Most items: look at (examine), drop, pick up

	White House

LETTER

PARCEL 

[TELE-ORB]


	You are standing by a white house.

Behind House

You are standing behind the white house.

West of House

You are standing in a field west of a white house with a boarded front door. 

There is a small mailbox here.

Open mailbox

Ah, the sweepstakes winner. I’ve been looking forward to… No! No! Help!!!

	Starting Items
	CAMERA: use

MAP: use

TAPE RECORDER: use

PHOTOS: use

MATCHES: light a match, if match goes out (The match went out.)

KNIFE: strike, stab, throw

TELE-ORB

	Mountain Pass


	ROCK: throw, kick

VULTURE: talk to, show item to

SIGN – BONDING PLANT: pull out (with knife: cut, dig up), eat (Yum...)

	Lighthouse
	

	Lighthouse: Beside Door
	DOOR

	Lighthouse: Inside
	KEEPER: talk to, ask, give rock (The Keeper takes an illumynite rock from you.)

[DISC PIECE] (The Keeper gives you a piece of a broken disc.)

	Lighthouse: Top
	RAIL

Tie rope to (You tie the rope onto the rail.)

Throw rope (You throw the rope across the river.)

Tie cow-hitch on rail (You tie the rope on the rail with cow-hitch.)

Tie Talon to tired rope (You tie the talon to the end of the rope.)

Throw Talon (The rope with talon flies back and makes a double rope bridge.)

	Lighthouse: Behind
	VINES: pull (with knife: dig up, cut)

WOOD PLANKS (with vines: tie vines on)

	Road to the South
	

	Northern River (1)
	

	Northern River (2)
	BRIDGE

	Rapids
	

	West Shanbar
	

	West Shanbar (back)
	

	School House
	DOOR: knock (No one answers.)

BELL: (with knife: strike) Ms. Peepers hears the bell and opens the door for you.

	School House: Inside
	MS. PEEPERS

Ask about unknown (She won't cover that subject.)

Give item (You can't get a better grade that way.)

Talk to again (Ms. Peepers doesn't have anything more to say.)

[NOTEBOOK: use]

QUIZ: West Shanbar Public School #1    Ms. Peeper’s Class   1647 GUE

Ms. Peepers gives you her notebook.

	Hardware Store
	

	Hardware Store: Inside
	CRANK

MICE: drop (The mice scamper away.)

BOX: put mice in

	Gift Shop
	DOOR: knock (No one answers.) open with key (You open the door with the key.)

	Gift Shop: Inside
	CASH REGISTER

BATTERY (drop in tele-orb)

COINS [6 zorkmids]

TICKETS

	Mayor’s Office
	

	Mayor’s Office: Inside
	MAYOR

DRAWER 1

DRAWER 2

DRAWER 3

	Under Bridge
	WAIF: give tickets (The Waif gives you a gift.)

RIVER: fill flask with (Flash is full of water.)

[WAIF’S GIFT / DISC PIECE]

	Old Mill
	BOOS: talk, ask, ask for keys (with glass: make a toast)

PLANT

GLASS: drink (One-five-one proof, you hit the roof.), pour glass out (Glass is empty.), throw glass (You broke the glass!)

[KEY] 

[FLASK]

Boos pours you a glass of rye.

Here's to us!

Who's like us?

Damn few,

And they're all dead!

You now have Boos' keys.

You politely returned the glass to Boos before leaving.

	Old Mill (back)
	

	Old Mill: Behind
	CHOCK (The water wheel is now turning.)

KEY

	Cellar
	DOOR: knock (No one answers.), insert key

	New Mill: Inside
	You found another mill.

	New Mill
	

	New Mill (back)
	

	East Shanbar (1 – east)
	

	New West Shanbar
	

	East Shanbar (2 –east)
	

	East Shanbar (2 –west)
	

	General Store
	DOOR: knock (No one answers.) insert wire

	General Store: Inside
	RATS

CEREAL BOX: shake (You found the prize!)

[WHISTLE]

	Moodock’s Armory
	

	Armory: Inside
	MOODOCK: talk to, ask

SURVIVOR GAME BOARD  (You beat Moodock at Survivor.)

