as you tumn to-face him, you drive

a straight kick at his face. Under. pressure,. he rears

-+ backwards, (just managing to.avoid jyour :strike, and
: ﬂlpS on to l'us hands and then to hls feet repeahng-

: :_:--335_

these flips unhl ‘e 'is well out of rangE. You pursue
him and when he stops:you are ready to al'tack again.

What will youl'rynow? 2 _;’: o . j %
punch? -, it e IE l Tﬁmtc:s
Akickt- . : : : *Turn toi1Bg
Athroiv?é ,_g'_- e - R Turn to:z

‘ : ';!'258 S E!._!_-;é 3

R.AX. obeys with commendable speed He runis for-

ward and takes a flying leap, /firing his jet boots. The

Master of Lightning steps back: and fires a bolt at

R.AX, but the Champion is, moving too fast, so he

misses. R.AX. -crashes into him and they fall in a

struggling heap. You and Trident dive into the river at

once and swim for the other side. :Slash hesitates,

however — he cannot swim, 50 he steps back, to get a

good run-up for a mighty jump.;As you are hauling

vourself; up the cancrete bank: on:the far side, the

Master of Lightning discharges a field of eléctricity all

over his own body. R.A.X, who is wrestling with him,

is bathed in a harsh blue light:;he jerks ccnvulsively_
and is thrown back: through. the air, the electricity;
playing havoc with his cyber circuits. He slides across
the ground. and comes to a stop, unmoving. You and
Trident climb up to face the.Master just as he is
getting to: his feet. Will you send Trident in to the
attack and. yourself hang back, looking for an opening -
and waiting for Slash (fum ta 280), or will both you
and Trident icharge him immediately (turn to 20) Or
will you both wait for Slash (turn to ag1)? =

i
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' thhhng Styk Gladmtonal martlzil art, Uses d fndént in
combat . _ .
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. Trme-zane afoﬁgm 110 BC Atla:nhs t i

" Appearance: * Genehca]ly engmeered half«man, - half-
. amphibian, greemsh-sca]ed skm 1]]5, and. golden
) armour. .

:.:.' 3 . 2 L o el -,_ s
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Mannermﬂf Arroganrtf and; proud Ofl'em stands per-
fectly stilt andrunmoving, tike a:lizard. Needs to: be
fully immersed in sa]t water.at leas{' once aday. .

Speech Chamttenshcs Speaks in a sibilant whlsper

[AkastLsI:kes Distrusts ' all humans at’ first’ Ha’ces
Romans, from any time-zoné! Has an unnatural fear of
stone pillars. Likes all seafood and eéverything' to do
: with the sea. Friendly with Slash, but hates )(awer ever
since he heard him speakmg Latm

GEC s @ o
Tridentiwas kzlled ;when the Romatns mppled a glgantlc
stone pillar-on: to him: This_pillar alsotheld up: the
Great Dam :of Atlantisiand, with its:collapse, the:sex
rushed in and washed all Atlantis away. However, the
Eternal Champicn saved him from this fate and Trident.

- who takes such imatters, of honour: very senously-—
- indeed, swore to serve the Eternal!One in return. He'is

- a mighty warrior and has the power to radiate energy

fields I:hat can engulf npponenfs Thls is wh:.r he'.-_;

..#&0;;.

prefers to fight at closé quarters, weakeriing opponents
with an energy field, then-gutting them using the tines
of the trident fixed to his arm. Alas, he's a bit dim and =
s not at his best when fighting out of water. Nor is
he very good at taking orders from ‘Sssneaky hu-
manss’, as he -calls them. On the .plus side, he Iikes:
to fight and is loyal and fearless. He will prove a
good member fo. have in a: cornbat team, 1f -used jin
the rlghtway S az | 3 QRER.
When you are ready, turn back 'm 100 !i L R
Seed . R ¢ Pis :-;i”,.-
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One of the venhlal:or grilles- suddenly crashes. down '
and Tridenf comes lumbering through, followed. by '
Slash and R.AX. Youican seethat the},q fairly badly
beaten up,but theyll live. Just as:you are about to
greet one anather, 2 hidden panel i one-wall slides
open and .you all step back, ready.for battle, as a
horrid, undead: apparition enters. But: then :Slash bel- .
lows, ‘Midknight!® and-you all relax..He is followed: by
Shadow and, Xavier, who'are arguing together. At the
sight :of iyou,j they..run ;over happily. looking equally
battered bubialive.. None of you canisupress your joy
at the sight of one another, and there is much.embrac- _
ing and slapping.of, backs. ‘You have to shout to bring -
them under control,. reminding. them. that you are all

standing in the very wentre:of the Overlord's domain. ;-_

You realize that. the Cube:must be the ‘brain’.iof the
Overlord, but it is also clearly wvirtually indestructible: -
it would take ia nuclear bomb to; destroy it. Blade, tells
you'that the could make :one; but Larcen points out
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that setting off ‘a:nuke here would kill 2 lot of inniocent
cvilians livinginthe city. - . ...« -
‘And us too, incidentally, Xavier points out. If you
have Jimmi Jax with you, tum to 69. If you haven't,
turn fo 121 e . s :

: : Y- : = -'F_'Ii'
You cannot open the safe, nor can you open the secret
door. You are:trapped, and. soon Cybermarines arrive
in force. You and youriteam put up a brave fight, but
there are simply too many of them and they are armed
to the teeth. Eventually you are blasted into extinction
by a plasma rifle. You have failed. N -

-r ; . s
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‘Right,’ she says. Larcen looks worried at vour decision,
but Blade points out that she is a circusi acrobat. Jetta
: walks out on to the cable, as if it were a tightrope.
" Using her arms to keep her balance, she steps carefully
down the cable and makes:it to the far side safely
enough. Unfertunately, she cannot get from: the cable
to the window-ledge — it is too fat. There is néthing
: ‘more she can do, so she starts to work her'way back
“up the cable; it takes her much longer to dlimb up.

