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WARNING!!!!

Do not read this book straight through from be-
ginning to end! These pages contain many differ-
ent adventures you can have in the land of the
Pyramids. From time to time as you read aong,
you will be asked to make a choice. Your choice
may lead to success or disaster.

The adventures you take are a result of your
choices. You are responsible because you choose.
After you make each choice, fallow the instruc-
tions to see what happens to you next

Think carefully before you make a move. Any
choice might be your last... or it may lead you to
the secret of the Pyramids.

Good luck!






You are relaxing one afternoon after school
when you get a phone cdl from your uncle
Bruce, a brilliant scientist and world traveler.

"I'm just in from Egypt," he says. "'l haveto get
some new equipment to continue my investiga-
tions of the Pyramids. How would you like to go
back with me for a few weeks?'

You have aways envied Bruce—dashing df to
exatic places in the Middle East and the Orient,
sometimes vanishing for months at a time. It
doesn't take you long to make up your mind to

go.

Go on to page 2.
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The next few days are a blur of preparations.
Before you know it, you and Bruce are on a TWA
jet heading for Rome on the firg leg of the trip to
Cairo.

On the plane, your uncle explains his plan to
place specia instruments in a chamber under the
center of the largest pyramid at Giza. He hopesto
test the pyramid's effect on the paths of cosmic
rays—rays made up of high-speed particles from
space that usualy penetrate deep into the
ground.

"If my theory is correct," he says, "these rays
could be concentrated by the pyramid to produce
an unlimited amount of energy."

While Bruce is talking, you naotice that a man
nearby is straining to hear him. No doubt he'sjust
curious. He is strange-looking, though!

In Rome you change to an Egyptair jet You are
startled to notice the same man from the other jet
aboard your Cairo-bound plane.

"l will have lots of red tape to take care of at the
arport when we land," says Bruce. "Why don't
you just breeze through customs and take a cab
to the Star and Crescent Hotel, where we're stay-
ing? My assistant, Andrea, will be waiting there
for you. She can get you settled in our room
while my equipment is unloaded from the plane.”

As soon as you land, Bruce is df to the bag-
gage area, leaving you aone in aforeign land. As
if that isn't enough, the stranger from the plane
appears and hands you a smdl, folded piece of
paper, then dashes toward the taxi stand outside
the terminal.
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Quickly you unfold the note. Scrawled in red
ink are the words "Beware the Sphinx."

You have heard about the statue of the Sphinx
next to the Pyramids. But why should you be-
ware of it? The thought occurs to you that
"sphinx" could be a code word and not refer to
the actua Sphinx a dl. Maybe the note is a
meaningless hoax. On the other hand, it could
spell danger for you and Bruce.

You remember the time you fdt an urge to get
df abusin your hometown—just before it was hit
by a truck. Now you have a hunch that you
should follow this man.

If you try to follow him, turn to page 13.

If you decide that it is wiser to go to your hotel,
go on to page 4.
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There's no telling what kind of trouble you
might get into if you just run dof after this guy
without redly knowing where you are going.

You toss your bag into the back of a cab.

"Star and Crescent Hotel," you tel the driver.

When you arrive, Andrea is waiting for you in
the lobby. She helps you check in.

The bellboy inssts on carrying your bag, even
though you are traveling light. As you leave the
elevator and head for your room, you could
swear that the door, which was dightly gar,
closed as you approached. Maybe it was the
wind, but the air seems very 4ill. And after that
warning note at the airport, you don't want to
take any chances.

"Wait," you sy. "l don't want this room. |
don't like the location."

The bellboy looks confused, and Andrea
seems shocked. You haven't had a chance to tell
her about the note.

"Il explain later," you tdl Andrea. "Right now
I'm going to go back down to the lobby and ask
for a different room."

But a the check-in desk, the clerk will not listen
to you. What will you do?

If you threaten to go to another hotel unless
the clerk changes your room, turn to page 32.

If you decide you're imagining things and let
theclerktalk you intotaking your original
room, turn to page 36.
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"They must have hit us with a grenade,"
Mohammed says. "It's a good thing this limo is
armor-plated."

Mohammed has been on the two-way police
radio from the moment you jumped into the car.
Now information comes back that the police are
surrounding the area.

"They won't catch anyone," says Mohammed.
"These terrorists are professionas. They will dis-
appear back into the old quarter of the city in a
matter of minutes."

Two policejeepsarriveadmost immediaey. Po-
licemen begin to fan out around the area, You
and Mohammed transfer to one of the jeeps, and
it speeds df to Ingpector Ahmed's vill, its Sren
walling.

Turn to page 31.
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Bruce findly agrees to let you stay awhile
longer. "But well have to be very careful," he
warns.

Neither of you is in the mood to go back to
deep. You leave a note under Andrea's door and
go down to the lobby. Even though it is only the
earliest dawn, the back streets of Cairo are bus-
tling with activity. At one of the broader intersec-
tions, you find a cab and direct the driver to teke
you to Giza

When you arrive, an Egyptian friend of your
uncle is dready there: Mr. Hassan, the Egyptian
Director of Antiquities. It was Hassan who firg
persuaded your uncle to come to Egypt many
years ago.

The three of you look down into the deep pit
that contains the entrance to the tunnel under the
pyramid. Nearby the Sphinx gts in its ageless
pose.

"We had adight problem finishing the tunnel,"
says Hassan. "The workmen claimed that the
Sphinx itsdf spoke to them, saying 'Beware the
Sphinx."

Turn to page 62.
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The driver steps out

"ThisisMohammed," saystheingpector, intro-
ducing his bodyguard. "Enjoy your sight-seeing.”

Mohammed drives you out to the famous Pyr-
amids & Giza. A group of tourigts is gathering at
the foot of the largest one.

"Why don't we join this group?' suggests
Mohammed. "It is the safest way, and you will
find it informative."

You have never liked offidd tours of any sort—
you are too independent—but you see the logic
of Mohammed's suggestion. As the group starts
into the pyramid, you and Mohammed fdl in
behind. You enter a low, narrow passageway
which leads to a large gallery with a high ceiling.
The guide begins along, dull lecture.

"Do we have to fdlow this tour?' you ask
Mohammed.

"If I may presume to suggest an dternative,”
says Mohammed, "I mysdf was once employed
as a guide in this very pyramid. If you would like
me to show you some of the lesser passageways, |
would be glad to guide you."

If you accept Mohammed'sinvitation,
turn to page 34.

If the narrow passageways are making you feel
closed in, turn to page 74.
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Just as you get to the wall, a panel opens and
reveds alighted niche. Indde is a very elaborate
and jeweled costume—a ceremonia costume of
ancient Egypt. The humming grows even louder
now. You fed compelled to exchange your
clothes for the long robe, the headdress, and the
sandals in front of you. You put them on. You
want to stop yoursdf, but you can't.

Turn to page 63.
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Bruce seemingly agreesto cooperate, and Ptah
is delighted. Bruceis sent under guard to work in
the laboratory located in a vast complex under
the pyramid.

A few days later, Bruce manages to tak to you
without the guards overhearing.

"The Russan scientists were also kidnapped,"
whispers Bruce. "Fortunately | can speak a little
Russan. We're trying to come up with aweay to
escape.”

Three weeks later, the ray gun is ready for its
firg forma test. You, Bruce, and the Russans—
as wdl as Ptah and his top henchmen—mount a
large ceremonia stand in front of the pyramid. As
Ptah watches the barrel of the ray gun emerge
from the top of the pyramid, Bruce dips some-
thing into your hand.

"Put these plugs in your ears when | give you
the signa," Bruce whispers.

Technicians inside the pyramid throw the
switches to activate the ray gun. A low whirring
sound fills the air. It rises in pitch as it gets
louder—Ilouder and louder, and higher and
higher. Soon it begins to hurt your ears. Your
arms and legs become numb, and your vison
starts to blur.

Turn to page 75.
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"Ingpector . . . Ingpector Ahmed!" sputtersthe
cerk.

"What is the trouble here?" asks the ingpector.

"My uncle has been kidnapped from the

hotel," you say.
"Is your uncle Professor Hockney?' asks the
inspector.

"How did you know?"'

"| have been watching this hotd since he ar-
rived. | was afraid something like this might hap-
pen.”
" think | saw the kidnappersin atruck behind
the hotel," you report anxioudy.

You and the ingpector run to the back entrance
of the hotdl, but the truck is gone.

Turn to page 44.
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The strange man is aready in a cab when you
reach the stand in front of the terminal. You man-
age to jump into the next cab in line.

"Do you speak English?' you ask.

"l speak much English, meestehr."

"Good, then follow that cab," you tdl him.

