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Introduction 

 

A war between the Travelers of Ice and the Warriors of 

Flame rages. You fight for the Travelers of Ice, trying to 

take down the Warriors of Flame. While adventuring 

you must make some vital decisions as king. A wrong 

decision could cause the downfall of the Island of Light. 

 

For each round in a fight, you will deal damage equal to 

your weapon’s damage rating.   

You take damage equal to the opponent’s damage, 

however you will sometimes be protected by your 

armour and/or your weapon. For example, if your 

weapon’s protection level is 3 and armour’s protection 

level is 2 and you are being attacked with damage 5 or 

under, your will be protected completely. If you have 

total protection 4, you will take 5 damage, i.e. you will 

take the full damage of the opponent’s weapon.  

You can only use one armour and one weapon during 

any battle, and you cannot change during the battle.  

If you are asked whether you know a trick or not, then 

your answer could be based on another book in this 

series, or your general knowledge. 

You start with 25 health. 



1 
You stride proudly across the palace’s main hall, 

pushing open the grand doors to the balcony. In the 

distance you see an enormous battle. It must be the 

Travelers of Ice fighting against the Warriors of Flame.  

You also see someone being let into your palace by your 

guards. It is Fin, an ally who helped you escape in a 

previous adventure. 

You bellow to one of your guards “You must fetch me 

my two greatest weapons.” The guard hurried off into 

the armoury to fetch your weapons. She returns a few 

minutes later carrying a large battle axe with Damage: 7 

and a flaming sword with Damage: 4 and Protection: 2. 

Choose a weapon, then turn to 36. 

2 
You walk until you can’t see the marsh anymore. You 

notice a piece of paper on the swamp floor. There 

would have been a four-digit code on it, but the first 

two letters have been consumed by the swamp and 

then faded. The last two letters say: 4 9. You decide it is 

best to leave the swamp now. Turn to 7. 

3 
After walking for a long day, you come to the palace of 

Darkness! Here you will need to find the token buried 

somewhere. First of all, you need an entrance code 



number to open the front door. Add up the four digits 

and turn to that paragraph. All fives count as four, and 

all threes count as four. If you are not sure, turn to 23. 

4 
You hear the battle and you head north. The noise gets 

dimmer until you can no longer hear it. You decide to 

turn back. On your way back you hear something. You 

draw your weapon. You hear a twig snap. You look back 

and trip over. As you fall, the blade of your weapon 

glides through your chest. Your adventure miserably 

ends with your own sword impaled in your heart. 

5 
You nod and immediately start the journey to the 

nearest kingdom, the Dark Northern kingdom. Luckily 

this is only a few hours walk away and you arrive 

without incident and set out to find the token. 

The other tokens start glowing when you are near the 

graveyard and the swamp. It is obvious that the token is 

hidden in one of those two places.  

If you would like to search in the graveyard, turn to 41. 

If you would rather search in the swamp, turn to 16. 

6 
The guard believes you and he lets you in. Turn to 40. 



7 
Have you been to the graveyard? If you haven’t, you 

will go there now. Turn to 41. If you have, you will now 

go to the palace of Darkness, where you will need to 

search for the third token. Turn to 3. 

8 
You wonder outside into the dark and you hear 

footsteps. You turn around and are surprised to see a 

blade is softly slipping through your skull. Blood leaks 

out of your cheek, splattering a hooded figure. Your 

adventure ends here. 

9 
 If you would like to charge straight in to help the 

Travelers of Ice, turn to 48. If you would like to sneak 

around the main battle for a surprise attack, turn to 24.  

10 
Roll a six-sided die. Lose that many health and gain two 

health. You luckily manage to escape the swamp. Now, 

if you would like to veer right of the swamp, turn to 18. 

If you would rather step to the left of the swamp, turn 

to 2. 



11 
As you fight the Wizard of Darkness again, you lose 4 

health. You climb out of the hole. Turn to 46. 

12 
In the other chest you find a small letter saying the 

code: _ _4 9.now both the chests are open; you decide 

to leave the swamp. Turn to 7. 

13 
As you are assessing the battle, Fin comes up to you. 

“This battle should not be your fight. As I said last time 

we met, you must go to all of the four kingdoms and 

collect a token from each of them.”  

He then hands you two tokens, one engraved with the 

words: peace-western kingdom, and the other one 

reading: peace-southern kingdom. “Now go and collect 

the other two” he says. 

You head off in search for the other two tokens.  

Turn to 5. 

14 
Lose a weapon of your choice. You manage to knock the 

guard out and finish getting through the door. Now you 

may enter the western kingdom. Turn to 40. 



15 
You have cracked the code! Behind the door there is 

another door. You push it open and it collapses. 

Walking into the throne room, you see a small candle 

stick which is lit. Do you know this trick? If you do, then 

turn to 33. If you don’t, turn to 31. 