Suddenly the lift door opens, spewing forth several
- _ninjas. By now your position is known, and they arei-
' soon reinforced byiEnforcers and Cybermarines, armed:

.with plasma rifles: Some have been flown aver.from
‘the Citadel by jet ‘copter. A ninja sword cuts the cable
-and Jetta plummets to her death. The rest of you

“battle bravely, but eventually you are all overwhelmed -

and killed. Your adventure ends here.

i
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He Ehrusts the:.dagger .at yourmidriff, {bubf-_you'arel-
ceady and evade; the blade.:Then: he isends;.the iron’
ring swinging atiyour head: You duck under mt,. bu't he
whips a foot around int a roundhouse kick. ]!.IS'I: 1n_t1rr.|e,
vou slap it aside with a hand, pushing him into.a spin.
He follows the momentum through, -using the spin‘of
his body to drive the dagger in his hiand at your chest
with devastating power. Roll ane dice for the Grand-
master. If. the number rolled. is less than or equal to
your Defénce, you manage to get a foot up-on to his :_
arm, jamming his® attack. If it-is -higher than your
Defence,. you miss, .and must lose 3.Life Points. In
cither case, if you are still alive, will-you now wait, for
him to -hurl .the Ting and try to entangle-your arm,
pulling the Grandmaster towards you, then execute 2
flying kick {tun to 50} or roll towards him and come
up ori to one knee, driving & fist-at his .:solar;.plexus
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The mutants; led:by"Atone and Garoud semerge nerv- - |
ously: from hiding. At the sight of the:dead Enforcer:_:,

they starttshouting-and: cheering):'We: are the Champi-

ons/ overand over.. i+ i if it GEs el '
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‘W are'the champions, you mean,’. Xavier mutters
sourly under his breath Shadow smiles :serenely at
them. As for Midknight — well, the miners:avoid him
like you'd avoid Dracula. Not surprisingly really, yoy
think to yourself. - :

: 2 W s !
Atone and Garoud approach you., Thank you,. you
have freed us!’ You explain your mission to them: that

you need to find the Core and must find or build a’

CyberCage to imprison the Overlord before destroy-
ing the Core. Atone explains how to get, into the
Citadel. Follow Mine Shaft: Three all the way back.
Do not deviate from this route — all shafts are sign-
posted. You will come to the Mine Control Room at
last. From there, vacuum feeder tubes will take you up
into the Citadel jtself.” ; -

‘What about QOrgin Chard¥ Garoud rlemi'cﬁds her.

‘Of course!’ Atone exclaims. ‘Orgin Chard, the scientist.
He was one of the Overlord's.top technicians, until. he
came over to the rebels. The Overlord has him impris-
oned in the UnderCells. He has been sealed into his
cell, and is fed by automatic devices. The blank wall of
the contral'room leads to his cell. If you drill through
the wall, you will be able to. rescue him. He is well
versed in the Overlord’s systems. He can build you. a
CyberCage.” She hands you a large power drill. ‘Under-
Cells, for the use of,’ she grates. Make a note of it:on
your Advenfure Sheet. ‘One last thing,” says:'Atone.

"The Mines are guarded by two of the Lords of Death:”
Piledriver and the mysterious Master. of the Devil’s

Hand. Watch yoursclves! You make your farewells,

| 265—266

,nd the mutants set- off in the direction of the railway
tunnel, hoping to begin a new life underground. You
lead vour team:into Mine Shaft 5. Tum to 287.
T SRR TR NS
Your foot stams into her face, rocking her head'bac}c,
and she grunts in pain. She loses your Power Rating in
Life Points. If she is down to 3 or fewer Life Points,
turn to 2. Otherwise, you spot Larcen battling w1t}_1 a
couple of ninja near by; he fells one with a high kick
and drops into a crouch, using a:foot sweep an the
other. You notice that one of Ferranti's bodyguards is
lying without moving, then Jaluda closes in on ‘you
again. Will you now try to disarm her (tumn to 171), or
throw her (turn to 24)7 o :

: b . ,.266 B3 7008

You have mistimed your,move, and Piledriver slams
the shiekl home. You are hurled through the air and
career off the back wall, to land in a dazed heap. Lose 5
Life Points. If you are stili alive, as you bry to regain
your senses a body hits the ground near by: it is an.
Enforcer with one of Shadow’s throwing stars embed-
ded in its forehead. iYour companions 'seem: to be
holding their own. If you can survive long enough,
you may:still prevail. You drag'yourself to your feet,
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grimacing’ with pain, to-see the'Master of Destruction
bearing down on you, grinning savagely. ‘I think your
face'd thake :ai great emblemi for my shieldl’ he says,
charging in. Will you try to meet his attack with a leap-
ing kick aimed over the shield at his head (fum fo z17),
drop low and bry a’strike: up under the shield (tumn to
73}, try to dodge past the shield on his left side {tum
to 38), or use the Power Sirike Special Move, if you
know-it, in an attempt to shatter his shield (turnito 242)?

- L B L, @bg . Rl e RE &
The Poison Finger Master is looking decidedly battered
and he backs off somewhat. You notice Slash beginning
to twitch. “You're, a cut-above the others, I'll give you
that,” Tien Hsueh says, eyeing the supine:Slash with
concem. Then he runs forward and dives: on to- his
hands, propelling himself into the air.: He comes down’
in a crouch in front of :you and spins around, extending -
: his deg inia whirling footsweep. You-leap aboveihis
leg, but then you realize it:is not the - trip that is the"
_danger: his long ponytail is: whipping ‘around at your
:midriff — and a tiny blade i¢ fixed to its end. Roll one

“dice and add 1 for surprise. If the result is'less than or © -
equal to your Defence, turn' to 241 If, the result' s

greater than your Defence, tum toi8o:c 1+

. 268~270 -

7 - '. o ,'i : 368 i .*."i\lﬂ r_; = .'P'lp , *li' :
[nside the armoury -

ou find: ari. array sof weapons.
Most are of the .cybemetic ;variety: -energy whips,
shock batons; -attachable :blades: and] the like. : These -
weapons need:to be fixed; on to a cyber:arm and so
are useless:to you However, you,do. find .a spare
shield of Piledriver's which you;can take if you haven't
got one already, and:a pair of Enforcer Power Gaunt-
lets. Putting these on will add .1 to’ your: Power Rating
(note that your Power: cannot go higher.than 5). As
you are leaving, the Champion you left to:monitor the
Cybermarines is hurrying to meet youw: it seéms that
the marines are,already in the Mining Control Centre,
and you:will have fo vacate this area immediately!
Turntog. . i 5 i B 2 5 g 1