Your cab weavesin and out of the heavy traffic,
with its horn blaring congtantly. Your driver just
barely misses one car after another. However, he
does manage to keep lessthan ablock behind the
other car.

The fast-moving traffic dows to a snail's pace
once you get into an older section of the city. The
cab you are following stops, and the strange man
gets out. You hand your driver a couple of Ameri-
can hills, hoping they cover your fare. Fortu-
nately, the driver seems more than pleased asyou
leave the cab.

You can barely see through the thick crowd,
but you do catch a glimpse of the man you are
following. He is entering what looks like a cafe.
You push your way over to the entrance.

Turn to page 37.
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You tel Ahmed that you would rather go back
to the hotd, try to find Andrea, and get her
opinion before you do anything.

You return to the hotel in a cab and check
Andreds room. No sgn of her. You leave the
hotel not quite knowing what to do.

At the corner a native woman, with a dark vell
covering her head and face, except for the eyes,
beckons from a doorway. You are surprised to
see that her eyes are pae gray. You are even
more surprised when you hear her voice. The
woman is Andrea in disguise!

"Follow me quickly," she says.

You have to run to keep up with her. She leads
you through a labyrinth of teeming aleyways.
Findly you reach a stone building with a heavy,
carved door.

Turn to page 106.
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There may be dangers involved, but you can't
let your uncle down. You tell the inspector you
will go with him on the rad.

"We will leave at dawn tomorrow," says
Ahmed. "It is not advisable for you to go back to
your hotel. My personal bodyguard will escort
you today, and tonight he will bring you to my
home, where you will spend the night. Perhaps
you would like to tour the Pyramids today."

"It might keep my mind off Bruce until tomor-
row," you say.

"Then let's step outside,” Ahmed says.

As you do, along, black Mercedes limousine
pulls up.

"This car is bulletproof, among other things,"
says Ahmed. "You will find it quite comfortable—
and safe”

Turn to page 8.
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You dide down the drainpipe to the bacony
below, and then begin to lower yoursdf to the
street. You try not to look down. Carefully you
reach around with your foot for whatever foot-
holds you can find sticking out from the building.
It is easier than you had expected.

Findly you make it down to the street. You can
dill see the truck. It's only ablock awvay, stuck in
treffic. You push your way through the crowded
street as fagt as you can to catch up to it

Out of breath, you reach the back of the truck.
You jump on and struggle with the doors. They
fly open suddenly, and you fdl back onto the
street, banging your knee. Hopping panfully on
ongk leg, you get up and pull yoursdf into the
truck.

Turn to page 53.



A screen dowly appears in one of the wals,
and what looks like a movie about ancient Egypt
begins. You see a pyramid being built. Workers
scurry about with ropes and long poles. But they
do not carry the huge blocks of stone. The stones
float through the air by themselves!



carry devices which project a
beam of light onto the blocks :
and cause them to rise in the ar. Other workers
toss ropes over the enormous floating blocks and
lead them along, while the workerswith the poles
push the blocks gently into place. Ameazing!

Turn to page 50.
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Another guard appears a the door of the
room.

"Ahmed won't be coming back," he says. "All
of usleft & the villaare members of the Assassins.
We have infiltrated Ahmed's organization.”

Two other members of the Assassins enter the
room, guns drawn. They lead you down to a
dungeon in the basement of the villa and chain
you to an iron ring set in the stone wall.

You redize that you're going to be a "guest" of
the Assassins for a very long time.

The End
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"That looks as if it might be a kind of mono-
rail," says Bruce. "See, that big plagtic bubble
travels on therail out through acircular tunnel on
the far side. I've suspected for a long rime that
something like this might exist It confirms a the-
ory of mine that ancient Egyptian culture was
given a big boost by a more advanced one."

The door of the bubble is open, and Bruce
jumps inside. His hand sweeps over the complex
control panel.

" think | see how thisthing works," saysBruce.
"Let'sgiveit atry. Of course, we don't know what
dangerslie ahead. Thistime," Bruce saysto you,
"you definitely should stay behind to go for
hep—just in case we don't get back.”

If you insist on going along, turn to page 97.
If you stay behind, turn to page 49.
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It is suddenly very quiet in the next room.

"Bruce, are you dl right?' you cdl through the
door. There is no answer. You throw open the
door. Bruce is gone!

Theroomisamess. Sheetstrail acrossthe floor
as if astruggle had taken place. In severd places
there are drops of blood. The screen covering the
window has been pushed in. There are more
spots of blood on the windowsll and on the small
ledge outside. You look down. There is a four-
story drop to the street.

You rush back into your room and throw on
some clothes. Then back to the window. Itisabit
lighter now. Dawn isjust bresking. On the street
you see two men, loading a large basket into the
back of an old panel truck. From this height—and
in the dill-dim light—you can't be sure, but some-
thing tels you that one of them is the stranger
who gave you the note. You dso have a strong
suspicion that your uncle is in the basket. How
did they get him down to the street?

The ledge outside the window extends only a
short distance on either side. There are no other
windows nearby. But there are severd smdll bal-
conies on the second and third floors. There is
also a drainpipe on one side of the ledge. Maybe
you could dide down the drainpipe to the nearest
balcony and then climb down to the street.

Youre in a panic. What should you do?

If you decide to risk climbing down the side of
the building, turn to page 17.

If you decide to get the police, turn to page 59.
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One by one you, Bruce, and Hassan dide
down the rope into the chamber below. It is a
large room. In the center are huge chunks of rock
and other debris that must have fdlen from the
celing. At one end of the room is a door leading
toanother chamber.

As you approach the door it opens automati-
cdly. This gartles dl of you for a moment. Care-
fully you peer ingde. You are hardly prepared for
what you see.

The room is illuminated with some kind of
strange light. The wals and ceiling are made of a
plagic materid with a honeycomb pattern, and
they seem to glow with an inner luminescence. In
the center, perched on a gligening metd rall, is
some kind of futurigtic device.

Turn to page 21.
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It is very late when you get back to the hotel.
You are weary from the plane trip and the experi-
ences of theday. You fdl asleep ingtantly. Bruceis
in the adjoining room.

At dawn, something startles you awake. You
hear sounds of a struggle in Bruce's room. Quick

as a cat, you spring out of bed and run to the
door.

Turn to page 23.
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The throne room is a large circular hal sur-
rounded by ornate columns, decorated in the
style of ancient Egypt.

"Ah, my friends. Sit over here by the fountain,"”
says a short man wearing a large turban over-
loaded with jewels and multicolored feathers.
"I'm so0 glad that you accepted my invitation to
vidt. | see that you two appear to have bumped
your heads together. Most unfortunate. I'll see to
it that my infirmary looks after your injuries.

i

Turn to page 68.
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"If it will help me rescue Bruce, Il join," you

"Then step into the triangle on the ground in
front of you," says the speaker.

You look down. Strange—the triangle has the
same design as the coin you tossed down the
shaft, only much larger. As you step forward, a
strong energy floods through you, and an intense
light surrounds your body. You close your eyes
but the light's brightness does not diminish.

Suddenly you are caught up in a whirlwind and
shot gtraight up through the pyramid. You look
down and see the pyramid receding below you.
The top of the pyramid has become a huge,
gligening eye, shooting rays of light in dl direc-
tions. Below it are bands of glowing color. Asyou
concentrate on the eye, your body seems to dis-
solve. You become the eye—adll-seeing, dl-know-
ing. Your mind expands to encompass the
universe, to fill infinite space. All the mysteries of
existence are now understandable.

Your mind and body return to earth. Suddenly
you know where Bruce is being held. With your
new powers you contact him telepathicaly. Later
the police are amazed when you are able to lead
them directly to the hideout of the Assassins—
where Bruce has been imprisoned—in one of the
old quarters of Cairo.

From now on, you will find awhole new life of
joy and dangers.

The End
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Quickly you wrap the pillow around the snake,
dash to the closet, hurl the snake and pillow
insde, and dam the closet door shut.

You stand for a ful minute with your back
againgt the door. Your heart is dill pounding. You
fed week in the knees as you redize what you've
just done.

You weke your uncle and tel him about the
snake.

"Firg that warning note—and now this attack!"
exclams Bruce. "It seems that someone is out to
stop our little expedition by any means.”

"But why?" you ask.

"I may be closer than | thought to unlocking
the secret of unlimited energy. At least someone
out there seems to think so. We'd better get you
back to the States before something worse hap-
pens.”

If you agree to go home, turn to page 89.

If you plead with Bruce to let you stay,
turn to page 7.
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"Let's get to the car.”

