Playing Rules for

RETURN TO ZORK

2nd Game:

Entrapment
Game Board:
* The game board consists of 16 squares in a 4x4 block (see attached sheets).

* Each square can be landed upon/moved onto by the Player Piece onlv once.
* The square moved off of by the Player Piece "caves in" and becomes a "pit"

* When it is the Player's move, the possible squares his piece may move onto are highlighted somehow to make playing easier.

The Playing Pieces:
1. Momhius Picce
This piece is an animated image of Morphius. He may move to any unoccupied, "solid" square on the board. Until half of the squares have been turned solid by Player Piece, he will taunt the User with dialogue after every move. When 3/4 of the squares arc solid, he will start to sound 
a little unsure of himself...and a little angrier.

This piece's AI should avoid moving to a square that can be moved into by the Player Piece on the following Player turn. In other words, don't move this piece onto a square that is accessible to the Player Piece.

When all of the squares have been turned solid by the Player Piece (except for the square the Morphius Piece is currently occupying), the Player wins and Morphius starts the "win game" sequence of events. Oh, yes...and he totally blows it, as far as dialogue goes.

The Morphius Piece cannot move onto the square occupied by the Player Piece (but can move right beside it!).

This could also be the "Canuk Piece"

2. Player Pieces:
This piece (Wizard?) moves rather like a knight in Chcss (shape of an "L"): 1 straight and 1 diagonal, in any order. See the attached sheets for examples.

A "move" must include both a diagonal and a straight movement and cannot extend beyond the playing board.

The Player always moves first and may start in any square on the board.

There are only 14 moves possible in the game.

If the Player Piece is moved onto a "pit" square, the Player loses the game.

Sequence of Play:
a. Player places the Player Piece on any square on the board.

b. Morphius places his animated, self-imaged piece anywhere on the board (per above limitations).

c. Player moves 1 straight and I diagonal or 1 diagonal and 1 straight.

d. Square moved out of by Player Piece "caves in" and becomes a "pit".

e. Morphius Piece moves to any legal square (as per above limitations).

f. Repeat steps (c) through (e) until no square remains for the Morphius Piece to move onto.

Visual Notes & Suggestions:
* Morphius should challenge the Player to "2 out of 3" games.

* When a square is vacated by the Player Piece and becomes a "pit", it should animate like the ground just fell away. Perhaps making the game board appear as though it is made of ice and animate the thin ice breaking away when the square is vacated?

* One thing the mutant Morphius cannot stand is losing. Should the Player win the game, Morphius will fly off into a horrific rage, thus causing the Citadel to "explode".

* At the end of the game, there should be a full-screen portrait of Doug Barnett, dressed like Don Johnson and wearing the coolest shades available, accompanied by joyous crowds chanting his name. Small, cute Cupids begin to flutter around the screen shooting tiny arrows… as a parade of beautiful maidens enters from the right side tossing flower petals into the air and fainting whenever the eyes in the portrait glance downward​

​

* Perhaps that last note is over-done… scratch the shades.