S R _|:-;;';!_ : 35
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You twist the dial. There is a hiss of ‘escaping gas, and
the doorof the coffin. slowly creaks open. Inside,
strapped to.ari upright table, is a man of middle years.
Wires and needles retract from his body and the table
he is. lying: on slides down, with an electronic hum.
You approach: him; he; feels. cold to the touch, and the .
readout tells: you that he is barély alive. If you have
some Katsu tonic, tum to 8g. If. you havent, tumn .
B o b B g o B BT uE

:_.-?—- ;-'"*:-;_.3' .-_' .-_' i?o . a -_:.__.__ . - t ;
Redce the time number of your:CyberCage by 1. If it

is down toizero; tum immediately to-gg: If it is not, he ™ :

chops a:hand. at the side ofi your neck. but you duck :
under sit and he follows this up, with a chop to the -
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other side of your neck. Giving ground fast, you black
desperately. With unrelenting rapidity, the Overlord
closes his hand-into a fist and snaps his arm straight
driving his knuckles against the bridge of. your nose
and pain washes over you. Barely moments later. ho
slams. his foot into your chest with a side kick: you are
lifted " off your feet and hurled backwards, your arms
spread wide as' his shouts echo through Cyberspace;
iose 4 Life Points. If you are now down.to zero Life:
Points, turn straight away to 157. If you are ‘still alive
you manage’ to break your fall with your arms when
you land flat on your back. At the last instant your
head clears, in time for you to see the Overlord's foot
stamping down at your head; you roll aside and away,
springing to your leet out of range. Warily you circle
'him and then attack. What will you do now?

A shraighfithrust kick at his middff? Tum to -14.

Aspinning backkick? - .. ...  Tumtoasy
A roundhouse kick: to the head? N : Turn to 209
Apunch% . :. & 3o Tumnto 25

g

fi s walin L g - SSFITE K Rk
The Master of Lightning gets to-his feet. ‘Wheee!’ he
shouts. ‘This is fun!” He points, with both:hands at you
and Trident, and bolts of: electricity. leap from his
fingers. Desperately vou roll forward, trying to dodge
the bolt and bring, yourself closer to him at the same
vime. Roll one dice. If the number rolled is less than or
equal to your Defence-Rating; turn to 203. If it is
greater than your Defence, turn to 142. . + ©
5 g5 T é.i;,;l?i:;':l‘;_ . ; :
You step- forward. and ‘kick — ‘butishe adjusts’ her
stance, twisting her right leg inwards slightly, her face:
an impassive mask.: Your, instep strikes the bony :part
of the kiee: she has turned: to meet your foot. You |
stiffen in: agony. momentarily paralysed by the unex-
pected pain. Kaisho steps up close to you with:panther-
ish speedt and grace, glaring at, you like a demon from
hell, and:hooks her right arm under your, left armpit,
eripping, the back of your neck with her fingers. She
shouts and kurns, intent on hurling you across her hip
to the:grotind ;Roll one dice for Kaisho. If the score is
less:than orequal:to. your Deferice, turn at once to go.
If it is greater:-than your iDefence; you are thrown
forward, head .over heels. You crash ﬂati:on_ your back;
lose :3 Life Points. If you are still alive,, Kaisho leaps
high in the-air and comes: down, stamping both feet at
your -chest. You roll aside just irvtime, then get to
vour-feet: Will: you now feint with a low: kick, then
punch :at her (furn to 102} or. grab for the lapels of her
tunic and attempt a throw (turn to 1447
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you and Trident swim towards: the island. You feel
cather exposed, fearful of sudden attack from the darx -
waters below, but you reach land without incident.
You force your way: through the bushes round the
edges of the island and step through into a clearing at
the centre. You are surprised to find a simple wooden
hut with a figure standing in the doorway. It is an old -
man with a long white beard and steely grey eyes that
glitter ominously in the light from above. He wears
Jong, Aowing, yellow robes and leans on a gnarled
walking stick. ‘What is this demon from ithe gea?” he
asks, pointing:at Trident with his cane. His voice is
strong, at odds with his aged appearance. He:looks
you up and down, then adds, ‘Get this beast off my
island —as for you, we have business to discuss.’, Will
you send Trident back:to the others (tum to 22o0),
leave with;him (fum to 188) or aifack the old man -
(tumt095)? : - i -::f;; =1

T T
‘Here, - youimay need this,s says Larcen. He'gives you
his rope grappling-hook and,;you wind it:round your
waist., Then you grip the cable with your hands and
feet so thakyou are hanging below it, and inch your way
down. It is quite terrifying so high up, and the wind
seemsto be doing its best to part you from the cable,
but you make it safely to the wall of the Spire. The
harpoon has embedded itself in the concrete and is
very secure, but the window-ledge;is:just out of reach.
After some aerial acrobatics; you manage to tie Larcen’s
hook to 'I:he.cable.- Holding on to the rope, you try
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to swing like a pendulurrf acToss :lf;'j'l'hE"WiIIdow-
ledge. Roll ome dice. .If the number rolled is. less
than E(r equal to your Equilibrium Rating, turn to
212. It it is grealer than your Equilibri i
burn to 134 Y Cm-lh n-um f?»aftng,
e ags

Shaft 11 leads into a warren of tunnels and passages.
. Although you mark your way with chalk, you fall
* prey to the vagaries of chance. A sudden:rockfall; set
off by_a reverberating explosion somewhere near by in
the mines, blocks the passage behind you. Without a
way back, you blunder about in the black tunnels-and

soon become hopelessly lost in the warren of mine -

shafts. Your adventure ends here.:

_ 26 CwE P

Larcen leads you along a filthy alley in the old:quarter
of Megapolis until you come to a door'in the side of a
derelict supermarket. Larcen knocks and a panel slides
open. You hear him exchange a few words with the
person behind:the hatch, then the idoor opens. A little
weasel of a man introduces himself as Btla, Mr' Fer-
ranti's assistant., Etla is a, rough-looking individual,
lacking one ear and with a tong scar that runs from his
forehead to his chin. He leers crudely at Jetta but she-
just laughs derisively at him. Crestfallen, heileads vou:
up some stairs into a long hall above the deserted’

shop.g.l.arge, grimy windows line both:walls, and-'the -
_ place is crammed: with all sorts of stuff lying around:.

