Zork - Rebirth of Evil Answers to NEED LIST (from Doug Barnett)

------- Answers to "Needed Items" List -----------------

1) Scenes:

a) The "keep" is now an Illumynite House...er...Lighthouse. It is conical in shape with indented "bands" (grooves) to indicate floors/levels high. The top/roof is simple with a chest-high and a domed center structure where the stairway is. Atop this center dome is a rotating Illumynite Lamp on a metallic stem. The base of the Lighthouse widens for stability.

b) I believe this is changed in the puzzle listing.

c) On separate papers.

d) See Results Chapter (new one).

e) Did we cover this? Or do you still need the list?

2) Specifications Lists:

a) The SCORING SYSTEM is a tweekable element. The basics, though, consist of two registers. One relates to the Hero's Memorial and the other relates to the Fool's Memorial. The objective is to score high and rate high on the Hero's Memorial, while rating low (or not at all) on the Fool's Memorial. It IS possible to be rated/listed on both Memorials.

(The numbers below are samples only to show relative scoring.) 

HERO SCORING:

+100 pts for each successfully solved puzzle.

+10 pts for each MOVE under the number set per puzzle (this can't be calculated until tested).

-10 pts for each MOVE over the number set per puzzle.

+1000 pts for each letter of praise sent to Doug Barnett. 

FOOL SCORING:

+75 pts for each "death".

+50 pts for each "knocked unconscious".

+25 pts for each mistake that requires returning to the same puzzle.

+100 pts for each "really dumb move" (as mentioned in docs).

b) Vulture Travel. You can USE the MAGNET to attach to the Vulture as he swoops in low at the these locations: Lighthouse Roof, Near Vulture Pits, Ferryman's Isle, rail and Cliffs. Yes, you can be dropped off at any previously visited location. Use maps to select drop-off point.

c) Above surface locations/etc. are not auto-mapped. All other locations are icon-imaged. In mazes, if pieces of Illumynite are dropped by PC, then the traveled maze route is shown.

h) Disk Access Menu is the same as in Phase I docs, except that no typing is required...rather, the user is allowed 1-10 saved games and therefore merely selecting the number of the saved game is needed. Examples: "SAVED GAME 1" or "SAVED GAME 7".

k) Game Options should include (defaults in CAPS):

1. Music ON/off.

2. Autosave ON/off.

3. Intro ON/off.

4. Mouse/keyboard/BOTH.

5. Screen Save ON/off (maybe make this a feature).

6. Sound Effects volume HIGH/medium/low/off.

1) Mayor's File Cabinet should include these subjects:

1. History (with Zork events from past, as well as more recent matters that link the old with the new).

2. Who's Who (Zork names old and new; includes brief biography).

3. Zork Patents & Copyrights filed by residents; includes:

1. Uncle's Illumynite Batteries

2. Canuk's "Orb-it" Interface

3. Moodock's TeleOrb Manufacturing Process

4. Wizard Wollack's Orbs

5. Rebecca Snoot's Illumynite Nail Polish & Lipstick

6. Farmer Snoot's Grain-U-Later

7. Keeper's Rotating Lighthouse Beamer

8. Dwarven Illumynite Helmets

9. Dwarven Illumynite Meltdown process.

10. "Illumi-nike Sneakers" for joggers.

11. Fairydust-Buster (cleaning tool).

12. "Knots of Luck" (how-to book by Fisherman Goby) .

13. "Female Bog Wrestling" video tape.

14. "Skipping Rocks on the Lake of Tears" (poetry).

15. Auto Hat Tipper mechanism.

16. Illumynite-lites.

m) The rubble at the ruins should be pieces of stone and wood of multiple shapes and angles, as to obscure the presence of the similarly colored Nectus piece. Each piece of rubble CLICKed on should say "stone rubble" or "worthless piece of stone", etc.

3) Story: (separate cover)

e) I'm not sure what one this means. Perhaps you are referring to the doc section on NPCs. If so, they are described on separate cover.

4) Automapping: (separate cover explanation)

4. Yes, the PC starts with this, but it is an "unseen" accessible feature. Please see the "Automap.sec" text file.

5. The player should learn plenty about the Uncle throughout the game (including the above mentioned Mayor Files). There are comments from his friends and business partners, the journal, the note in the Pawn Shop, patent files, etc.. The emphasis on the game should really focus on ALL the NPCs and the world the PC has stumbled into.

5) Other:

a) How will the COMPASS fit on the new interface?

b) Ahhh...I can't offer much help here, as it would be a conflict of interest (I am currently developing a method of copy-protection for use on Valhalla Productions games).

COMMENTS:

1. I've heard GRUEs mentioned at the meeting and here. Are we really going to use these creatures? I would recommend that we don't. 

Here's why:

Old Zork fans KNOW ALREADY how to handle Grues, so this would merely be boring stuff to them. New players who like this game (without GRUEs) and wish to purchase old Zorks will not be put in this same "rehash" situation.

2. This is more a personal preference than anything else: I HATE the names used in previous Zorks. They sound so silly and goofy to me...."Flathead", for instance. I know, I know... "They are part of old Zork history". But I would be careful not to refer too often to out-dated names and phrases and creatures and whatever. Like I said, this is just a personal opinion....wait a sec....something's beckoning from deep inside my mind...it's...it's...it's ANOTHER COMMENT!!!...."I'd rather watch Steve Martin than Jerry Lewis." Whew...sorry...that one just forced itself out. ;)