[SWORD]

[COIN]

	Incinerator
	INCINERATOR
LEVER 1

LEVER 2

[WIRE] (You have a HOT wire!) take (Y E O O W ! ! That's hot!) pour water on (The wire is cooled.)

	Inn of Isenough
	

	Inn: Lobby
	For paying guests only

	Inn: Front Desk
	MOLLY: talk to, ask, give zorkmids (You paid for a room.)

	Inn: 3rd Floor Hallway
	

	Inn: Room 1
	SINK

NIGHTSTAND: drop (That's a good place for illumynite.)

MONITOR

LIGHT SWITCH (You fall asleep, and dream.)

TUNER

	Blacksmith’s Shop
	

	Blacksmith: Inside
	BLACKSMITH: give sword (The Blacksmith cheerfully accepts the job.)

Asking things:

$@%&*!!

%@^)$@%&*!!

@%&*?$@!!

You got the Dwarven Sword back.

You got the Dwarven Sword voucher.

	Boat Rental
	BEN: give coins (You've rented a boat.) / (You already paid for the boat!), get note from Ben (You now have a private note from Ben.)
KNOT (Ben teaches you the cow-hitch.)

MOTOR: drop mice in (The mouse doesn't provide enough power.) remove, drop rats in (The motor is running.)

[SEALED LETTER] open

	Hero’s Memorial
	

	Hero’s Memorial (back)
	

	Troll Caverns
	SKELETON

	Troll Caverns (back)
	

	Fool’s Memorial
	BOOK

	Fool’s Memorial (back)
	

	Road
	

	Cliffs of Depression
	ROPE

TREE: tie rope to (You tie the rope on the tree.)

	Cliffs of Depression (back)
	

	Cliffs: On Rope
	

	Cliffs: Lower Ledge
	Healthy Bonding Plant required for admission.

	Cliffs: Lower Ledge (back)
	

	Comedy Club
	Photography and paparazzi not allowed in Comedy Club.

Cliff does not photograph well.

CLIFF: talk to (Talk to the audience instead.)

[DISC PIECE]

Joke1: (They all smile after your first joke.)

Joke2: (A few chuckles after the second joke.)

Joke3: (Three jokes! They're laughing now.)

Joke4: (They're roaring after fourth joke. You win the contest!)

Repeat joke (They've already heard that joke. They're getting depressed.)

Joke after 4 (They've heard enough jokes. Don't get them started.)

Win contest (Cliff gives you your prize.)

Cliff is now asleep.

Cliff has re-awakened.

	Wall of Illusion
	The path is blocked!

Throw disc (You shattered the Wall of Illusion.)

	Snoot’s Farm
	

	Snoot’s House
	DOOR: knock (No one answers.)

	House: Living Room
	That was sneaky.

	House: Rebecca’s Bedroom
	MIRROR

	House: Kitchen
	SOAP

THERMOZZ: pour out, drink[1] (A drink of milk... and you can see a little clearer.), drink[2] (Another cup of milk, and you can see even better.), drink[3] (Your vision is now so good, it's safe from any spell.), drink[empty] (It's empty.)

CEREAL BOX

OVEN: turn on

SINK: turn sink on (There is soapy water in the sink.), drop soap in sink, wash Waif’s gift (It's a piece of something round!)

REFRIGERATOR (MEAT -> THAWING MEAT -> ROTTING MEAT)

The meat you have is thawing.

The meat you have is rotting.

	House: Snoot’s Redroom
	ALEXIS

	House: Bathroom
	REBECCA

SINK: turn sink on

(Rebecca quiz) From the Desk of Rebecca Snoot

	Farm: Silo
	SILO LATCH: turn silo latch counter clockwise (Counter-clockwise cranking), turn silo latch clockwise (Clockwise cranking for ... Carrots! Carrots! Carrots!)

[CARROTS] eat (Yum...)

	Pugney’s Ranch
	

	Pugney’s Ranch (back)
	

	Ranch: House
	BRA BOX

	Ranch: Door to House
	WINDOW

[PUGNEY]

	Ranch: Barn
	

	Ranch: Inside Barn
	COW: talk to, milk [with cold hands] (Your heart may be warm, but the cow gave you the cold boot.), milk [with flask] (Spilt milk), milk [with thermozz] (Milk in an environmentally correct container.), feed other (The cow doesn't see any point in that.), feed carrots (Maybe later.), feed carrots (Yum…)

HAY: drop (A clump of hay was dropped nearby.) burn (The hay can't be burned that way. Drop it first.),(A clump o' burning hay.)