. food, ‘alcohol, clothes, computer parts — you name it.

P:art of Ferranti’s blackmarket stock, no doubt Bfla -

o
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eads you to d'doorat fe far end, and you'and your.
team step into Ferranti's office. Tumto 156. - . -

I g i o ey 4
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The Grandmaster draws his sword — but it is riot the -
blade you have to worry about; he sweeps the scabbard .
across inan arc.and a fine mist of dust and liquid
sprays out towards your eyes. You step back in time,
and some: of: it lands on: your am, but fortunately - .
none gets in your eyes. When he sees that you are:not
blinded, the Grandmaster actually lays down his sword.
You are about to attack when he’ mutters, Tn. O
Musubi’’ You find that you cannot move, as if you
were under a spell, and a deathly hush falls in the
room. The Grandmaster stares ahead, unseeing, Putting .
his hands together, hé begins to- twist them round ; ¢
cach other: making various shapes.and signs. He makes:
rine different signs altogether, punctuated'by a low, .
guttural murmur, as if he were-using Inner Strength.

Suddenly the room:is plunged into darkness anid you
find yourself able:to move once more. The Grandmias-
ter has .used. some -kind: ‘of: ninja. magic: to:create: "
darknesst Feeling comes backi into ‘your :limbs.. You
tense and circle warily, moving as quietly as you can.
Senses straining, you try to locate your enemy, who

could be anywhere. Your:spine tingles as you contem-

plate what ‘you are;up against. This. is the Grandmaster
of Ninjas.:and a:Master of Innin, the skill of silent :

stealth: orithe Secret Shadow: The words above the:
entrance to this place 'come uiibidden to: your mind:
‘Make the night your friend and.darkness' your cdloak -
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of invisibility” You arei at a zdisadvantége- here, in the
Grandmaster's element: the dark. ., | .

g

:Yc-ur every sense is suddenly concentrated at a poiny
in the middle of your chest; you can feel somethiq
touch you there. Will you strike out with a puncﬁ
(turn to 18} or slide forward to the ground, and bry a
footsweep (tum to 148)7 i B

=14 ;

Stepping over the body, you approach the door ahead
of you; it is studded with dragon-shaped bolts. The
hagdle turns easily and you step through in a single
fluid movement, ready for action, into another corridor
Jetta just behind you. In the dim light you come fac:.:
to face with a figure, about the same height and build
as yourself, tensed and alert. The eyes radiate stréngth
and determination. You can see another person, prob-
ably a woman, standing behind the figure. Will you
attack with a kick (fum to 130} or step back into a
defensive stance (turn to so)? : =

' R g ¥ ® ' - i 1o
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There is nothing else here, so you decide to_press on
upwards into the Citadel. Gingerly: the four of you
step on to the pads where the Enforcers came down.

L
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There is a rush ‘'of ‘air, and-you are all sucked up into
the fubes. After a few seconds you find yourselves
standing on:metal  plates that:have slid into place -
under your feet. The tubes retract intothe ceiling and
you step into another large chamber with consoles and
monitors scattered about. Seated at the terminals are
strange hybrids of man and machine: they are wired
into their consoles with tubes and cables so that they
themselves are part of the terminals they work at.- All
of them are staring at the:screens, completely oblivious
to your presence. A sign reads ‘Surveillance Control
Centre’,' The monitors reveal scenes from Megapolis:
dingy grey streets, the dockyards, the airport, the
mining' centreiand so on. Three doors lead out of the
room, marked, respectively, Labs, Meditech and iAr-
moury; -and in the middle of theichamber six more
vacuum tubes lead upwards into the Citadel.

z: 4 I3 =%= 5 aHEE GEF @ ;
‘Looki‘at this! ‘Siadow shouts, poinfingto ohe’of the
monitors. It reveals a baitle in progress between some
Enforcers ahd Trident, Slash- and RAX. They are
fightinig irl a storm drain below the!city. Xavier cheers
as Slash demolishes. his opponent with a great swing ~
ofhisclub. - .4 g2 % 2@ flim]

' have no wish ¥o put‘a damper on'things,* Midknight
interjects, pointing at_another screen, ‘but I think this .
monitor is more relevant to. our immediate situakion’
The scréen reveals about thirty figures, fully'armoured
and ‘carrying plasma rifles, moving along one:of the
mine shafts. ‘Cybermarines, and. they are heading: our:
way, Midknight comments. The monitor shows that
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. they are iri Shaft 66.- It'won't -be: long=hefore they
. .reach you, and there. are too many of them for you
fight.: If. you,want to camry,on upwards. immediately

- hurnito 9. If you prefer to leave one of your team h;

- watch the progress. of the ‘marines while, the rest of

*.you explore the other rooms, turn tox26. .. -
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. Trident . charges; ‘bellowing his:war cry,:and. swings
- his weapon in a-great back-hanided cut at: the: Master
of: Lightning’s head.: The: Master swhips :a-gauntleted
- hand up: and blocks: the ‘ golden -tines iof, Trident's
~: weapon. There; Is & ringing: cdlang, then.a.flask, .as he
discharges a surge of electricity into Trident's arm.via
. the:melal weapon, that, is -attached o Trident's wrist,
‘The Champion gives:a warbling cry_and is. thrown
backwards, to fall, senseless, to the ground. Then
.. behind you,.you hear;a crash iand a-grunt, followed
" * by a fearful shout-and a.splash. The Master of ;Light-
.. ning strides:towards you and laughs.. Your. Neander-
; thal friend didn't quite.make it — he's: fallensint’ . Sud-
- denly :he swings: a ;punch at your:head —:you - duck
: unider::it; Just as: well; because; his: cyber-gauntiets
crackle: with- blue-energy. - (Note' that -the. Master, of

