Retrun to Zork - Final Confrontation Scene Sequence
The PC enters the Hall of Statues from Scene XXI.6 (see docs) and goes through the following sequence of scenes prior to the playing of the Final Game.

1. Interior panoramic shot of the Hall of Statues (XXI. 7). You can see the Evil Mutant far down at the opposite end of the hall. The floor depicts a human-sized game board pattern with statues around the outer walls. You are apparently standing a floor above the game floor, behind a balcony.

2. CLOSEUP of Evil Mutant speaking:

“Ahhhh... so my annoying, little opponent has chosen to confront his superior. How very nice."

3a. ZOOM in on face of Evil Mutant (subtly, yet strongly threatening):

"Or perhaps you feel up to a final duel of wits, eh. . . ?"

3b. Player menu offers: YES and NO options. If YES, go to 3c. If NO, go to 3d. The option to SAVE the game should be here also.

3c. Evil Mutant says:

"Aha!... foolish bravery!... I like that in a victim! Let's not waste precious time, then. Come down... and meet your maker! Hehehehehe." Go to 4 below.

3d. Evil Mutant says [look of intense disgust as he prepares to destroy PC]:

"Wrong answer." Go to 5 below.

4. The main Game Room display (play occurs on this screen). Winning the game takes you to scene XXYIII.20, then to XXI.8, etc..

 5. Animated scene depicting PC being totally toasted by immense Evil fireball.

Return to Zork - Citadel Final Game Rules
The following are the playing rules for the final game in the Citadel. This game, once the main Return to Zork adventure is finished, becomes a stand-alone, "mini-game". That is, it can be accessed and played by itself after the successful completion of Return to Zork.

This is the Final Confrontation between the Player Character (PC) and the Evil Force. This game determines the ending to the overall game (see design docs).

The scene is overlooking the Hall of Statues (approximately a 30-40 degree camera angle).

The floor of the great hall is the game "board". The walls of the hall correspond with the shape of the playing board, showing the doors, pits, zones, etc. 

The top, horizontal Menu Strip is only available in Stand-Alone version.

The Basic Play:
At the start of the Final Confrontation or New Game (stand-alone version) the Player has 8 pieces and the Evil opponent has 10 (see The Playing Pieces). Each piece has its own characteristics and can be brought into play on any turn. Only 1 piece per turn may enter or exit the game, per side.

Player has first move and must place the Wizard onto one of the designated Starting Positions. The Evil opponent must now do the same with the Canuk piece. Beginning with the second turn, either side may choose which piece will enter/exit/move each turn.

Each side must attempt to turn the entire board into 1 territory and/or exit all one's pieces safely through all of the opponent's doors, or turn all of the opponent's doors to friendly doors (by exiting pieces).

Seguence of Play:
Step 1: Player enters his Wizard piece onto the board via one of the southern doors. 

Step 2: Evil player enters the Canuk piece in like manner.

Step 3: Player does one of the following:

a) Move a piece that is already on the board.

b) Move/enter a piece through any friendly door

c) Move/exit a piece through any door.

d) Stone or de-Stone a piece with the Wizard (throws Magic Talon).

e) Move/Attack a piece.

Step 4: Opponent does one of the following:

a) Move a piece that is already on the board.

b) Move/enter a piece through any friendly door.

c) Move/exit a piece through any door.

d) Stone or de-Stone a piece with Canuk (casts spell).

e) Move/ Attack a piece.

Step 5. Repeat Steps 3 & 4 until objective(s) are achieved.

The objectives in the game are:
1) Turn all octagons and squares into Green Territory and Live Zones.

2) Turn all Evil pieces into stone.

3) Exit a piece out each of the enemy's doors and turn them to "friendly" The doors can only be turned back into their original sides by exiting a piece from the game through them. If, at any time, all of the Player's or Evil's doors are controlled by their opponent, the game is over.

4) Safely exit all pieces through opponent's doors.

The Plavin2 Pieces:
a) Canuk the Mage & Spells. This piece can move as far as one wishes in a single direction. Canuk can either Cast a Spell or Move in any turn, but not both. This, and the opposing Wizard piece, are the only pieces that can Stone and De-Stone another piece (by casting the Spell/Throwing Talon). If Canuk is Stoned, then it is impossible to revive it (it is out of action for the remainder of the game). A Stoned piece is immobile and becomes an obstacle until De-Stoned. Canuk can "stun" another piece in same manner as others use: attempting to move onto an occupied octagon. Only Spells and Talons can Stone and De-Stone.

b) Wall of Illusion. This is an invisible playing piece available only to the Evil side. Nothing can pass through this invisible wall. Running into this wall will cause a visual special effect at the moment of collision only. The Player must remember where this wall was, or try to predict its movement to a new position.

This Wall can be moved by the Evil player at any time, but it takes a full turn to pick it up, another turn to ready, and a turn to set it in place on the board. Therefore, if the Wall has been picked up to be moved, then there will be a full turn during which the Wall will not be on the board to obstruct movement.