16 
In the swamp you come across a decrepit statue. 

Suddenly a creature springs out at you from behind the 

statue. You instantly recognize it as a slime ball. Health 

4 damage 3. If you win, turn to 38. 

17 
You lose your weapon in the marsh! On the other side 

of the marsh there is a small, dagger which you pick up. 

Damage 4, Armour 1. Now, there is a fork. You decide 

to go left. Turn to 2. 

18 
Along this path there are two chests. Do you want to 

open the right one (turn to 47) or the left one (turn to 

26)? If you would rather just leave this place and turn 

left at the folk, turn to 2. 



19 
A nearby guard sees you and starts shooting a volley of 

arrows at you. You can either chuck a weapon at him, 

or you can run away. If you would like to chuck a 

weapon at him, turn to 14. If you would rather run 

away, turn to 30. 

20 
How will you try placing the tokens on the ancient 

stone? Will you: 

Put the western kingdom’s in first, then the southern, 

then the northern, then the eastern? (turn to 37) 

North, then south, then east, then west? (turn to 39) 

All in at the same time? (turn to 25) 

21 
You use your flaming sword and his head permanently 

sets on fire. You climb out of the hole. Now turn to 46. 

22 
A nearby guard asks who you are. If you would like to 

say that you are the king of the Western kingdom, turn 

to 49. If you would rather say that you are a trader 

looking for shelter, turn to 6.  



23 
You don’t know what to do. After sitting by the 

abandoned palace for a day, you lose hope and return 

to your kingdom to help with the war. You see Fin 

getting tied up and run to help him. You don’t seem to 

notice a warrior of flame stab you whilst you are 

running. You fall to the floor before you create a man-

made lake of royal blood. Your adventure ends with no 

blood. 

24 
You try to sneak around the back of the battlefield 

when you run into bunch of enemy scouts with 

Damage: 5, Health: 9 and Protection: 3.  If you beat the 

group of scouts, turn to 34. 

25 
All of the tokens at the same time over-powers the 

peace.  Roll a six-sided die and lose that much life. Now 

turn to 20. 

26 
In the chest you find a mace with damage 6, protection 

3. If you would like to open the other chest and you 

haven’t already done so, turn to 12. If you would rather 

just leave the gloomy swamps, turn to 7. 



27 
Just afterwards, there is a big storm. You are glad that 

you didn’t chose to sail immediately, because you 

would have been caught in the storm. When the storm 

dies down, you sail back successfully. Turn to 50. 

28 
You walk up to Fin and you say that you are here to 

discuss plans.  

“This battle should not be your fight. Like I said, you 

must go to all of the four kingdoms and collect a token 

from each of them.” 

 He then hands you two tokens, one engraved with the 

words: peace- western kingdom, and the other says: 

peace- southern kingdom. “Now go and collect the 

other two” he says.   

Turn to 5. 

29 
There is nothing in palace village, so you search in the 

palace. Exhausted, you lose 2 health. Turn to 44. 



30 
Roll a six-sided die and lose that much health. You 

manage to break down the door and get through 

before they fire a second volley. Turn to 40. 

31 
The rest of the palace seems normal, apart from the 

crumbling doors and the ancient walls. Suddenly a 

hooded figure slams the door close! You run up to the 

door and open it, but the last you see is a swift blade 

gliding through your skull. Your adventure ends here. 

32 
A strike of lightning hits your boat and you are 

electrified. The citizens of the western kingdom shall 

always remember how close you where to forming an 

alliance with the other kingdoms. Your adventure ends 

here. 



33 
The cracked wall and the candlestick trick! You 

remember this trick from when you were going to meet 

the southern king. You ‘accidentally’ knock over the 

candle stick. On your left, one of the rotting walls falls 

over causing a cloud of dust. 

 Inside the secret room, there is a token engraved with 

the words “northern kingdom”. You have found the 

northern kingdom’s token of peace!  

Now, you aim to make peace with the eastern kingdom 

and get them to give their token to you. A few 

uneventful hours later, you arrive at the eastern 

kingdom but the only door in the kingdom walls is shut. 

You will need to either knock it down or ask to be let in. 

If you have a mace and you would like to try and knock 

the door down, turn to 19. If you would rather ask to be 

let in, turn to 22.  

 



34 
You hit the killing blow to the last one with your sword 

into the thy. The man stumbles and falls to the ground. 

As you walk over to re-join the battle, the skeleton of 

two of the scouts rise up from the muddy ground. Soon, 

they all get up and advance at you. The scouts must 

have been enchanted by a necromancer! Fight them 

again but this time they have 5 health and damage 2.  If 

you finally beat the undead scouts, turn to 13. 

35 
The storm doubles in power. Roll two six-sided dice. If 

the added total is six, turn to 32. If you roll any other 

number, lose that much health. If you live, turn to 50. 