E e
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Lightning ‘has a Power: of 2, 1o Life' Points and a
Defence of 3).Will you try to hammer his head with
your fists (burn to 166), try to get him in-a choke-hold
(um to 245); try to distract him:by: stamping on his
foot (turn to 41) ‘or ‘wait- for his strike; then counter-
attack with akick (imto 7#? -~ - % -
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You wait, but- Trident doesn’t come back‘in time. The
patrol boat opens fire, and a missile roars from the
barrel of its launcher. You try to steer away, but the
Atlantis isn't fast enough and the missile strikes you
amidships. It: blows the boat in two and you are
thrown into the air by the force of the blast; fose 2
Life Points. You hit the water, stunned. Atlantis sinks
like a stone and is gone: The patrol-boat-is bearing
down: on you fast when a green,.scaly hand comes
out of the water and grabs you round the.waist. You
just have ‘time to suck in a lungful of air before
Trident dives fast, and you arrow down through the
dirty waters of the harbour. A bamacle-encrusted
outlet pipe looms out of the:murk below, jutting out
of the harbour wall, and Trident swims up into if.
Looking up, you can see light ahead; after a;few
seconds, ot break the surface of the water. Tum
losd .5 23i e oz o= S & 5o
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Deftly yoii:grasp the. Enforcer's- wrist and cluich his
upper arm with your: other hand.- You spin and drop to
one knee, still holding your -opponent, pulling at his

wrist and pushing his upper amm. His own momentum,

4
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' and your movement, serids him fying; head
heels, to the ground. A hammer fist tYlu tgl;e side sa?‘};?r
head renders him hors. de .combat. However, you hzws
taken too long to deal with this Enforcer. The sécong
one ste.:psdn and jabs his baton down. into your chest
You give:a gasp of pain:as, an electric:shock céurses;
through 'you; lose 2 Life Points. i you are still alive
your muscles contract - involuntarily, and- you are
thrown backwards through-the air:'". luckily for
Shadow, as ;it: happens, because’ you .come; crashing
down on top of Piledriver. He is kniocked aside just as
hf:z was about to finish off a weak and groggy’ Cham-
pion. You get: to your feel, face ‘to face, with an
enraged Piledriver, the Master .of Destruction; Tum
to 11. . : B OWE 5 S = : e

; : Les 3R R : s Rl '!-’ -
, e *| ; .-,’--.;{I ;-_1__-5_{_

A oz Ed Siampeios Do SRR odEnGu e B g
2 B FETHIE o T

. TS R R
Reduce thie tirrie number of yoir CybeiCage by 1. It i
is down to zero, turn immediately to gg. If it is.;not
you try to sweep his leg aside, but he is too fast: his
- foot slams into_your face and blood spurts from -four
. shattered nose and mangled lips; lose 4 Life Points. If
you are now down to zero Life Points, tumn at once-:f:o'
157. If you are still alive, using:all your willpower, vou’
suppress the pain:and fall back. - The Overlord: la; hs
ml*uelly. What will you trynow? ¢ = - ¢ iy
: 5t et Bl Tl
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The teeth of ‘the Cybersaur rip through one of your
hoots, but: you just manage to get up in time. The
monster cannot follow you up: the narrow shaft, so it
crashes about below, irying to:widen the concrete
shaft with its talons, but to no avail. ‘That was clossc,’
Trident hisses. i - g =
. 7R I 3 T - :
Scared the scales off you, did. it,:Trident?. RAX
nocks from’ above. Trident: growls in ireply. Looking
up, you can see a light at the top: ofithe shaft: You tell
them all to keep moving. Tumn to 247. Sty

E 1 E E_ i '; z : !
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You give the island and the water a wideiberth, much
to the relief of Slash and RAX. At the far end of the
cavern you find a wide opening' in the wall; it 5 2
storm drain outlet: water from the heavy. rains and
storms that fall on. Megapolis will drain away :down
this pipe, into the lake and then out to the harbour: A -
thin trickle ofscummy water is all there is at the .
morment. ; ‘Couldn’t be better- for sneaking into the -
Citadel” RAX says optimistically. It looks as dark as
pitch inside the: tunnel. RAX. reaches up to his head
and turns-on a switch. A beam of light from his
sighting. device spears the dark ahcad, a thin sliver of
visibility. ‘That's me sorted,” he says. Slash gets:out an
oilskin bajg and takes from it a wooden torch, which
he lights. Well; illuminated, you-lead the party into the
yawning tunnel ahead. A faint smell of moist decay
and ‘wet rot greets your nostrils. Turn to 203.% 5
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A host of ninjas’ come swinging in on ropes through
the shattered windows. Some are cyborg ninjas, others
appears to be: completely human, but they all have
dragon symbols on their costumes. Some are carrying
swords, -while others have large. nets. Dragon ninjal
Ferranti ' exclaims in shock. How did: they find us?
They areiled by a woman in a suit of omate Samurai
armour. She is blonde and blue-eyed and her face
reflects ‘a: kind of unholy glee at the sight -of your
surprised faces. You- notice that vicious sharpened
spikes. protrude from her knee- and elbow-pads and
from the: knuckles of her mailed gauntlets. She is
wielding ‘a Samurai sword, a katana, in both hands.
Etla, iIFerranti’s irat-faced assistant, runs over to her and
she smiles in greeting at him as he turns to face you,
laughing. & . - = T e >

'Traitc:r!’;’l'i Ferranh bellows, shakmg his fist i'n-._.‘_rage at
Ftla, e Bn B ;_. e 2
The woman throws back ‘her head and ?:-1éug}:ls evilly,
saying, ‘Well; it hardly matters now; does it? You're all
doomed anyway. © . f o0 s 80 Do

Lo E Ty |}'°"

As she continues to rant, Feﬁi'an{'i leans forward and
whispers in, your ear, That's Jaluda, the Master of
Weapons, but I'don't see the Grandmaster. who com-
mands the Dragon Ninja. That's just as well — Jaluda’s
bad enough.” Ferranti. backs, away and his bodyguards
move to cover him. Jaluda gestures and the Dragon
Ninja run to the attack, and a mighty brawl begins.