[HAY FIRE] warm hands (Udderly the right way to treat a lady.)

Visit other pastures before another milking.

The cow needs some nourishment.

	Random on Road
	REBECCA

	Vulture Pits
	Drop frozen or thawing meat (Vultures ignore that meat. Try another recipe.)

	Vulture Pits: Inside
	TALON

	Ruins
	TILES: drop tiles into frame

[DISC PIECE]

[ILLUMYNITE ROCKS]

	Ruins (back)
	FRAME    [PUZZLE] You solved the slide puzzle.

	Forest of the Spirits: Tree
	TREE WITH METAL LEAVES: strike tree with knife (You can't reach that.) strike tree with sword (Some coins fell on the ground.)

COINS

COIN (You pick up more zorkmids.) / (You pick up some zorkmids.)



	Forest of the Spirits: Battle
	BOWMAN: talk to, ask (The bowman ignores you.), give thermozz (You have cured the Bowman’s blindess. // The Bowman leaves.)

[BOW] shoot arrows (The arrow shoots off errantly. You're a lousy shot.)

[ARROWS]

	Forest of the Spirits: Dark
	FAIRY (You now have the Fairy Dust.)

[FAIRY DUST]

	Forest of the Spirits: Trap
	PILE OF LEAVES: throw item (The pile of leaves spring up in a trap.), cut with sword (Your spring trap reward.)

Continue to walk (Flipping out your coordinate system.)

	Forest of the Spirits: Spirit
	TREE SPIRIT

	Forest of the Spirits: Boar
	HUNGRY BOAR MEMORIAL

Strike with knife or sword (Strike 1. Merely a scratch.)

Strike with knife or sword (Strike 2. Just a surface wound.)

Strike with knife (A true swordsman is needed to Disc-embowel the Boar.)

Strike with sword (Strike 3. The statue has something in it.)

[DISC PIECE]

	Forest of the Spirits: Spider
	SPIDER: anything (The fangs of death.), feed, show necklace (Reverse arachnophobia.)
SPIDER WEB: cut with sword (The road is clear.)

	Flood Control Dam #3
	

	Behind Falls
	THE BACKSIDE OF WATER

	Whispering Woods
	[BAT GUANO]

Your peripheral vision is dimming.

Tunnel vision.

Can you see the ga-lactic Milky Way?

Your eyes have failed.

	Whispering Woods (back)
	

	On River
	

	Witch’s Hut
	As you pull up, the rats turn into stone. You can't use the boat.

	Witch’s Hut: Inside
	WITCH ITAH: talk to, ask

STICK: ask about
BAT CAGE: ask about

give sealed letter (You have permission to take the Witch's stick.)

Ask about milk (You have permission to take the bats.)

	Creeping Bogs
	You exit Creeping Bogs. Fog closes behind you.

	Ferryman’s Dock
	BELL (You summon the Ferryman.)

[FERRYMAN] give OR show coin (The Ferryman agrees to take you across the lake.)

	Ferryman’s Dock (back)
	

	Ferryman’s Isle
	

	Ferryman’s Isle (back)
	BELL

	Canuk’s Shack
	

	Canuk’s Shack (back)
	

	Shack Door
	DOOR: knock (No one answers.)

KNOCKER: pick up (It seems to be welded to the plate.), pry knocker with sword (Your fancy shiny sword broke, but the magnet fell off.), pry knocker with knife (You don't have enough leverage.)

IF TRY TO LEAVE WITH SCROLL OR BOTTLE (Your bag seems lighter.)

	Shack: Inside
	SCROLL

BLUEPRINTS

BOTTLE: ask about (He's too spellbound to reply.)
DUCK: talk to (The duck IS talking!), look at, feed scroll to (EGG APPEARS), drink invisibility potion (The potion does not seem to work in front of the duck.)

[EGG] throw (SCROLL APPEARS)

[CANUK]

You unducked Canuk.

You reflected the duck spell.

	Ship: Deck
	You are turning PURPLE!

	Ship: Front
	

	Ship: Left Side
	Guess his 15 minutes are up.

