Return to Zork

Puzzles

1 July, 1992

1) Get Bonding Plant

· Pick up rock at Mountain Pass

· Throw rock at vulture

· Zoom-in on Sign

2) Keeper's 2nd Password
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3) Make the Raft

· Use knife/sword to cut down vines from the Keep (or whatever it is)

· Learn knot from Fisherman Goby

· Pick up boards at ruin

· Tie boards with vines

4) Capture a Pet Vulture

· Get magnet from the knocker at Canuk's front door

· Get whistle from Cereal Box in General Store

· Snare Vulture at Vulture Pits

· Use whistle (from anywhere?)

5) Get Food/Fish from Keeper (why?)

· Get Mirror from Rebecca's room (stealing?)

· Give Mirror to keeper

6) Get To West Shanbar via River (from Keep or whatever it is) (Can't we walk?) 

· Take Raft 

· Put raft in river

· Jump at bridge

7) Get to top of Keep tower

· Get Food/fish from Keeper

· Give Keeper 2nd password?

8) Make pile of grain (for final puzzle)

· Get lever from Hardware store

· Put lever in hole at Snoot's Silo

· Pull lever

9) Get 1st nectus piece

· Get Dizzy World Tickets from Pawn Shop

· Locate Vagabond under the west side of the Bridge.

· Kindly, gently give tickets to Vagabond under the bridge

· Vagabond gives you his pet rock

· Wash the rock in the river to reveal the nectus piece (possibly hinted at by the Vagabond).

· If you aren't gentle enough with the Vagabond, he will run away. If he runs away, leave for a while and return to find him there again.

10) Get Coins

· Open Cash Register in Pawn Shop

· OR Strike Coin Tree with Sword in Whispering Woods

11) Get 2nd nectus pieces

· Talk to Ms. Peepers

· Pick up nectus from her desk

12) Rent Boat with Rat Motor (Access to Witch's hut)

· Give Goby 2 coins for rental

· Get discount if you volunteer to take note to the witch (does saving money make any difference?)

13) Learn the Knot

· Ask about knot from Goby

14) Enter General Store

· Get wire from Garbage Heap

· Pick lock with the wire

15) Defeat RATS in General Store

· Go very fast

· OR use sword/dagger/stick

· OR use freeze spell

16) Get Whistle from cereal box

· Open box

· Look inside

· Shake box (or something)

· Pick up Whistle

17) Sleep perchance to Dream (how many times?)

· Pay 5 coins to registrar

· Lock the door

· Get in bed

· Turn off the light.

18) Fix Sword

· Get sword from Moadikum by talking to him?

· Give to blacksmith

· Give 2 coins to blacksmith

19) Get Sword AND Coin from Moadikum

· Talk his ear off'?

20) Find wire hanger in heap 

· Maybe it should be buried?

21) Washing Orb in the River

· Maybe a special location or Goo is needed

22) Fill Flask with Invisibility Potion

· Get Boos Miller drunk

· Pick up flask that gets uncovered after he falls

· Go behind waterfall

· Put flask under invisible stream of waterfall?

23) Get Keys to Underground

· Get Boos Miller drunk

· Pickpocket him

24) Enter the GUE of ZORK

· Remove chuck from Waterwheel by pulling rope on ground

· Return to interior of Old Mill

· Notice Opened trap door

· Turn on lantern from (GENERAL STORE?)

· Go down stairs

25) Return to upper world

· Go up stairs in Underground Old Mill

· OR use Pet Vulture to 'tween you

26) Navigate Whispering Woods

· Get love note from Goby the fisherman

· Give note to witch

· Get Bats from witch

· Let loose one bat at a time and follow it closely (gets progressively harder)

27) Learn bell signals for Ferryman's Isle

· Wait for two turns in the Whispering woods

· Listen after these turns for what the woods whisper

28) Hire the Ferryman

· Get coin from Moadikum (by talking his ear off)

· Ring bell three times at Ferryman's Dock

· SHOW coin to Ferryman

to return...

· Ring bell two times at island dock

· GIVE coin to Ferryman

29) Unduck Canuk

· Knocker is made of two objects: Horseshoe magnet, pry it loose with sword 

· (Inside shack, find papers in drawer: invented interface allows battery to be used with orb. Vultures are transporting Illuminyte, See blueprints) 

· Look at book on table

· Perform the instructions (what and how?)

30) 3rd nectus piece

· Allow Canuk to shrink you

· Swim inside Bottled Ship bottle to ship

· Look at label of ship and read the combination

· Find the safe in the ship

· Open safe with combination (interface?)