"There's an exit to our right that doesn't seem
to be covered," says Mohammed. "I will count to
five Then we will get up from the table and move
as quickly as we can out that door. Don't run
unless they start shooting, then keep low. Ready?
One, two, three, four, five"

Your feet fed like lead, and even though you
know you are moving as fest as you can, it feds
like dow motion. Somehow you make it through
the exit and into the car. You look back to see
armed figures running in your direction. The car
roars away from the curb. WHAM! Something
smacks the car with terific force.

Turn to page 5.
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"l must compliment you on your escape,” says
Ahmed, when you arrive. "It was your cool-
headedness that saved you."

"It was redly Mohammed's quick thinking that
did it," you reply.

"Now that you see what kind of dangers we
face" says Ahmed, "I will understand if you
change your mind about joining the raid tomor-
row.

If you still want to go on theraid,
turn to page 80.

If you've had enough of thisterrorist business,
and prefer to wait at thevilla, turn to page 78.
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Your threat of going to another hotd seems to
do the trick. The derk sghs and mutters some-
thing about tourists. Nevertheless, he directs the
porter to carry your bag to a hew room.

"Whet is this dl about?' asks Andrea

"I'm not sure mysdf, but a man at the airport
handed me awarning note. If we are in danger,
changing our room may throw our pursuer df, or
a least show him we are on our guard."

"W, | think thisisalot of nonsense," Andrea
sys.

Your new "suite' condsts of two smdl rooms
with a connecting door. Thefirst room is window-
less; the second has a amdl window covered by a
screen of very eaborate grillwork. Andrea's room
is on the other side of the hotel, not far from your
origind room.

Bruce arrives a short time later. You tdl him
about the warning note and explain why you've
changed rooms.

"Splendid!" he excdams. "You must dways
folow your hunches, especidly when danger is
involved. Now | suggest that we go out on the
town for the evening. You don't want to miss the
Sahara Club and its famous bdly dancers."

Turn to page 26.
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"l think we had better go down to my office"
says Ahmed. "I want you to look through my
photofile."

The inspector's dffice a headquarters is dut-
tered but organized in its own way. A row of file
cabinets lines one side of the room. Ahmed pulls
out a folder, opens it on one of the few bare
sections of his long desk, and spreads out a col-
lection of photographs for you to study.

Somehow you are not surprised to see the man
from the plane in one of the photos. You tel
Ahmed the whole story.

"The man you recognize is a member of the
Assassins," says Ahmed. "Thisjust confirms what
| told you before. Through informers, | have dis-
covered the secret desert headquarters of the As-
sassins. Thereisadtrike force of paratroopers and
adozen helicopters waiting to attack. We must act
as soon as possible.”

"If you are going to raid the hideout of the
kidnappers," you say, "I think | should go along.”

"It is true that Professor Hockney is your un-
cle" says Ahmed. "However, this misson may
prove to be very dangerous. | advise you not to
go, but of course the decison is yours."

If you decide to go along on the raid,
turn to page 16.

If you decide that it is too dangerous,
turn to page 14.
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"Anything would be better than this lecture,"
you say. "Those other passageways sound excit-
ing."

You falow Mohammed into a narrow tunnel.
At one point he stops and feds dong the wal.
One of the stones in the wal dides back, and a
smdl, very low door opens.

"Quickly," says Mohammed, "we must get in-
side before anyone comes." Mohammed enters
the long, horizontal shaft. The passageway is 0
low that you have to crawl on your hands and
knees. You hear a dick as the stone door behind
you dides back into place. You hope Mohammed
knows where he is going!

You and Mohammed crawl for quite a while.
Findly you come to alarge square chamber. The
wadls are white with blue and gold hieroglyphs
painted in neat rows around the room. In the
exact center of the floor is a round hole.

"That iswhat we cdl the Wdl of the Ancients,"
says Mohammed.

"You mean that you can draw water from
down there?'

"There are many things other than water that
can be drawn from a well—wisdom, perhaps,”
replies Mohammed. "This wel is very deep.
Here—drop this in the wel and see if you can
hear when it hits bottom."

Go on to the next page.
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Mohammed hands you a smdl coin. It is tri-
angular with an elaborate design in the center. A
tiny, just barely visble hieroglyphic inscription
runs around the edge. The coin shines asif made
of gold.

You throw the coin in and put your ear close to
the well. For a ful minute you hear nothing. Then
you hear a strange humming—a high musicd
note that vibrates both in the well and insde your
head. You turn to look a Mohammed, but he
seems to have disappeared.

Suddenly you fed as if you are losng your
balance. You are fdling into the well.

Turn to page 65.



36

Maybe jet lag and your imagination are getting
the best of you.

"Never mind," you tdl the desk clerk.

You go back up to the room and unpack your
smdl suitcase. You make a careful search. There
is no dgn that an intruder has been there, and
you fed relieved. Your room turns out to be a
suite, with a bedroom, a stting room, a smdl
bathroom, and two tiny closets. The bedroom
windows are covered with elaborately patterned
grillwork. Andregls room is on the same floor,
down the hall.

Bruce findly arrives and you show him the
note. For a moment he looks darmed. Then he
smiles. "W, | suggest we forget about it for the
moment and go out on the town," he says. "I
know this great spot caled the Sahara Club
where we can get a ddicious med of shish ke-
bab—and even watch some genuine Egyptian
belly dancing.”

When you arrive back at the hotel later, you are
very tired. Andreagoesto her room, Bruce retires
to the bedroom, and you quickly fdl asleep on
the couch in the stting room.

Turn to page 42.
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The rhythmic beat of Middle Eastern music hits
your ears asyou go indde. There is a heavy smdl
of incense. A bdly dancer sways in the center of
the dance floor. You find a table df in a dim
corner. You can't see the man you followed, but
your eyes are dill adjusting to the darkness.

Turn to page 96.
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"Weve got to go down there now. My uncle
may be in grave danger."

You and Ahmed start down the side of the
dune toward the pyramids.

Suddenly a troop of desert warriors on camels
appears from nowhere and comes charging
toward you. Dark headcloths cover their faces
except for their eyes. But instead of the old, long
rifles you have seen them carrying in pictures,
they dl have modern submachine guns—and
they are dl pointed a you.

One of the warriors commands you to raise
your hands and march toward the pyramids.

A door opensin the base of one of the smaller
pyramids, and you and Ahmed are forced into
the vault insde. The door snaps shut behind you.
You redize that the "floor" you're standing onisa
conveyor bet that is rapidly carrying you toward
awadl of flame  the other end of the vault. You
try franticdly to run back to the door, but the belt
is too fag. You are both swept into the therma
chamber—a chamber that so concentrates the
energy of the sun that any object entering it is
ingtantly vaporized.

The End
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As you dart to leave the platform, the ap-
proaching figure greets you.

"My name is Imhotep. | greet you from the
past”

"For a while there | thought we were in the
past,” you say.

"No, | am not actudly here at the moment, and
you are not back in ancient Egypt. This is a
recording—a three-dimensional hologram. My
image is programmed to respond to individua
persondities such as yours. Even though you
may fed my arm as solid—here, | will touch your
hand—it is only an illuson. It is too complex to
explain, but your descendants will understand
someday, just as you know that when you listen
to a radio there are not little people in the box
making the sounds.”

"You are the most celebrated character in
Egyptian history,” says Hassan. "You were—or
are—the greatest genius that ever lived."

"Itistruethat | gave your speciesabit of help. |
taught them the rudiments of architecture, farm-
ing, mathematics, engineering, and medicine.
That was five thousand years ago. But | am not
sure | was wiseto do it. | will have to decide that
when | find time to return. Your planet isin my
study quadrant, but it is far out on the edge of the
gdaxy."

As he speaks, the image of Imhotep seems to
blur a hit.

Turn to page 56.
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You, Bruce, and Hassan climb down a ladder
into the deep pit. At the bottom, a six-foot-square
opening penetrates the side wall. A perfectly
sraight tunnel of the same dimensions goes into
the rock—horizonta for a short way, then doping
sharply downward. The three of you enter it.

A hand rope aong the wal keeps you from
dipping. Your flashlight beams cut into the dark-
ness ahead. Findly you come to a circular room
about twelve feet in diameter, directly beneath
the center of the pyramid.

"This is strange, very strange," says Hassan.
"Yegterday this floor was completely smooth, a-
most polished. Now there is a pattern of cracks
over here and part of the floor has sunk."

Suddenly there is a cracking noise.

"Get back to the tunnd!" shouts Bruce. "The
floor is caving in."

Turn to page 70.
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Toward early morning some inner ingtinct half-
awakens you. You hear a fant rustling and the
sound of a door softly dicking shut. You snap on
the smdl table lamp. Only inches away from your
fa:el (ijs an asp, one of the deadliest snakesin the
world.