The Wall of Illusion piece can be destroyed by the Talon or a Spell. However, it takes 10 "hits" by these elements to destroy. The Wall can be "repaired" by keeping it off the board. In this case, for each turn the piece is off the playing board one level of damage is repaired, up to its maximum of 10 levels. Hitting the Wall piece with a Talon or Spell should trigger a temporary special effect animation, as well as a "destroyed" animation.

c) Vulture. Vultures can fly over all obstacles except a vertical Revolving Mirror. It attacks another piece via an aerial assault, then can retreat up to 2 moves (in addition to the 4 moves of the attack). Its animation shows it always landing on a magical perch (which disappears when vulture starts his move). Vultures are more vulnerable than other pieces, as one attack from the Uncle or Wizard or Rebecca will destroy it. Vulture attacks result in a "stun" (attacked piece dazed and out of action for I turn). Continuing to attack a stunned piece results in accumulative stuns, up to a maximum of 3 turns out of action.

d) Grues. Grues attack and stun as usual, but can only be seen (visible on board) while they are in motion (moving).

c) Trolls. Trolls attack and stun as usual, but can also be only "half-stoned" when hit by the Magical Talon. The fist time a Troll is struck by the Talon, his lower body becomes stoned and makes him immobile. However, the top half is still functional and may attack into an adjacent octagon De-Stoning a Troll takes 2 Spells (unless only half-stoned) Troll can be stunned by other pieces in normal fashion.

f) Wizard Trembyle & the Talon. Works just like Canuk (a).

g) Fairy. Works just like the Vulture (c), but with different animation, of course. Fairies are more vulnerable than other pieces, as one attack from any piece (except Spells) will destroy it.

h) Uncle. Works like a Troll piece. It only takes 1 Spell to Stone/De-Stone.

i) Rebecca. Moves slightly farther than other pieces. Attacks, Stuns, etc. as normal. It only takes 1 Spell to Stone/De-Stone.

j) Snoot, Moadikum & Pugney. Attacks, Stuns, etc. as normal. It only takes 1 Spell to Stone/De-Stone.

k) The Fool. Although this piece can move 4 octagons per turn, once set in motion by Player, the Fool will move in random directions for next 3 moves. It takes 1 Spell to Stone/De-Stone

Game Piece Cross Reference Table

	NAME OF PIECE
	SIDE
	VALUE
	MOVES
	SPECIAL NOTES

	Canuk the Mage
	Evil
	100
	No Limit
	Casts Spells in any direction

	Spells
	Evil
	
	No Limit
	Launched by Canuk the Mage piece

	Wall of Illusion
	Evil
	100
	
	*See special rules for use

	Vulture
	Evil
	
	4+2
	May change direction while moving, and they can fly over all obstacles

	Grues
	Evil
	80
	2
	Visible only when moving

	Trolls
	Evil 
	50
	2
	Can strike into any adjacent octagon (not separated by square). Takes 2 hits to fully stone a Troll. The first hit only effects the Troll from the waist down; it can still strike into any adjacent octagons.

	Wizard
	Good
	100
	No Limit
	Throws Magic Talon any direction

	Fairy
	Good
	80
	4+2
	May change direction while moving at the Player’s discretion and she can fly over all obstacles.

	Uncle
	Good
	60
	2
	Can strike into any adjacent octagon (not separated by square). Takes 2 hits to fully stone the Uncle. The first hit only effects the Uncle from the waist down; it can still strike into any adjacent octagons.

	Rebecca
	Good
	60
	3
	A little quicker on her feet.

	Pugney
	Good
	40
	2
	

	Snoot
	Good
	40
	2
	Same as Pugney.

	Moadikum
	Good
	40
	2
	Same as Pugney.

	Fool
	Good
	20
	4
	Unpredictable movement pattern.

	Talon
	Good
	
	No Limit
	Thrown by/returns to Wizard piece.


The Plav Field:
The play field (game board) is made up of octagons (13x9) and connecting squares. The upper half of the playing area starts out as "Evil Territory", belonging to the Evil side (crimson octagons and squares). The lower half starts as Player territory (all green areas). see Fig. 1.

The different squares and octagons have different effects in the game.

Green Octagons. 

Whenever a Player piece moves onto an octagon, it becomes Player Territory and turns to green (vegetation).

Movement cost. -1 (for Player's pieces) -2 (for Evil pieces).

Crimson Octagons. 

Whenever an Evil piece moves onto an octagon, it becomes Evil Territory and turns to crimson (blood).

Movement cost: -1 (for Evil pieces) -2 (for Player's pieces).

Pits. 

The two (2) squares depicting a Pit are fatal to any piece that moves onto them, except for the Vulture, Fairy, Spells and Talons. Animation shows piece falling/being sucked down into the Pit. The fallen piece cannot return to the game.

Movement cost. 0

Starting Positions. 

These octagons arc the starting positions for the playing pieces entering or exiting the board during the game. This is the first "move" position of a piece entering the game from one of the adjacent doors. This is also the second-to-last "move" required before exiting through the adjacent doors.

Movement cost: -1

Enter/Exit Doors. 

The sides of octagons with these doors dictate the direction of entry or exit of playing pieces during the game. They cannot be destroyed.

Movement cost. -1

Revolving Mirror Door 

This vertically-rotating Mirror is located in the center octagon. It will deflect any spell that hits it from an)' of the top or bottom 3 octagon sides. Spell, Vulture, Fairy, and Talon can pass through this octagon from the 2 side directions only. However, this Mirror rotates vertically and allows them to pass through from any side while in the flat (horizontal) position. This should be more than a 2-frame animation (more like 6-10) to make it more challenging and attractive. This Mirror can never be destroyed. Only Spells, Talons, Vultures and Fairies can pass through the Mirror (in flat position only).

Movement cost: 0

Live Zones. 

These are the squares often connecting the N, E, S, and W sides of an octagon. They are special areas that are enchanted with Good, allowing growth and vitality. Evil pieces (except the Vulture and Spells) will turn this square into Dead Zones as they pass over it, but lose the remaining (if any) movement points for that piece

Movement cost -1

Dead Zones. 

The opposite of Live Zones. Player pieces (except the Fairy and Talons) will turn this square into Live Zones as they pass over it, but lose the remaining (if any) movement points for that piece. 

Movement cost: -1