· Take everything you can while you are there including nectus

· Make a joke about Monkey Island while underwater for so long

31) Reduck Canuk

· Shine Metal from bottled ship with rag from bottled ship

· OR get Mirror from Rebecca's room ;"

· When Canuk begins to "DUCK" you, reflect the spell with the shiny metal OR the mirror

32) Get 4th nectus piece

· Go to ruins

· Rubble has humorous stuff

· Find among the rubble

33) Get Milk into Thermos

· Get thermos from Snoot's kitchen

· Listen for Cow at Pugney's

· Go into Pugney's barn

· Figure out how to milk a cow

34) Make rope bridge

· Get Return Talon

· Cut down more vines with sword

· Throw vines with Talon across the river (vine return with talon after wrapping around tree stump on other side)

· Repeat with another vine (for bottom of bridge)

· Pick up boards and place them along bottom vine-rope for bridge.

35) Get Return Talon

· Get Fairy Dust (a serious depressant) from Fairy

· Put Fairy Dust in Cattle Feed

· Let Cattle out (or lead to feed trough)

· Watch Cattle fall asleep

· Wait for Vultures to eat Cattle

· Watch for Vultures to fall asleep

· Sneak into Vulture pit and steal the Talon

36) Get the 5th nectus piece

· Get vines (from keep) or a rope (from where?)

· Get Knot tieing lesson from Goby the fisherman

· Tie rope-vine to tree branch

· Lower yourself down to caves

· Get nectus Diece from cave

· Climb back up

37) Identify the Wall of Illusion

· You start with the 2 film negatives

· At the Cliffs of Depression, look at the negatives

· Notice that they are pictures of the same location but that you can see a faint outline of the Citadel's spires in one of them

38) Text room

· Pressing any key will auto-enter something?

· Select TYPE icon from action menu?

· Read all the entries for hints?

39) Get Troll Symbol Necklace

· Turn on light before entering Trol1 Cavern

· Examine scratch marks next to skeleton at entrance to cave: LULD RUUR

· Memorize those letters

· Using the letters as directional information (Left, up, left, down, etc.), swing your sword 8 times in the correct "strokes" to fight off the bad Trolls 

· Believe quivering Troll leader (the 9th Troll) and, instead of striking him, talk to him, grant him his life

· In return, he gives you his Necklace of Fear (you were shaking in your boots all along, remember?)

40) Get to the Waterfall (overflow of the Reservoir of Tears at the FCD #3)

· Negotiate the Forest Maze

· Find the path to the bottom of the Dam

· Go behind the waterfall

41) Free the Fairy

· Cut her out of the spider's web with sword, knife, or return talon

42) Call the Fairy Back

· Light the match

· Talk to Fairy (she realizes she was rude)

· Fairy Gives you a bag of Fairy Sleeping Dust

43) Get The 4 Arrows

· Find the Blind Bowman

· Somehow, call him grandpa

· In his excitement for finding his long lost grandson, he runs off to hug a tree

· Pick up arrows from the ground and/or from his quiver

44) Find the Tree Spirit

· Avoid stepping on the Mushroom People (how?)

· Follow Mushroom People through the maze

· Embrace the Tree Spirit

· (she will save you as many as three times now by calling her)

45) Kill the Boar

· Any three sword swings in a row

46) Defeat the Spider

· Get the Necklace of Fear from the Troll

· Show this necklace to the Spider

· Slay the spider with the sword (how about another weapon?)

47) Get More Rats for Rat Motor (in case too many trips to the Witch's hut)

· Gain entrance to the General Store

· Capture Rats with Freeze Spell obtained from Witch (they escaped from box of replacement rats)

· Empty Motor of exhausted Rats

· Put new Rats in motor

48) Find 6th Nectus Piece

· Get to Temple of Bel Nair

· Find Bingo Parlor

· Play Hangman Game

· Spell Nectus before guessing enough letters wrong to reveal hangman

· If you win, Nectus piece comes out of prize drawer

49) Navigate Passage Through Dwarven lllumynite Mines to get to Ancient Ruins

· Talk to Dwarven General

· Listen to Cadence of Marching Dwarf Troops

· Memorize the left, right, left sequence

· Get in the Mining Cart

· As the Mining Cart careens through the tunnel, select left or right branches in the same sequence as the Dwarven Marching Cadence

· Successful navigation leaves you at the Ancient Ruins (how do you get back?)

50) Get Stick and Freeze Spell from Witch

· Rent Boat from Goby

· Volunteer to take love note to the Witch (he's too shy)

· Motor over to Witch's Hut

· Give Goby's letter to the Witch, for which she gives you a walking stick

51) Navigate Creeping Bogs

· Get Stick from the Witch

· Use the stick to identify mushy parts of the bog to not step in

· Find your way out without sinking

52) Get the Sword Blessed

· Go to the Temple of Bel Nair

· Speak to the Holv Man

· Show him the sword and he blesses it

53) Get the Shield

· Go to the outside of the Temple of Bel Nair

· Standing in front of the Old Gate archway, you see two metallic Monk statues, one on either side.

· Take the Shield from the one that has one.