Larcen, Jetta and Blade are’soon erigaged, but nione of
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the Nirja makes for you Instead Jalida strides to
wards you, shouting, “You're mine; so-called -Suprem‘_;
Champion! (Note that she has a Defenceiof: 4,10 Life
Points, and a Power of 3.} Because of her:armoyr
reduce your Power Rating, by 1 for this fight Wiﬂ':
jaluda only. She closes in, sword held highiover her
Eead(.hlfu'\::lltyou :’lcry to disarm her (tumvito 171), . throw

er o 24) or dodge and counter- Wi
kick (turn to: 216)2. dg ey o ﬂ:’i\f“k :‘-.Tlth-a
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You lead the way gamely into the yawning blackness
of S‘haft 3, marking your passage with chalk to avoid
getting lost. Xavier's staff provides light.:Eventually
you come to a three-way junction. To the right
Mine Shalt 11 burrows its way into the dark to thé
left, Mine Shaft 3 continues into: the blackness. As
you are considering which route to follow, you hear
a2 strange humming sound coming from Shaft 1.
The four of you prepare for combat,; but it is a false
alam. All that appears out of Shaft 11 is a mining
car. [t glides along on powerful \magnetic motors,
floating about half a ‘metre. off ; the - ground; and
moving .at . some eight kilometres qant hour, As it
glides past, you notice that it'is about: three-quarters
full of rock minerals and ore and is heading along
- Shaft 3 ta your left. It is unmanned-and appears to
!JB fully automated, with room for all four of you,
if necessary. Will you - investigate Shaft 11 (turn
%’0 275). go down Shaft 3 (tum to 162) or vault
into the_mining_ car'and see where it__zt:ake& y-:)u (turmn
tO;iﬂss)?-’, aoan : | 2 o i
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The rest:of the crew fall to RAX and Slash.”You
commandeer the Captain’s personal force shield: it has
the effect of increasing your Endurance Rating by 1
and it will also increase your Life Points by 3 while
you still possess the personal force shield (note that
our Endurance cannot go higher than 5). You take
over the patrol boat and sail it in towards the harbour.
As you are approaching land, you spot a glint of light
reflecting. off something and, as you :draw closer, you
see that it is another Enforcer who has been watching
everything through binoculars. A fiery flash suddenly
cames from one of the rocket turrets overlooking the
harbour, and a missile surges towards you. You:try fo
take avoiding action, but the patrol boat isn't fast
enough and the missile strikes you amidships. [t blows
the launch in two and you are thrown into the air by
the force of the blast; lose 2 Life Pointsa You hit the
water, half stunned. Looking: around, you see that
Slash and R.AX. have managed to grab hold of some
wreckage. Stash looks really miserable;in the water.
Then Trident bobs up, beside them. They exchange a
few words, then Trident grabs RAAX. and disappears
with him_ under the water. After a-few minutes he’
comnes ;back, and takes charge of Slash. A:short, while.
later, Trident appears next to. you. ‘1 will take you fo
an underwater ;:cave,-?beneath: the wavess, he hisses.
You cling to his back and he dives. You arrow down
through the dirty waters of the. harbours A barnacle-
encrusted outlet pipe looms out of the murk below, -
jutting out ofithe harbour walland Trident swims up
into it. Looking up, you'can see light ahead, and after
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- a few seconds you break thiessurface of théwater. Tum
to 34. BE A B G B L2
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Chippingthe quartz ‘crystal to size, you fit it into the
loc.k. There is a hum; then:a click, and the safe door
swings open. Insidet you find a small device that
resembles a remiote control, and .a strange-lockin
helmet. The helmet is-covered in gadgetry, and--littli
pads on rthe dnside ‘connect to- various parts of the
?kMI. Tt is a neural helmet,” Midknight' annoances
‘used for entering Cyberspace with your mind. No
| doubt Kaisho used it to communicate with the Over-
t lord face to face, inside his computer iworld’ Make a
note of the neural helmiet on ydur Adventure! Sheet
Shadow takes the remote.control and opens the secret
doot, and you all: step - through into the. great hall
beyorid. Tum to 2g99. 7 . & 2 A

- g Eii:?ir_llf-”':a-i’lg;ib‘_"' PR R o T
THe Overlord colldpses at your feet and his*bady
s.udderﬂy explodes in a great shower of multi-coloured
!lghl:s.._:The scene dissolves and you find yourself back
in your nv.:vn_body. The Champions have been follow-
ing your fight on the screens of the' Cube, but now it is
just a lifeless hunk of titanium. When they see that
you are.back, they all cheer and applaud! h :
The Overlord is dead!  :~ G _:Y'i“f -E'rdi'sm-
_ L : i irE Pg e, EBF

When you leave the Citadel you' firith the ic bo:rg :
“you’ find the «cy :

servants of the Overlord are all standing about like
: r_nmdless au_l'omata, no longer driven by his cybemetic

291202

will As you. énd the “other Champions: spread: the
word, the humans begin to come’ out of their hovels
and hideaways, scarcely.able to believe: the truth. Soon.
the whole:city is celebrating! Tum to 300. - © - i
G moe: GagLet u, 1l
The four of: you stand in the debris .of battle, bodies
lying all around. Shadew doesn't. even acknowledge
the help you gave her; she is too proud to admit that
she was in. trouble.. Midknight is all right — it seems
that the shock batons of the Enforcers had a diminished
effect on his vampiric metabolism; ‘and Xavier boasts
that not a single enemy got near enough to hurt him.

‘Lucky this time then, weren't you, Shadow- sneers.
Xavier smiles - sarcastically back at her.  Midknight
stares at the bodies enigmatically, his red eyes glowing
in the: artificial light of the underground-chamber. You
can't be sure, but. it looks to you as-if he-is licking his
lips. You take stock of the situation. You' may take
Piledriver's shield :if you wish {unless you smashed it,
of course). Other than:that, there is:nothing of use on
the bodies’ of the vanquished. If you: have Both a drll.
and a Rebél Rose,ii-um to 39. Otherwise, turn to 279. :
" et Lt pee 2 TS 0

-o. diFis w5, -:-'::'-[J: 393- 2 2 '_.:' et L ® =2

As you close] the. Captain jabs a: punch at you, but

you drop fo: the ground and.slide into him, driving a:.

kick up into-his midriff. He doubles up: and you hook

both your feet round one of his:legs: then heave,

bringing him crashing to the ground: You are about to

. finish him off: by chopping a heel dowri at:his head

T



2493

when you are istiuck by the Enforcer’s energy whip,
Agonizing, unbearable pain shrieks up and down every
nerve in your body, buming like fire.: Lose' 5 Life
Pomnts and subtract x from your Equilibrium Rating
permanently, since the energy whip has damaged vour
reflexes. You are virtually defenceless as the Captain
gets o his feet once more: i g