You've got seconds before it strikes.

If you grab your pillow and try to clamp it
down on the snake, turn to page 29.

If you back off slowly and call your unclefor
help, turn to page 88.
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"l shouldn't have waited," you say, downcast.
"] should have climbed down the wal of the hotel
and tried to stop them before they got away.”

"No," says the inspector, "you did the right
thing. These men are fanatics. They probably
would have shot you down."

"You know the men who did this?'

"They are members of an ancient terrorist
group known as the Society of Assassins. They
know that your uncle is working on a way to
produce enormous amounts of energy. They
would like to stedl this secret and use it for their
own evil plans."

"Did Bruce know they were &fter him?'

"He did, but he is dways exposing himsdf to
danger. A most peculiar man, your uncle, if you
will pardon my saying so."

"Some people might fed that way," you say.

"In any event," says the inspector, "he is a
brave man, too, and | have faled to protect him. |
fed responsible for your uncl€e's disappearance. |
will do everything in my power to find him."

"Frg," you say, "I think we should go upstairs
and wake up Bruces assistant, Andrea."

The two of you go to Andred's room. |nspector
Ahmed knocks on the door. No answer. The door
is unlocked. You and Ahmed go in. No Andreal

Turn to page 33.
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You fed that you would like to get your feet on
the ground, at least.

Ahmed flies low over the sand, looking for a
stone outcropping that might give you protection
from the storm. Bdow you the sand is being
driven across the desert in little whirlwinds,

Ahmed shouts your approximate position into
the radio, though it's doubtful anyone can hear
over the noise of the storm. He grabs a piece of
canvas from the back of the cockpit just as the
two of you jump from the helicopter. Seconds
later a powerful gust picks the helicopter up and
sends it tumbling dong the ground like a fragile
toy.

Go on to page 46.
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You dive to protect your face from the pebbles
and sharp rock hurled through the ar by the
wind. You are temporarily blinded. Your lungs fill
with choking dust.

"Up againgt this ridge," shouts Ahmed. "We
must imitate camels in a storm. Kned, head to
the ground, away from the wind.

"Here," he shouts. "Help spread this cover
over us. This sand will wear away our clothing in
no time. Then it will start on our flesh."

The sun must be up, but it is now pitch dark.
Theroaring of the wind is il so loud that Ahmed
must yel directly into your ear for you to hear
what he is saying.

"We must shift our weight every few minutesto
knock the sand dof our backs—otherwise well be
buried dive" he cries.

You are now choking amost to suffocation.
Your arms and legs have lost their feding.

Turn to page 85.
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Your uncle and Hassan go df in the strange
bubblecraft. Now that they are gone, you wish
you had insisted on going with them. It is londly
waiting by yoursdf.

As you wait, you begin to hear some kind of
humming. At firg the sound is very low. Then it
gets louder and louder. It seems to come from a
specific spot on the wall. You wak toward it.

Turn to page 10.
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"This looks like some kind of sciencefiction
movie," you s.

"l don't think it's sciencefiction," saysBruce. "I
think we're seeing the red thing."

"Don't beridiculous," says Hassan. "Every ar-
chaeologist knows that it took thousands of work-
ers scores of years to build the Pyramids."

Bruce shakes his head. "Those blocks weigh
two to three tons each. They were fitted together
so caefully that not even the thinnest piece of
paper can be dipped into thejoints. Does anyone
really know how they got those blocks there?

The picture blurs. A kind of fog drifts over the
screen and then clears away. The pyramid is com-
pleted. But what a pyramid! It appearsto be early
morning. The top third of the pyramid is sheathed
in gold, polished to amirror finish. The rest of the
pyramid is painted in iridescent colorsin horizon-
tal stripes clear to the bottom.

The early sunlight strikes the top of the pyra
mid and throws a blinding shaft of light straight up
into the sky.

You are so fascinated by this scene that it takes
you severa minutes to redize that the triangular
viewscreen is gradudly growing larger.

As you watch, the entire wal of the room be-
comes a viewscreen, and the other three wals
vanish completely. The glowing floor remains, but
you seem to be standing in ancient Egypt!

Go on to the next page.
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A figure who appears to be a priest or high
offidd seems to notice you from aa. He comes
closer and beckons to the three of you.

"If we leave this platform, do you think we can
get back?' you ask Bruce.

"l have no idea how the mechanism operates,”
Bruce replies. "I'm not even sure we're any safer
if we stay where we are."

If you decide to stay where you are,
turn to page 76.

If you decide to leave the platform,
turn to page 39.
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The truck jerks to a stop. The kidnappers must
have heard the door open. They reach the back
of the truck just as you are trying to open the
basket. One of the men is a hulking brute; the
other man isthe one you saw on the plane and in
the arport. They have you boxed in. No use
cdling for help. No one could hear you over the
noise outside.

Turn to page 60.
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Mohammed disappears in the direction of the
phone. You st, waiting—and wishing he would
come back. One by one, the people at nearby
tables finish their drinks and leave. You suddenly
redize that you are aone in the cafe.

Then you become aware that there are
shadowy figures, each with a submachine gun,
standing behind the large pillars around the cafe.
The guns open up at you dal at once.

The End
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Therein the distance, before your eyes, apyra
mid emerges out of the sand like the bow of an
enormous submarine. Smaller pyramids rise to
encircle it, their surfaces flashing in the sun with
the brilliance of polished gold. Bolts of artificid
lightning jump from the top of the large pyramid
to the tops of the smaller ones, causing booming
sounds to reverberate across the desert.

"This is incredible!" exclams Ahmed. "I've
never seen anything like it. I've heard stories of
strange devices that can concentrate the sun's
energy to almost unimaginable levds. I'm not
sure, but | think that is what we are looking at."

"I'm sure this is what my uncle was experi-
menting with," you cry. "Weve got to investigate.
Bruce may be a captive down there."

"I don't like the looks of this a dl," says
Ahmed. "I think it would be better for us to dip
away and try to get help.”

If you convince Ahmed that it is important to
investigate now, turn to page 38.

If you let Ahmed convince you to slip away,
turn to page 58.
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"l apologize for the brevity of our meeting,"
continues Imhotep. "I hope your civilization pros-
pers. Someday you or your descendants wil!
come across the vastness of spaceto vist me. You
will be welcome. For now, farewd|."

The image begins to fede and you find your-
saves back ingde the pyramid room. The outside
door reopens, and the three of you return the
way you came.

"I think we should keep this discovery a secret
among the three of us," says Bruce.

"l quite agree," Hassan says. "The world is not
yet reedy for this knowledge."

You agree too.

The next day you watch as workmenfill in the
tunnel. When you leave the dte, you go past the
Sphinx. Perhaps you only imagine that it says
"You will be welcome someday.”

The End
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"l think you are right," you say. "We might be
waking into a trap."

You and Ahmed dip carefully down the tal
dune.

"Let us head south for afew hours and then go
west again," says Ahmed.

You both take the lagt sps of water from the
canteen.

"We can last another four hours without wa-
ter,” adds Ahmed. "Afte that, dehydration will
finish us."

After severa hours of trudging across the sand,
you barely have enough strength to keep moving.
Your throat is so dry that you can't swalow.
Bright spots dance before your eyes—a sign that
you are dying of third.

Turn to page 99.
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Climbing down the side of the building is too
risky, you think. Onedip, and . . . ! You wouldn't
be much help to your uncle then.

You run down to the lobby and quickly explain
the situaion to the desk derk.

"| told you that you should have kept the room
youwere assigned,” saysthe derk smugly. "But if
you are in need of emergency assistance, | will do
what | can.”

He picks up the hotel phone and dicks for the
operator. At that moment a policeman enters
the hotel lobby. The surprised derk hangs up the
phone and looks a him openmouthed.

Turn to page 12.
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You must save yoursdf and Bruce. Your in-
dinct takes over asyou reach for a short length of
pipe on the floor of the truck and lunge at the
larger of the two men. You hit his hand with the
pipe. He backs df, howling with pain, and you
jump out of the truck. But where is the other
man? Wham! He gets you from behind.

You wake up bound hand and foot in a smdl
compartment. You can tel you're aboard an air-
plane from the sound and the vibrations.

Your uncle is tied up next to you. He has a
wide, bloodstained bandage around his head.

"Where are we?' you ask. "And who are these
people?’

"I'm not positive. But my suspicion is that
we've been kidnapped by the infamous Dr.
Ptah."

Turn to page 69.
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"| got a note from a man at the airport that sad
the same thing!" you tdl Hassan. "I showed it to
Bruce yesterday."

"Isthis true?" Hassan asks Bruce.

