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In the morning hours of the following day, you notice another ship on the
horizon, heading straight for you. As it approaches, you realize with
horror that they are pirates! Soon they have reached you, and on the deck
of your little ship begins a battle for life and death ...
PraTE attacks!
Attack Points: 2
¢ Vitality Points: 6

As you approach the black rock, you notice that it is much larger than
you initially suspected. Carefully, you climb ashore and start exploring
the barren island, and you are attacked by a scaly creature that has been
waiting for you behind a rock!

If you defeat the Kappa, you examine the shelter of the strange creature,
in which it has hidden all kinds of loot. You stumble upon a magical
amulet that will give you an additional Attack Point and you return to the
ship (turn to 2)

Although the route through the old town center is much longer than the
main road, it offers the advantage that the Barbarians have not yet
entered this part of the city, so you believe you'll be quite safe here. On
your way, you don't meet any other quail - the narrow alleys seem to be
deserted. Soon you come to a fork in the road where an old warehouse is
located. Do you want to enter the warehouse (turn to 10) or quickly
continue your way to the port? If you decide to do the latter, you can
either take the left (turn to 11) or the right way (turn to 8).

Welcome!

This is a short sample adventure that gives you an impression of what
awaits you in the book THE WAY OF THE QUAIL. Just start at section
1 and then follow the instructions, depending on which route you choose.
Once you have made a decision, you cannot withdraw it. If you are
involved in a fight, you have to throw the dice for your opponent, as well
as for yourself, and add your Attack Points to the pips on the dice. The
player with the smaller result loses the score and loses as many Vitality
Points as the difference between the two results. There are so many
attack rounds to be fought until either your opponent or you have no
more Vitality Points. If your Vitality Points drop to 0, you have to restart
the game. You begin the game with 10 Vitality Points and 1 Attack Point.
Record theses and any equipment won in the table below. Now all you
need is a 6-sided die. If you don't have one, use the random numbers on
the back of this booklet. Your adventure starts at section 1.

In the early morning you are torn from sleep by the sound of excited
screams. They seem to come from the street, you immediately jump up
and run to the window to look down at the alley. "Quick! Get yourself
away!" a panicking neighbor calls up to you as he sees your face at the
window. "The Barbarians are in town!" His words make you wince with
fright. All the inhabitants of the small harbor town of Yantai were aware
that the Barbarians had recently invaded China and would soon reach
their homeland. You already had a plan to travel to Japan on your ship -
but you didn't expect such a sudden invasion. Quickly you run down the
stairs to the street. Do you want to try to reach the port via the main road
(turn to 7) or rather go through the crooked alleys of the old town center
(turn to 4)?

5.
Snorting with rage, the Barbarian comes running up to you, with another
terrible war cry. You draw your dagger and face your opponent ..
'.p BARBARIAN WARRIOR attacks!
s Attack Points: 2
& Vitality Points: 4
If you defeat your opponent, you can take his axe, which increases your
Attack Points by 1. In addition, the Barbarian carries a talisman around
his neck. Then you continue your way towards the harbour and luckily
soon arrive there without another incident (turn to 11).

You haven't come far, when a strong storm is coming up and huge waves
are rising on either side of your boat. It almost seems as if the sea-gods
want to put an abrupt end to your journey! Fear seizes the entire crew and
the sailors begin to send swift prayers to heaven. Throw a die:

1-2: Your ship sinks and you drown in the floods!

3-5: You suffer a few injuries, but your crew will get away with their
lives. You lose 3 Vitality Points.

6+: The storm calms down.

If you possess a talisman, it proves to be helpful in this situation and you
can add 3 points to the die roll.

If your ship survives the storm, you can continue your journey at 9.

The main road leads directly to the gate through which the Barbarians
have invaded Yantai. The path you have taken is anything but safe. When
you have followed the course of the main road for a while, you suddenly
hear approaching footsteps and a blood-curdling war cry. Immediately,
you stand rooted to the spot. Do you want to put yourself at risk (turn to
5), or do you think it's more advisable to hide in one of the house
entrances (turn to 12)?