Fortunately for you, Shadow: Yamoto appears out of
nowhere, hammering the Captain from behind with z
kick to the head. Almost simultaneously she hurls a
throwing star at the Enforcer,: catching him in the
throat. He goes down with a guigling cry. Reallyl she
says. Have you been neglecting your. training? You
grimace in pain and humiliation as she’smiles smiigly
af you Tum to 45, - HE Bg 2

A -

i

You kick up ﬂbetwe:znl his outstretched arms, "c!atr::lr'-ting '

him in the midriff..:He doubles up in pain ‘and_ must
lose your Power Rating in Life Points. If he is now
down to 2 or fewer Life Points, turn at once o 230.
Otherwise, your opponent hisses at you. YouTe a
vicious fighter, aren't you? he mutters. Pressing your
advantage, you follow up with:a side kick to his head.
‘Whoah!" he cries, as he throws himself into:a back-
wards roll to avoid your kick. You stride after him as
he flips on to his feet. ‘Come on, then’ he says,
beckoning to iyou with his fingers. Will you now try
to hammer his head with your fists {turn tc1166), try
to get him in a choke-hold (turn to- 245) toritry ita
distract him by stamping on his foot (furn to 4100 ¢

- .. 204305

s e TR m:_--i_;i__f -;E:;f:"-‘:-"f'? SR g
Kaisho is looking somewhat: battered: tShE:iPmihl":rk: .
hands up behind her head and for a moment you : i T
she is surrendering, but then she whips \_out;har;ri ong,
steel pins from her hair and-leaps ;Forward,: t;;\g
both the dagger-like needles at your shoulde;s.__ﬂellf ;
hair flows out behind her in 2 wave as Sh'f" attacks. Roll .-
one dice-for Kaisho. If the number rolled is less tha'rtic.ur-
equal, to your: Defence’ Rating, tum to 54, lf‘ -.1% is.
greatér I:han yoiir Defence,:turn to-us;;é_! sl |

fade; banks:the fet “copter round the mot n
Eoiﬁzg:?he northernpart of. thegity, where ’che;.urpo_rttls -
located. As jrou;close;.ym_lookfdowm::)verg:the walls into .
a.city of seemingly: chaotic.construction. A}molssj :hf.reryl_ .
bit of ground-is covered by grey fnonolithac ‘buildings. 2
People shuffle along the roads, their heads dowE__-lfh-ymg o
to keep. out; of trouble. Patrols of black-clad Enforcer
cyborgs: areplentiful and cameras mon{tor;f:ﬂjggtwlitg.
everywhere ceaselessly. Suddenly a wanu_ng:hghl: a:l 1:3
onthe”copter control console. "We are being targeted by
:"seﬂ'eral missile systems,’ I,.-"Blade aANNOUNCeS. (1. |

5
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A voice comes over the radio. ‘Cargo 'copter X153H]J.
this is Megapolis Control; identify yourself or be shot
down.” Blade replies that hie is carrying a consignment
of machinery for the Overlord’s automated factories,
‘Roger that, X153H], replies the voice. ‘But what is
pass code of the day?". % %,

You cross your fingers as Blade replies, Pass' code is
Blackhawk 251 :

There is a pregnant pause: Then: ’Son‘y, X1s53H], that
pass code is now out of date. You have fifteen seconds
to give correct code or you will be terminated.”

. You will have to think fast. What.are you gding to tell
Blade to say? _ :

‘Look, Control, Cargo Admin thust have made a s
take - F'm just a delivery flyboy. Let me land and m
sure we can sort it out on the ground’ {turn to 337

‘Look, someone at Admin has made a mistake. Just let
me land and 'l make sure :twenty credits find their
way into your pockets’ (tum to 21317 - %, B
‘Do what yout'like, Control, biit thié delivery is ‘under
direct orders from the Overlord himself. If he doesn't
get it quick, he's going to be very ratty indeed, and
it'll be the uranium mines for you' (turn to 198)7 |
: 1 = x 3
i 5'1,96'; b e B, T E L
The hall is littered with several dead. Dragon Ninjas.
Ferranti -has survived, but one of his bodyguards is
i dead and the other needs medical attention. Ferranti-
has a medkit among his possessions, and he uses it on
you, Jetta and the bodyguard (regain 3 Life Points).

206

That litle rat, Etla, growls the bodyguard, whose
name is Delako. Td like to get my hands on him{’

We all would,’ Ferranti replies. ‘But we may still get
the chance, if these Champions can fulfil their mission.” .
He explains that the ninjas will have taken Larcen and
Blade to their base, from where the Grandmaster runs
his secret ninja police for the Overlord. Like all ninja
hideouts, its location is supposed to be a secret. Ferranti
smiles proudly, and adds, But of course | have found
out where it is! The ninjas won't be expecting you to
come after your friends because, as, far as'theyTe
concerned, nobody knows where they've taken them.
You can sneak in there and rescue your comrades.”

We must do all we can to rescue Larcen,” Jetta murmurs
urgently to you. ‘And Blade, of course,’ she adds as an
afterthought. - 5 . o

You'll have fo move fast,” says Ferranti, ‘otherwise the
Grandmaster will :kill them after torturing as much
information out of them :as he can’:Jetta blanches
when she hears this and is even more desperate to
rescue them. Tumto 87. -~ . . -
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Midknight and Xavier are attacked by :Enforcers.-Qut
of the comer of your eye you see;that Piledriver has
gone straight for Shadow and that she is giving
ground as she Iries to dodge the hammering stee] of

“his arm. An Enforcer steps forward, cutting at your
head with a baton. You,block his attack, careful not to
touch the baton itself. Another Enforcer closes in to
. attack. You drop into 2 wide-legged stance, ready to

defend yourself. Elsewhere, Midknight has managed to-

grab one of the Enforcers r‘!ound;_the legs and ram him,
- head first, into the ceiling! However, a couple more are
moving in behind him. Xavier has already taken one
Enforcer out and is dealing comfortably with three
assailants, using the long reach of his cane to keep
them at bay. Unfortunately, you can see that Shadow
is not doing so well. Piledriver has used his shield to
batter her to the ground, where she lies, stunned. He is
now striding over, intent on. finishing her off with his
jack-hammer am. Will you try to get across to:help
her as quickly as possible {tum! to. 88), or ‘do you
decide to deal with the two Enforcers first (tum #o
76N B B 2w oy TS N R