"I'm draditis," Bruce answers. "However, the
Sphinx is mute enough a the moment. As soon
as the instruments are instaled underground, we
can start our experiments.”

"The dectricd lines have not yet been strung in
the tunnel," says Hassan, "but | have a flashlight
for each of us, and aso a strong rope in case we
need it. Now we are ready to descend.”

Turn to page 40.
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When you are finished dressing, the niche
widens to become a door. You step into a large
chamber. You find that the humming comes from
a chorus gathered around a large stone sar-
cophagus. Inside this is a odffin in the shape of a
person. The lid floats a few feet in the ar. On one
end of the lid is a lifdike sculpture in gold. With a
shock you recognize it. It is your own face.

Turn to page 66.
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Did Mohammed push you into the wel? Did
you redly dip and fdl? You can't tdl. You grit
your teeth and wonder how far you will fdl be-
fore you hit bottom. You can dill hear the hum-
ming. It grows louder. You should be terrified—
fdling down a bottomless shaft in the center of an
ancient pyramid, maybe to your death. But you
are strangely cam. The musica note seems to
have something to do with it. And your rate of
fdling has dowed. A strong blast of air from be-
low is cushioning your fall.

Suddenly you land—on your feet. You look
around you, amazed. You are on a smdl platform
in the center of an amphitheater of some sort.
Around you in a circle are nine white-robed fig-
ures on large stone thrones. A centra figure st-
ting on the largest throne speaks:

"We have been expecting you."

Turn to page 79.
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Agang your will you wak up a short flight of
stairs. Your mind struggles against it, but the
movements of your body are no longer in your
control. You lie down in the ooffin. The horrible
redization of what is happening fills you with
panic—but you are now powerless to move.

The lid comes down and covers you. You hear
the heavy, grinding sound as the stone lid of the
sarcophagus, weighing many tons, dides into
place.

There is no way out now. You will lie there as
long as the gtars rise and set over the desert. You
have become part of the secret of the Pyramids.

The End
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You are not sure what is going to happen to
you in the pyramid, but if Bruce and Andrea want
to go in, you don't see how you can refuse

All three of you enter. The door closes behind
you.

"Thisis a data module," avoice begins. "I will
respond telepathically to your brain waves and
will answer dl of your questions.”

"What is the real secret of the Pyramids?' you
ask.

"This module isthe secret,” the voice answers.
"It was Ieft here by the gdactic traveler Imhotep in
star year four billion ninety-four. This module was
connected by hyperspace relay to the main galac-
tic computer located in the Sirius star system.
Other pyramids were built to imitate this shape so
that the secret could be protected until the right
time"

The door to the module reopens, and the three
of you step out into the sunlight.

"This is the greatest discovery of my life"
Bruce says dter a fev moments of silence. "This
is even more exciting than what | had hoped to
find when | came to Egypt. It would be cata-
strophic if this secret fdl into the wrong hands.
But if we use its information properly, we might
be able to solve dl of the problems of the world."

The End
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"l can do without your infirmary," says Bruce.
"The only thing | want is a ride out of here."

"All in good time, dl in good time. Firg, | must
explain to you that | am Ptah, direct descendant
of the pharaohs. | am here to complete their
work. | intend to conquer the world."

"And just how do you plan to pull df that little
feat?' asks Bruce.

"With your help, of course, Professor. Severd
Russan scientists were on the verge of complet-
ing a particle-beam ray gun. By various means |
have had them brought here. They have amost
completed their work. And now, with you to help
them, they will be donein no time at dl. When it
isfinished, the ray will be directed at a mirror on a
space platform that | have dready placed in orbit
around the earth. | will then be able to bounce
the ray back to any point on earth, utterly de-
stroying the targets that | choose. If you refuse to
help me, you will be imprisoned on the space
platform. | give you exactly one hour to make up
your mind."

The guards take you and Bruce to a smdl
room with barred windows and lock you in.

If you and Bruce pretend to go along with Ptah
in order to play for time, turn to page 11.

If you think that you should try to escape
without delay, turn to page 111.
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"Dr. Ptah! Who isthat™ you ask.

But Bruce has no time to answer. The plane is
landing. The door of the smdl compartment
opens. Three men grab you and Bruce by the
ankles and pull you out of the plane, dumping
you on the ground like two sacks of potatoes.

You look around. You'e a one end of along,
narrow, sandy idand, bare except for a fev pam
trees and alarge pyramid-shaped building. Down
the beach there is a pier with a motor launch
moored to it. One of the men cuts the ropes on
your fet and wrigs, then does the same for
Bruce. More men appear, carrying rifles.

"All right," one of them orders, "you two march
toward the building over there."

As you wak, you redize jus how large the
pyramid building is. Though clearly not a solid
structure like the ancient pyramids—it has rows of
windows a various heights—it is ill twenty or
thirty stories high. A large mast of some sort rises
from the top. The mast is bent Sdewaysto a crazy
angle.

An dectronicaly controlled door dides open at
the base of the pyramid, and you are pushed
insde.

"Take them to the throne room," you hear one
of the guards order.

Turn to page 27.
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The three of you just make it back into the
tunnel when an explosion rocks the room and a
section of the floor crashes into some unknown
abyss below. Then thereissilence. Clouds of dust
rise from the gaping hole. You wait for severa
minutes, hardly daring to breathe.

"| think that's dl that is going to happen for the
moment,” says Hassan.

"Hold on to my legs," says Bruce. He crawls
back into the room and leans over the edge of the
opening, playing his flashlight down into the
space below. "Seems to be some kind of cham-
ber, probably an ancient tomb. The floor is about
fifteen feet down. It's lucky we brought a rope
along."

"This is a great discovery!" exclams Hassan.
"We mugt dimb down &t once."

"l don't know if we should dl go," says Bruce,
looking & you. "We don't know what kind of a
dicky Stuation we might be getting into. It might
be better if you run back and bring help while
Hassan and | dimb down."

If you convince Bruce that you should share in
the discovery of the chamber, turn to page 24.

If you agreeto go back for assistance while
they investigate, turn to page 90.
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"If there are, I've never heard them, or heard of
them," Ahmed replies.

You pick out the highest dune nearby and
dimb it. You reach the top and look down into a
huge vdley. The sand itdf is bright, but in the
valey is something even brighter—so dazzling
that it blinds you. Ahmed shidds his eyeswith his
hands. "What an incredible sight,” he gasps.

Turn to page 55.
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You decide you can trust Serena to help you
escape.

She didesthe iron cot over to the door, wedg-
ing it closed. And just in time! You hear loud,
angry voices on the other side as someone bangs
and druggles to get in. You and Serena jump
onto the cat. She cups her hands to give your foot
a boost up. Her lift sends you saling through the
window.

Ha rooftops stretch in dl directions, lit with a
slveary light from the moon. You turn to help
Serena dimb up, but she is aready beside you.

"Quickly, to the other end of the roof,” she
orders.

You dash across the roof. "They're coming
after us" Serena shouts. "Jump across to the
other roof."

You look across and then down. You can't tell
how many stories the drop is but it looks like a
long way down. The gap seems terrifyingly wide.
Can you make it if you jump?

If you decide to jump, turn to page 103.

If you decide to take a chance with the people
who are after you, turn to page 108.
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"I've had enough of being cooped up in nar-
row passageways under umpteen tons of rock,"
you say.

"Veay well," says Mohammed. "Perhaps | can
take you on a daytime tour of Cairo."

You agree. After a couple of hours of waking
through museums, touring ancient mosques and
city wals, and looking at parks and monuments,
you are very tired. Mohammed finds a colorful
cafe on one of the broad boulevards in the mod-
ern section of Cairo where you can st and watch
the people go by. You have been stting there for
awhile when you natice that Mohammed seems
very uneasy.

"Is anything wrong?' you ask.

"Do not move or look around. Severa men
who | believe are terrorists have surrounded us.
How they found us, | do not know. They may
have been following usfor sometime. | can try to
get to aphone, or we can make arun for it. Since
our chances are about the same either way, | will
leave the decision up to you."

If you decide to let Mohammed telephone for
help, turn to page 54.

If you decide to make a run for the car,
turn to page 30.



75

. "Now!" shouts Bruce. "Put in your earplugs—
!

When you do, everything snaps back to nor-
mad. Only you, Bruce, and the Russians have
earplugs. Ptah and his men fdl to the ground
holding their heads. Seconds later they lose con-
sciousness.

"Let's get down to the dock where Ptah has his
motor launch," says Bruce. "The guards there will
be unconscious too."

You run down to the boat, jump in, and ad-
vance the throttle to full speed. In afew minutesa
titanic explosion rips the idand behind you, but
you are aready miles away.