54) Assemble the Nectus

· Gather the 6 Nectus pieces

· Talk to the Holy Man at Bel Nair

· Show him a Nectus Piece and he'll tell you about the Flying Disk of Frobozz

· He will also send you on your way to the Dwarven Mines

· Navigate the Dwaven Illumynite Mines successfully

· Go to the alter

· Place the Nectus pieces on the altar

· Call down lightening (or simply wait for lightening)

· Pick up the Flying Disk of Frobozz

55) The Final Puzzle: the Citadel

* You nleed the following items to succeed at the Citadel:

· Freeze (Stillness) Spell (Witch's Hut)

· Talon (Vulture Pits)

· Flying Disk of Frobozz (5 pieces)

· Invisibility Potion (Waterfall)

· Troll Symbol (Troll Caverns)

· Shiny Shield (Bel Nair Temple)

· Sword (Moodock)

· Bow and 4 Arrows (Forest of Spirits ~ Bowman).

What about the De-Stone Spell?

* The final confrontation with the Mass of Evil Energy must take place in the following sequence:

I. Find the location of the Wall of Illusion via the PHOTO NEGATIVES (made Positives in Cliffs of Depression). Get to the Wall from the Cliffs of Depression.

THROW FLYING DISK OF FROBOZZ at the mountains. This will smash the landscape illusion wall, The Wall of Illusion, and expose the Gates to the Citadel of Zork.

3. Enter Citadel through huge Gates. To OPEN the Gates, you must use the BOW & ARROWS to "knock" 3 times. If you knock on the Gates himself, boiling oil will come down from above and sizzle you.

4. In the Reception Hall you meet 2 huge Orc Guards. They come at you with lances. Use INVISIBILITY POTION to get (around them and through the door behind them. The Freeze Spell won't work.

5. Room 4: You meet the giant, female Orc with the swirling "Spiked-Ball-on-a-Chain" weapon. To avoid certain mutilation, use the TROLL FEAR SYMBOL...it works in reverse while amongst so many evil vibes. She is charmed and harmless....but in lust with you.Use another INVISIBILITY POTION (which won't work until she is charmed because her weapon is unavoidable) to get by her through the next door.

6. Room 5: There are 4 passageways here. One will get you to the next step (the Circular Pit room) and the other 3 are certain death. Each "door" is different, as follows:

-Door 1 (5x) (from left) is a conical, double-handled, wooden one with metal reinforcements. Behind this door, and into the darkness, is a sheer drop to impalement (using blackness and sound effects to get the "point" across).

-Door 2 (6) is not visible, but rather is actually a movable section of the stone wall (secret door) between Door 1 and Door 2. This is the way to the Circular Pit and on to the Hall of Statues.

-Door 3 (5y) is large and rectangular, made of steel with spikes. Behind this door is "pure void"...a state of dark emptiness (like floating in space).

-Door 4 (5z) is circular, like a Chinese archway, with polished, brass, ornamental doors. When this door is chosen, it will open and from within the darkness will come a wall of spears directly toward PC. It's human pin-cushion time.

7. Room 4: Circular Pit Room with only two VERY-narrow ledges wrapping around the perimeters of the Pit. One ledge will collapse. Use ANY 3 HEAVY items in your pouch to toss onto one of the ledges. If the ledge doesn't collapse...that's the safe one. In the Pit is fire and bubbling lava-like liquid.

Follow remaining ledge around to door on opposite side of room. 

Alternative: dump EVERYTHING in your possession except for the items needed to solve final puzzle, or ledges will collapse.

8. Hall of the Stoned and Transformation Room. 

Here you find the unbelievably hideous Mass of Evil Energy. Surrounding it are statues of villagers, among them: Rebecca with a readied sling, Your Uncle with a raised sword, and the Wizard in a casting stance. 

There are flying, vicious things darting around, swooping at you.

 9. Freeze Flying Things with FREEZE SPELL.

10. Avoid backlash of fireball thrown by MEE (move left). 

The speed of the fireball is slow enough to allow you time to make decision.

11. Dodge second & third fireballs (move right twice)

12. Use last INVISIBILTY POTION. 

MEE will move about looking for you.

13. DEFLECT STONE SPELL (aim shield center) at Uncle. 

Uncle comes alive and strikes MEE.

14. DEFLECT STONE SPELL (aim shield to right) at Rebecca. 

She lets go with readied sling and projectile hits MEE in head. MEE is temporarily stunned. As MEE recovers, he raises his arms above his head angrily, preparing to cast a triple spell at you.

15. You throw TALON at raised hands and it knocks MEE's aim off, sending the Triple Spell zooming around the room, ricocheting off the walls (use cool special effects for this).

16. Triple Stone Spell ricochets off walls and hits Wizard statue.

Wizard comes alive and casts a sparkling Spell of Wrath, which starts a strange and frightening visual display around MEE.

17. Try to get out of there along with the others (they QUICKLY get out). But you cannot make it. CUT TO: 18.

18. Massive screen explosion and sound effects.

19. CUT TO: Aerial view of Citadel…rumbling, smoking...it explodes and you see a tiny human figure being blown out through the top of the Citadel. It enlarges to CLOSE...it's you (though no face is ever shown).

Huge Grain Pile: If it was made from the Silo, you will land safely. If not, there will be a familiar hole at Snoot's Farm.