If you have a splash of green on your foof tumn at
- once to 36. Reduce the time number of.your CyberCage

by 1. If it is down: to zero, bumn immediately to g9._ - -

If it is not, 'the_Overloird steps forward and.Jaunchies a
; straight kick at your face, but you sidestep and tumn
sideways away from his strike. The Overlord’s leg.

whistles past your back as you drive the side of yourf_

i ; i

298

foot at"his stomach;rthen whip it up’to his head. He

blocks your first strike with a forearm, but your 's.econd
takes him by surprise and slams into his EaFe. His head
swings back as he staggers. momentarily ‘stunned.
Where! your blow. landed, arainbow of coloure'd sparks
bursts out, and a splash of greenish light stains your
foot (note on your Adventure Sheet that you have a
splash of green on your foot). The Overlord -loses 4
Life Points. If he:is down:to:zero: Life Points, tun
straight away. to agow Otherwise,:how: will you:follow

thisup? = s w7 p 0 o oEiE T
With a'étraight thrust kick at his. .’ 2t
midrift. E : s g . _Tl.ll'!'ll'014
With a spinning back kick? . - Tumto 257

With a roundhouse kick to the head? | Turn to 209
Will you drive another side kick at his

stomach, then'one at his head? e Tum to 36
Withapunch? . - . 1 .6 Tum to 25
Withathrow? . : = -7 2 [y iRy Tum to 2

1
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© 209—300

You have: arrived ‘at the Core and find yourselves:

standing in a large, round, vaulted halt that rises up.io -

a Spire. Tall windows are set into the:wall of the spire, .
flooding the room; with light. At the base of the;wall
are several ;massive ventilator grilles, behind which
huge propellers revolve slowly, wafting gusts of cool
air round the hall The only -othersentrance is by a set;
of plain double doors. In the middle of the: hall sits a
gigantic cube of titanium steel, glittering ;in the' light.
It is almost featureless except for a computer terminal
set.into one face, complete with wires and sockets for
coninéction into the:cube. Apart from the moaning
thrum of the cooling ducts, everything is quiet. If your |
team:are Mitlknight, Shadow and Xavier, tum to 35. If
your team are Blade; Jetta and Larcen,: tum to 260.
If. your team are Slash, Trident and R.A.X. turn-to 174-
i : B ji; gl ‘f;oo‘ “ _I := .- =

Eventually, you make your way back fo Fortress Eter-
nity for -some well-earned .rest and relaxation. The ::
Etemal Champion. is overjoyed at your’ success. At a
great assembly in the main hall, he‘awards each Cham-
pion’ with ‘a special 'medal, and:the new :mayor of
Megapolis ‘presents the keys of the city 'lo them as .
well. The mayor tells you that the-people will erect a; '
statue- of you-in the ciy centre; it wilk read. The
Supreme Champion, Savioir of Megapolis and -ar-
ranged in a circle round ' you will be statues of the
other riine Champions. Don’t worry.— yaur statue will '

-be the largesi!’ the' mayor whispers ‘conspiratorially in
‘yourear. BF Tapfians 8 B oes § oous
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Later, at a private ‘'interview, the Eternal Champion
declares, T am most pleased with you, my Supreme
Champion. One day, soon, [ shall retire, and it is you
whom I wish to take my place. But all is not yel peace
and harmony. Humankind still faces many trials and
tribulations, before the legacy of the Overlord's tyr-
anny will finally be laid to rest. Who knows what
dangers still lie in our path .. 7 -
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" FIGHTING'STYLES |

. ., Muay Thai Kickboxing' ~*
This is the most popular spectator sport:in Thailand.
Muay Thai is a mixture of powerful kicks and devastat-
ing body blows. The fighter user fists, feet, knees and
elbows to inflict damage upon the opporient. Kicks are
used to deliver blows lo the opponent’s legs, knees
and thighs. . - . = - - - ., .

4 g Tl

i - . Savate - . oo
;fSavaté is a style of foot- and. ﬁsﬁiﬁghtmgf-:fhéf _origi-
. -nated.in France. Offensive techiniques emphasize front,
side and round kicks to the knee, shin and instep. The
hands are kept open-and low to defend against groin
kicks. Palm-heel strikes are used to.attack the nose and:

eyes. Later, both mid-level and highlevel kicks. were:

=iEdine i

added tothe style.: - . . ¢ 2. .

A ‘generic term for many' varieties of Chinese martial
_arts. There are two main: divisions: southern style, .
emphasizing : strength and power;: and the northem:
style, using softer, apen movements and often utilizing *
the lower bady. Many techniques and. styles exist :

! i :
= t

within these broad divisions; such as.Larcen’s Praying
Mantis Kung Fu which relies. on fierce grasping.move-
ments, clawing attacks, kicks and, punches. Other styles
include monkey, crane, tiger and others too numerous .
to detaill here. . .. . =

TRl TSR T S A

: . .1 s Karate;, . 3
Karate, meaning ‘empty hand’ or "China hand’, origi-
nated on the Japanese island of Okinawa, and was
influenced by Chinese martial arfs. In karate all parts of-
the body are used as weapons. Striking points include
the fist, bottom of the fist, edges of the hand, palm,
wrist, the fingertips, elbow, forearm, instep, heel, -ball
of foot, edge of foot and knee.. - . ... -

Mearis ’Way of Harmony’". A meéthod of unarmed self-
defence developed in 1942 by Morihei Uyeshiba. Uses: -
circular movements to neutralize aggressive action by .
gaining control of the-attacker’s cwn momenturn. Uses

throws.and Jocks in response to aggression. - = . -

.

_:-::I'};é';zslf'f_;df:?-éﬁpplelﬁés;ﬁ'iand pli cy’jurul‘su 'techniqiﬁes T

‘include striking; kicking. kneeing, throwing, -cheking, -

‘and especially joint. locking.. Originated in Japan. gnd

may be as old as thél-lt_hir’cﬁenth century '- :_::';- S

2.



.~ Ninjutsu. ; _
The “art of stealing in’ or the ‘art of invisibility’, the
techniques of the ninja (assassins and spies of feudal
Japan). It incorporated many martial skills including
swords, spears, sticks, staves and unarmed combat
Speciality weapons (daggers, darts, poison and throw-
ing stars) were also used. Other skills such as camou-
flage, stealth and climbing were also taught. -
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