"When we get back to Cairo," saysBruce, "my
new Russian friends have agreed to help us
search for an unlimited energy source—some-
thing that will benefit al mankind.”

The End
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You stay on the plaiform and the wals of the
chamber re-form around you. The triangular
screen reappears, and the images change and
flash before you faster and faster. You see more
pyramids being built. Now a different culture
takes hold. You recognize the Romans in ther
militay helmets. Christian crosses begin to ap-
pear. Churches are huilt, then swept away in a
flash. You recognize the signs of Idam, the
mosques with their minarets. Then you get a brief
glimpse of Napoleon in his characteristic pose,
hand in jacket, before the Pyramids. Then a sign
of modern times. an airplane flies over.

The screen fades for a moment. When the
images continue, you see tal, strange-looking
structures in the distance and flying machines of a
design you don't recognize. The screen blurs
again. The Pyramids are 4ill there, but the tal
structures in the background are gone. The area
behind the Pyramids—to the horizon—has been
transformed into a green, tree-dotted park. H-
ndly the screen goes blank.

Go to the next page.



77

The monorail craft slently takes the three of
you back to the room where you started. A few
minutes later you are making your way toward
the surface.

"Remarkable!" says Hassan. "That viewscreen
took us back to ancient Egypt and then showed
us dl of the different periods of Egyptian history
since."

"Those last scenes are what amazed me," says
Bruce. "Those flying machines we saw haven't
even been invented yet, and that beautiful park
replacing the desert around the Pyramids ..."

Yoau are the firg to emerge from underground.
What you see makes you gasp. Grass and park-
land extend in dl directions as far as you can see.
Overhead are those flying machines of the future.

The End
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"Maybe it is better for everyone concerned if |
wait at your villa" you tdl Ahmed.

"All right," he agrees. "I'm certain that you've
worked up a red appetite after your adventure.
We will eat early tonight.”

After dinner you toss and turn for hours. It is
difficit for you to deep, worrying about Bruce.
Findly you do fdl asleep. When you wake up, it is
dready late in the morning. Ahmed has long
since Idft to take charge of the raid. You wak
around the villa It is very large, with marble
floors, wide halways, and high cellings. But there
is an ominous slence about the place.

You decide to leave. It might be a good idea to
go back to the hotel and look for Andrea.

When you reach the front door, an armed
guard stops you. Yau go back down the long
halway until you find a telephone in one of the
rooms. The phone doesn't work. You suddenly
redize that you are a prisoner!

Turn to page 20.
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"I'm not sure where | am," you say. "Am | ill
insgde the pyramid?’

"This chamber is the lowest point of an in-
verted pyramid, the exact mirror image of the one
above. This is the true magica form discovered
by the ancients. Only the upper, aboveground
hdf of this form is known to those outside our
order. We are reveding our secret to you because
we hopethat you will join us. Your uncleis one of
our initiates. He is now in great danger. If you
become a member of our order, you will be much
better equipped to find him."

"What do | have to do tojoin?' you ask.

"Psychic energy is collected above and then
concentrated down here. This energy will trans-
form your being—and initiate you into the Order
of Light. However, | must warn you that, if you
accept these powers, you will aso be given pro-
found responsihilities. Your life can no longer be
a ample one, but must be dedicated to fighting
the forces of darkness."

If you decide that it might help you to find
Bruce if you join, turn to page 28.

If the whole thing sounds too far out to go
along with, turn to page 82.
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Just before dawn the next morning you and
Ahmed leave in his smdl scout helicopter.

You fly east across the desert. The faintest light
begins to creep aong the edge of the sky. Thena
thin layer of red, like glowing embers, grows
aong the horizon.

"] plan to mark the route to the terrorists camp
by dropping smal smoke bombs in the desert at
twenty-mile intervals," Ahmed explains. "The
troop-carrying helicopters will leave from a
nearby army base in hdf an hour. They will fol-
low the smoke trail."

Asthe huge, fiery disc of the sun floats mgjesti-
cdly up into the sky, Ahmed notices some dark
clouds low on the horizon to the southeast.

Soon strong gusts of wind begin to buffet the
helicopter. Ahmed radios the base.

"Come in, ground control. Abort misson for
the present. Westher conditions unfavorable.”

Ahmed begins a wide bank to the north. The
wind is stronger now, and steady. The air isfilled
with a strange fog. The helicopter begins
to cough.

"The dust is beginning to clog the air intake of
theengine," says Ahmed. "The air filter can han-
dle normal dust conditions, but we've blundered
into a sandstorm."

"Is there anything that we can do?" you ask as
the wind begins to howl.

Go on to the next page.
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"We have two choices," hallers Ahmed, trying
to be heard over the sound of the wind. "We can
try to fly through this mess—though | can't be-
lieve well make it—or we can land and try to find
aplace to hide from the storm on the ground, but
that is unlikdly in this part of the desert. We are
done for either way. What do you think we
should do?'

?rf—;w_r';r:zwfwi e 7 T T - ﬁ
SR L L e
it s 7/777/'//72%/":_,‘%”7’?”7’;; &

Ifyou think it is better to keep flying,
turn to page 92.

If you think you should land while you have a
chance, turn to page 45.
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"I think I'l stay just theway | am," you say. "Il
find Bruce my own way."

"Very well," says the speaker. "Obvioudy you
were not meant to be one of the Chosen.”

"You'reright," yousay. "l don't... I don't..."

You can't complete the sentence—you fed
yoursdf blacking out.

You awaken outside the pyramid. You arelying
on the ground, and Mohammed is putting a
damp doth on your forehead.

"Ow! My head!" you say as you try to st up.
't')\étha happened in the pyramid? | don't remem-

"You hit your head on the low doorway of that
last room. You knocked yourself out," says
Mohammed. "Do not be embarrassed. Many do
it in the dim corridors within the pyramid.”

Just then your uncle and Andrea rush up with
Ahmed.

Go on to the next page.
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"Uncle Bruce!" you exclam. "Am | glad to see
you. | thought you were a goner when they took
you df in that truck."

"We caught some of the gang membersjust as
they were trying to smuggle your uncle out of the
city," says Ahmed. "We aso have reports that a
severe sandstorm wiped out the terrorists head-
quarters in the desert."

Later, back at the hotel, Bruce tdls you some
disappointing news.

"For some reason my instruments under the
pyramid do not seem to be working properly. |
think Il have to go back to the States and re-
design them. When | come back here the next
time, do you want to come along again?'

"Now that is going to be hard to decide,”" you
answer.

The End
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You are anxious to get to the hotd to find
Bruce and Andrea. You fed you cannot go to
Serenas village.

You thank Serena for her help and dip out of
the cart.

Where are you? The pae moon lights up an
eerie landscape. Stretching in every direction are
smadl buildings, dl deserted. You wander up and
down the dlent streets until you findly see a
group of people huddled in front of a amdl fire
The night is cool, and they gesture for you to join
them. You stay with them until dawn.

With the light of day you redize that you arein
avery large cemetery. Those smdl buildings must
be tombs! Y ou're not sure of the way out, but you
pick adirection and keep going. Findly you reach
asmd| store just outside the cemetery. Youfinda
telephone and cdl Bruce at the hotel.

"Bruce," you begin, "I'm in this store just out-
side of a huge cemetery; where dl the tombs are
miniature buildings, and ..."

"I know exactly where that is" says Bruce.

"Just st tight until | get there. I'm leaving right
awvay."
In the cab on the way back to the hotel you are
amogt relieved when Bruce tdlls you that he has
to rush back to the States on urgent business and
that you and he are booked on the next flight to
New York.

The End
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After what seems like hours, the wind beginsto
die down and the sky lightens a bit. Somehow
you and Ahmed have survived. You rub the
caked dirt out of your eyes. You massage your
legs to get the circulation back. Ahmed produces
asmdl canteen from his bdt, and you take a sp.
It helps alittle. You stand up and look around.
There is no trace of the helicopter. Hills and val-
leys of glistening sand stretch endlesdy in dl di-
rections.

"We mugt decide if we should stay here and
hope that rescue planes find us or if we should
head out across the desert," says Ahmed. "I
couldn't tell whether our last message got
through or not. If it did, | think we should stay
here. If it didn't, | think we should push on. What
do you think we should do?'

If you think you should stay where you are,
turn to page 101.

If you want to start out acrossthe desert,
turn to page 93.
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You wake up to find yoursdf lying on an iron
cot in a smdl storeroom. You st up and try to
tr)réctrjve and find that one ankle is chained to the

Gradudly your eyes become accustomed to
the darkness. Thereisasmal window high above
you on the wal, and through it you can see a
crescent moon shining. You can hear the beat of
the music you heard in the cafe. You st there in
the hdf-darkness trying to figure out how to pick
the ancient-looking padlock that secures the
chain on your ankle.