36 
You dismiss the guard and walk into the armoury and 

put on some armour with Protection: 4. You then leave 

the palace.  

If you would like to go to war now, turn to 9. If you 

want to consult the Travelers of Ice leader, turn to 42. If 

you would rather talk to Fin first, turn to 28. 

37 
That isn’t the correct answer. Roll a six-sided die and 

lose that much life. Now turn to 20. 



38 
As you walk forward, you feel like the marsh is getting 

deeper! If you want to struggle and try to get out of the 

swamp, turn to 10. If you would rather plow onwards, 

turn to 17. 

39 
That’s the correct answer! All of the tokens fit together 

and merge into the stone. Suddenly, light explodes 

everywhere! You try to cover your eyes, but you can’t, 

and the power knocks you off your feet.  

Now will you return to the western kingdom (turn to 

43), try and claim the island as part as the western 

kingdom (turn to 45) or wait on the island (turn to 27). 

40 
You head straight for the palace. Soon, you arrive at the 

impressive building for the second time. The queen 

remembers you as the king of the western kingdom, 

and you try to get her to agree to share her token with 

you. Fortunately, she agrees, and you collect your final 

token. Now, you must walk home, and speak to Fin. An 

hour later, you are welcomed to the western kingdom 

by many, none of which are Fin. You find Fin tied up 

against the warriors of flame headquarters. “We won 

the fight” says Fin. Before you can cut him free, a hole 

emerges beneath his feet and he falls to his death. You 

must go and combine the four tokens yourself. You look 



on the map to see where to go, but the map does not 

show. If you would like to search the whole palace for a 

different map, turn to 44. If you would rather search in 

palace village, turn to 29.  

41 
You come across many graves. You eventually find the 

grave of a King. Next to it there if a code: 11_ _. You 

walk onwards and suddenly the ground cracks below 

you! You find the Wizard of Darkness trying to reform! 

You swiftly kill him by chopping his head off. As you try 

to climb back into the graveyard, his head slowly 

reforms! Do you know this trick? How will you stop him 

from reforming again? If you have the correct weapon 

and you would like to use it, turn to 21. If you don’t, 

turn to 11. 

42 
That isn’t the correct answer. Roll a six-sided die and 

lose that much life. Now turn to 44. You walk over to 

the camp of the Travelers of Ice. “Your highness, we 



thank you greatly as you are our closest ally.” says one 

of the generals. 

“The Western Kingdom is ready to join you in combat to 

take down the Warriors of Flame.” You reply. One of 

the generals escorted you to the meeting room. You 

start a meeting on battle tactics, but the Warriors of 

Flame seem to be attacking the building. 

 If you would like to step out straight into the battle and 

charge, turn to 48. If you would rather try to sneak 

around to attack elsewhere, turn to 24.  

43 
When you start sailing, a storm hits, and you are badly 

injured. Roll a six-sided die. If is a one, turn to 32. If it is 

a six, turn to 35. If it is any other number, lose that 

much health and turn to 50. 

44 
In the palace, you find a small scroll. You unravel it to 

find a secret map! This map shows the whole island and 

all of the seas around it! As you look closer at the map, 

you see the perfect place to merge the tokens together, 

the island of the elements. Using your favourite ship, 

you sail over the strong seas. Gain 3 health.  

As you come to the small, remote island, you notice a 

carved stone with all of the elements shown on the 

sides. At the top, you see the four kingdom’s flags. 



Turn to 20. 

45 
You stand proudly on the island. Suddenly another boat 

lands on the it! Stepping out from it is a hooded figure. 

You shout at them to get off the island, but they run 

away into a nearby cave. You run into the cave to try 

and find them. When you look around the cave, you see 

your last sight, and empty cave. You are stabbed in the 

back and blood spurts everywhere. Your adventure 

ends here. 

46 
Have you already been to the swamp? If you have, turn 

to 3. If you haven’t, turn to 16. 

47 
In this chest there is a small, piece of paper saying code: 

_ _ 4 9. Below it, it says to open the other chest for a 

small point! If you would like to open the other chest, 

turn to 26. 

48 
You chare into battle and manage to take down 4 

Warriors of Flame before a spearman manages to 

impale you with his spear. Your adventure ends here. 



49 
The guard aims an arrow in your direction, but misses. 

They don’t seem to want to have a king in their 

kingdom! If you would like to run towards the door, 

turn to 30. If you would rather throw a weapon at the 

guard, turn to 14. 

 

  



50 
CONGRATULATIONS! 

YOU DEFEATED THE WARRIORS 

OF FLAME AND MADE PEACE 

WITH THE THREE OTHER 

KINGDOMS! 

 

 

That’s it! 

That’s the whole island of light 

series! I hope you enjoyed it! 



Have you read the 

other five books? 
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