The door to the room opens dightly, throwing
ashaft of light inside. It's bright enough for you to
recognize the dancer from the cafe. Quietly she
closes the door and whispers in your ear.

"My name is Serena. | will help you escape.”

Sheinsertsalong, thin bar into the padiock on
your ankle. The lock snaps open.

"Here, quickly!" she says. "Stand on my shoul-
ders and dimb out the window. It leads to a
rooftop. | will pull mysdf up and follow."

You want to go with her, but you have no idea
who this woman is and where she might be lead-
ing you. She could be getting you into a worse
situation. You look at the window high up on the
wal and then at the open door in front of you.

If you decide to accept Serena's help,
turn to page 73.

If you don't trust her, and try to escape through
the door, turn to page 104.
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elThe door to Bruce's room flies open when you
yell.

"Let's get out of here fas—and | mean fast!"
he shouts.

Bruce makes an end run around the snake and
out the door to the hdlway, pushing you ahead.
He dams the door shut

BLAM! Thereisasharp explosion from Bruce's
room. People in nightclothes come staggering
half-awake out of their rooms.

You meet Andrea in the halway. She tosses a
long native jacket to you. Quickly you throw it on.

"Well take the back stairway down to the base-
ment," saysBruce. "I have aspecia ca—built for
rﬂy underwater exploration of the Nile—down
there.”

When you get there, the three of you jump into
the car, and Bruce gtarts it up. He heads directly
for the wall! At the last moment an eectronicaly
controlled door opens, and the car shoots into a
pool of water on the other sde of the door. The
car sinks until it is completely underwater, and
then it starts forward.

Turn to page 94.
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You are relieved to be going home.

"It's bad enough that | am in danger," says
Bruce. "If | have to worry about your safety too,
Il never be able to concentrate on my experi-
ments."

You hope that Bruce doesn't think you are a
coward, but when someone starts putting poison-
ous snakes in your bed, it's just too much.

The End
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You go back up the shaft, usng the hand rope
to help pull yoursaf dong. After a short way—it
seems very soon this time—the shaft leves out.
But you wak on and on—and see no exit. You
stop and go back. You reach the point where the
shaft goes down, but now the hand rope is miss-
ing. Where are you? In a panic you run back the
other way. Your heart is pounding and your
palms are sweaty.

Now you edge carefully forward, pointing your
flashlight down seemingly endless passageways.
You reach afork in the tunnel. You don't remem-
ber afork there before! Your hands and knees are
shaking, but you force yoursdf to go on. More
forkd You have somehow blundered into a maze
of tunnels.

You stop for a moment to think. How can you
possibly find your way out? Then you remember
a rule to follow when you're trapped in a maze:
"Every time you reach a fork, turn right." Re-
membering this calms your nerves somewhat.
Now maybe you have a chance.

Wearily you start to retrace your steps. You just
hope that the rule works. At best you know that it
will be along walk.

The End
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You and Ahmed fly on, taking a last desperate
chance. Ahmed is a good pilat, but the storm is
too much for the smdl helicopter. The turbulent
ar outside is a swirling yelow haze. The motor
begins to sputter—the ar intake is completely
clogged. Then the motor cuts out completely.

You fdl like arock and vanish forever into the
vast wadtes of the desert.

The End
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"It is better to do something—anything—rather
than st here and wait to die," you say.

Ahmed scrapes his digitd watch free of dirt.
"It's 1:10 PM. It is dready afternoon,” he says.
"Our best bet is to head wedt, toward the sun.
Later we can follow it asit sets. In the morning we
will head away from the risng sun. If the sun
becomes obscured by haze, we will stay where
we are. Otherwise we will run the risk of wander-
ing around in circles.

You start df. Up and down sand dunes, and
then up and down again. Occasiondly you stop
to wet your lips from Ahmed's canteen.

Then you see it An oasis shimmers in the
distance—a glistening pond surrounded by pam
trees.

"Look, look!" you say to Ahmed. Ahmed is
strangely cam.

"I'm sorry, but that isjust a mirage—atrick the
desert plays on the eyes, my friend," he says.

After another mile or so of hiking, you redize
that Ahmed is right. Nothing is there. Sheets of
water seem to materidize, then vanish after you
have walked a few yards.

A few hours later, you stop suddenly. "Ahmed,
am | crazy or do | hear thunder in the distance?
Are there sound mirages in the desert?'

Turn to page 72.
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The submersible car journeys up the river, just
under the surface of the water.

"Not long ago," says Bruce, "I discovered the
entrance to an underwater tunnel that goes from
the Nile to the famous step pyramid a Sakkara.
They say Imhotep'stomb isthere. | haven't had a
chance to explore this tunnel until now."

When you reach Sakkara, the car enters the
underwater runnel. Soon you surface on a broad
lake in an underground cavern. In the center of
the lake is an idand, and in the center of the
idand isaamdl pyramid about thirty feet high. It
is made of a dull, slvery meta—perhaps plati-
num. Bruce steers the car to the edge of the
idand. The three of you jump ashore. As you do,
a large opening appears in the side of the pyra-
mid. A voice comes from insde.

"If you wish to know the secret of Imhotep, and
the secret of the Pyramids," saysthevoice, "then
al of you must step inside.”

"l guessit'sal or nothing," says Bruce.

Andrea and Bruce want to go in—which leaves
it up to you.

If you decide to go into the pyramid,
turn to page 67.

If you fedl it might be a trap,
turn to page 109.
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A waiter brings you a long-handled pot con-
taining thick, strong coffee. He pours it cere-
monioudy into a smal porcelain cup. It tastes
somewhat bitter, but not too bad. You sip it dowly
as you watch the dancing. Isit your imagination,
or does the dancer keep glancing in your direc-
tion?

The music growslouder. Thelightsget brighter.
You can't seem to focus your eyes. Your arms
and legs fed like lead, and you can't move them.
You fed dizzy. You fed like you are passing out!

Turn to page 87.
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"OK," saysBruce, "let'sdl three giveit ashot."

You fed alot better going along than waiting
alone in that spooky room.

As soon as you are on board, Bruce pushes
one of the buttons on the control panel. Thereisa
whirring sound and the door of the strange creft
dides shut with an ominous dick.

The bubble starts smoothly along the rail and
into the tunnel. After aminute or so, it dowsto a
stop. The bubble door opens and the three of you
climb out. You find yourselves in a chamber a-
most identica to the one you just Ieft. However,
this room seems to have no exit. This does not
seem logicd to you. Whoever crested this trans-
portation system would hardly have built it just
for the ride.

On a hunch, you fed carefully along the wall.
Jackpot! Two triangular panelsrecessinto the wal
and dide apart, revealing a large room with
danted wals.

"Good work," says Bruce.

The three of you enter. As you look around
you redlize that you are in aroom shaped like the
insgde of a pyramid.

Suddenly the triangular door closes behind
you and disappears. You are trapped inside! The
walls—four perfect triangles—begin to glow
brighter and brighter.

Turn to page 18.
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Up ahead you see another oasis. Is it another
mirage? You head for it anyway. One part of the
desert is as good as any other when it comes to
leaving your sun-dried bones.

You get there first. "This is water! Actud war
terl" you exclam. "Thisis not a mirage!"

You dunk your entire head in the water. Noth-
ing has ever fdt better in your life

Later, when you are both rested, Ahmed says,
"Some of these pam trees are date pams with
fruit We will have enough food and water until
the next caravan arrives. It isonly amatter of time
before we are rescued.”

The End
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You repeat Al-Din's spell three times. Theroom
begins to spin around you, then fades avay d-
together. You seem to be floating in a void. Are
you aslegp? Dreaming? You find yoursdf flying
high up over the ocean on what could be a magic
carpet.

You awaken in your living room back home.
Thephoneisringing. You answer it. Your uncleis
on the phone.

"I'mjust in from Egypt," he says. "l have to get
some new equipment to continue my investiga-
tions of the Pyramids. How would you like to go
back with me for a few weeks?'

Thisisredly strange. Did you just dream every-
thing that happened, or did that magician redly
send you back here to start over?

If you decide that it wasjust a dream, and you
would still like to go, turn to page 2.

If you say no, knowing what isin storefor you,
turn to page 113.
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"I'm sure the radio message got through," you

sy.

"| think so too," says Ahmed. "The best thing
to do is to wait where we are.”

Ahmed digs around in the sand where you
crouched during the storm.

"Here they are," says Ahmed, "the smoke
bombs. | was &frad that | had lost them. Each
one of these will send out smoke for an hour."

Ahmed sets df one of the bombs. A tdl column
of smoke rises in the now ill ar.

The lagt one is set df late in the afternoon.
"This is it," says Ahmed. "If no one sees this
smoke, we may be out of luck."

Just as the smoke begins to disappear, you
hear the drone of a plane. It banks and makes a
low pass over you.

"They see udl" you shout, jumping up and
down on the sand.

The plane, which belongs to the Egyptian Air
Force, lands nearby. You are saved thistime. You
wonder how many adventures lie ahead before
you get back to the States.

The End
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You might as well take a chance and try the
jump. You step back a few feet, makeashort run,
and take a flying leap to the other roof. You man-
age to grab the edge with your hands as you dip
down dong the side of the building. You struggle
to pull yoursdf up. You are about to lose your
grip when a strong arm grabs you by the wrigt
and heaves you onto the rodf. It's Serenal

"Wow!" you exclam. "Are dl bely dancers as
srong as you are?'

"| was trained to be an acrobat by my family,"
she says, "before | was kidnapped by the evil
gang that owns the cafe."
ad'('Why haven't you tried to escape before?' you

"l have" shesays, "but it's not that essy. They
control this quarter of Cairo completely. Now my
family has discovered where | am and has ar-
ranged my escape—but you will see. We must
hurry. | hear someone coming.”

Turn to page 110.



104

You pull open the door and dash down a cor-
ridor that leads back into the cafe. You run out-
side. Two men from the cafe race after you,
shouting in Arabic. You push your way through
the crowds, trying to stay hidden. Which way to
go? There is an open door on your right with a
smdl courtyard inside. You decide to chance it
and dart through the door, damming it behind
you. You lean against the door, gasping for
breath.

A hulk of a man appears. He has a heavy, dark
beard and piercing eyes.

"Welcome to my house," he says. "Have you
come to buy a magic spell or perhaps something
to ward of the evil eye?'

"I need help,” you say. "Someoneis after me."

"In that case, you are welcome in my humble
house. You are safe here. | am Al-Din, the magi-
cian. My magic will protect you."

You folow Al-Din up a flight of dairs into a
room with a low table surrounded by cushions.
He serves you some mint tea and tells you about
the ancient magic he practices.

"All isillusion," he says. "Here, | will show you.
Close your eyes and repest this spdll three times:
abah arah arah abah blah ah."

Turn to page 100.
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"Hurry inside," Andrea says, "and close the
door behind you."

The room you enter is dark, and it takes a few
moments for your eyes to adjust to the light.
When they do, you see Andrea in front of you
with arevolver in her hand, silencer and dl. The
gun is pointed at you.

"Kill' I mustkill. ..." shesaysin amechanical-
sounding voice. Her eyes are glassy, as if she
were hypnotized.

"Andrea, what are you saying?' you gasp.

"The secrets must be protected . . . must be
protected. ..." she continues in that same
strange voice. It sounds amost like a recording.

You redize with a shudder that Andreals mind
has been taken over by some evil force.

"Andred" you shout. "l don't know any se-
crets. | don't even know what's going on. Some-
one has done something to you. You don't know
what you are doing."

She raises the gun to fire.

"Andreal No!" you cry.

But the pffut of the slencer ends it for you.

The End
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The gap to the next roof isjust too wide. You
know that you would never make it across. Se-
rena, however, is dready across and has disap-
peared.

You turn to face your pursuers. Then you rec-
ognize them.

"Bruce! Andreal” you exclam. "It's you. How
did you get here?'

"The cab driver who brought you here was
worried," Bruce says. "He went to the police and
they caled us."

Suddenly you redize that you've got to stop
Serena from running awvay. The three of you can
help her.

"Serena, come back!" you shout. "These are
my friends"

The sound of your voice echoes across the
rooftops, but there is no reply.

You, Bruce, and Andrea return to the hotdl.
Your parents are on the overseas phone. They
have begun to worry about you and indst that
you return home.

Back in the States you find that many of your
friends do not believe your story, especidly the
part about your new friend the belly dancer.

The End
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"You have thirty seconds left," says the voice
from inside the pyramid. "After that, you may no
longer enter.”

"I'm not just going to walk into that thing," you
say. "Not unless | know more about it."

"If that's your honest choice," says Bruce, "An+
dreaand | will respectit. And inthat case, | guess
well dl stay out.”

"This module will now suspend operations for
one gdactic minute—which is four hundred and
seventy-five Earth years," says the voice.

The door closes. You can find no trace of it on
the surface of the pyramid.

"1 wonder what would have happened if we
had gone inside?' you ask.

"Well, we can come back in four hundred and
seventy-five years and find out,” says Bruce.

"Or we can come back now with specia equip-
ment," says Andrea, "and try to pry its secrets
loose."

You are dready looking forward to that.

The End
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Serena leads you down a long flight of dtairs.

You fdlow her through passageways that are
so narrow you can barely squeeze through.
Sometimes you can hear shouting nearby and
see the flickering beams of flashlights searching
the dark corners where you were standing only
seconds before. Findly, in anarrow dley, Serena
stops and listens for a fev moments.

"See that donkey cart over there" she whis-
pers. "Itisfrom my village. | have arranged for it
to meet me here. | will crawl into the bottom of it.
Watch how | do it, then follow."

There isjust room enough for you to squeeze
into the cart. Serena arranges the straw over the
two of you and then signds to the driver with a
low whigtle.

The cart starts df. You go through narrow al-
leyways, then down larger streets. Gradualy the
street noises die avay, and you guess that you are
outside the city.

"| think we are safely away from our pursuers,”
says Serena. "If you wish, you may find your way
from here. If you continue with me to my village,
you will be welcome there."

If you decide to get out of the cart,
turn to page 84.

If you decide to continue on to Serena’s village,
turn to page 114.
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"Even if we seem to be cooperating,” you say,
"Ptah will finish us of as soon as we stop being
useful to him."

"l think you're right," says Bruce. "When the
guards come for us, well jump them. | don't
think they expect us to fight back. It might take
them by surprise.”

"At least we won't be giving up without a strug-
gle" you say.

The guards are taken by surprise. The fight is
brief and furious, but there are just too many of
them. The guards overpower you and drag you
back to Ptah.

"Teke them to the other end of the idand," he
shouts.

Go on to the next page.
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Again you are tied up and carried of. You are
taken to the other end of the idand where a
rocket is ready to blast df to resupply Ptah's orbit-
ing space station. You and Bruce are dumped
into a smal compartment in the rocket.

You are dready working your hands free as
you blagt df.

"The crew is going to be too busy for awhile to
bother about us," you say. "If we can break out of
this compartment and get the jump on them,
maybe we can take over the ship. Then we can
put Ptah's space station out of action for good.”

You know that you'll need a lot of luck to get
out of this situation—alot more than you're likely
to get.

The End
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"I'd redlly like to go," you say, "but | have alot
of work a school, and | dready have tickets for a
play at the end of the month. Thanks for asking—
and have a good trip."

Your excuses sound a hit thin, but you've just
gone through a harrowing experience. Even if
you only dreamed it, you're not going through
that again!

The End
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You don't redly know where you are. It might
be safer to go dl the way to Serend's village.

You ride for another few hours. There is utter
silence except for the clip-clop of the donkey's
hooves and the cresk of the wheels. You drift of
to sleep. Sometime later Serena shakes you
gently.

| "We are here, at my village, and with my peo-
ple.

You crawl out of the cart. Dawn isjust bresking.
You are near afidd. In the center you see alarge
bonfire. Around the fire are hundreds of figuresin
white turbans and white robes. They are chanting
in unison—it's an eerie sound. Then the figures
rise and begin to move together around the fire in
a gsrange, dow dance, rolling their heads and
chanting, "Allah-Allah-ah-ah." The hypnotic &-
ft_an:ctII of the dancing draws you in, and you join the
cirde.

Turn to page 116.






116

You stay with Serena’s people, one of the many
tribes of Dervishes, for severa days while she
manages to get word secretly to Bruce that you
are sfe.

At last Bruce and Andrea arrive at the village.

"Thank goodness you're dl right," says Bruce.
"Andrea and | followed your trail to the cafe. The
police raided the place and uncovered a nest of
foreign agents code named SPHINX. But by then
you were gone. Later, when we returned to the
hotel, we found Serena's note teling us where
you were.

"Unfortunately, | had to tel your parents that
youwere missing. They have been very worried. |
guess you'd better catch a plane home and show
them that you are redly dl right. | am sorry you
had only one day in Egypt."

Back in the States, whenever you see the
dawn, you think of those white-robed figures
chanting their hymn to the fird light of day.

You weren't in Egypt very long, but it was an
adventure you'll never forget.

The End
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