	Ship: Neck of Bottle
	

	Ship: Top
	

	Ship: Right Side
	Something's fishy here...

	Ship: Cabin
	RAG

SAFE

HANDLE (You opened the safe.)

[DISC PIECE]

[RUSTY METAL THING] rub with rag (BECOMES SHINY METAL THING)

	Big Tree
	

	Big Tree (back)
	

	Bel Naire Temple
	SHIELD

	Bel Naire Temple (back)
	

	Temple: Inside
	HOLY WOMAN: ask (You have been granted a magical favor.), give sword (Your Dwarven Sword has been blessed.), drink invisibility potion (Apparently the Holy Woman does not appreciate magic tricks.)

ALTAR

STATUE

PEDESTAL

	Road
	

	Road (back)
	

	Dwarven Camp
	DWARVEN LEADER

DWARVEN GENERAL

[HELMET]

	Dwarven Camp (back)
	

	Dwarven Mines
	Right back where you left. Right?

	Inside Mines
	You've found the other end of the tunnel!

	Ancient Ruins 
	The camera doesn't work here.

STATUE

STATUE

STATUE

STATUE

STATUE

STATUE

STATUE

TRENCHER: drop pieces in (You need more pieces.) (You place the broken pieces of the disc in the trencher.)

RED BUTTON 

GREEN BUTTON 

Put orb on center: (It's too dangerous.)

Put wrong item on statue (You can't put that object here.)

When running machine not proper:

(Actions speak louder than words.)

(To each his own.)

(Redistribute the wealth.)

(Looks like the origin of hackey-sack.)

(Something is clearly missing.)

Running completed machine (The Flying Disc of Frobozz has been forged.)

[FROBOZZ DISC]

The statues can't be started yet.

The trencher is empty.

	Troll Caves (1)
	TROLL GUARD (How gauche. He's got one thing left to say...) swing up, swing right, swing down

Swing left (One Troll Guard down.)

	Troll Caves (2)
	TROLL GUARD (Don't get upset, but...)

Swing up (Two Troll Guards down.)

	Troll Caves (3)
	TROLL GUARD (Down with Troll invaders!)

Swing down (No more Troll Guards.)

	Throne Room
	TROLL LEADER: stab (The Troll Leader dies.)

threaten (In his shame, he flees, leaving you with the Necklace of Fear.)

The Troll Leader fairly dusted.

The Troll Leader sees it's not the Dwarven Sword.

Your throw miffed Troll Leader.

Give dwarven sword (How generous. And dangerous...)
Killed by sword (This blade's for you.)

The Troll Leader has enough junk.

The Troll Leader doesn't know.

Geography is not the Troll Leader's best subject.

The Troll Leader lacks in social graces.

The Troll Leader embarrassed by himself.

He doesn't get around much.

[NECKLACE]

	Citadel of Zork
	HAND: shoot arrows (Finally, something big enough to hit!)
GATE: knock (You must first BOW to the hand of Morphius.) insert key (There is no keyhole.)

	Citadel: Main Hall
	ORC GUARD (The Orc Guard can still sense your presence.)

ORC LEADER: kick (Are you serious?) swing sword, throw object (Oops! The OBJECT slipped out of your nervous sweaty hand!)

Drink potion (The Orc can still sense your presence!)

Then play alexis bark (The Orc is frightened by the Hellhound's bark!)

	Citadel Bridge
	CITADEL BRIDGE

Throw items (Continue downloading inventory.)

(Citadel Bridge is falling down ...)

(Falling down ... 1)

(Falling down ... 2)

(Citadel Bridge is rising up ...)

(Rising up ... 1)

(Rising up ... 2)

(Citadel Bridge is now safe for crossing.)

Continue uploading inventory.

	Giant Survivor Board
	Final mano a mano with Morphius.

STATUE (Itah, Rebecca, Rooper, Holy Woman, Trembyle, Canuk)

MOVE

FORFEIT

PASS


stop talking

threaten

fascinated

apologetic

bored

talk

ask about inventory

ask about map

ask about photos

ask about recordings

end conversation

pass

forfeit

angry

confused

cautious

friendly

suspicious

Dead Keeper

Dead Mayor

Dead Ms. Peepers

Dead Boos

Dead Molly

Dead Moodock

Dead Blacksmith

Dead Ben

Dead Troll Leader.

PHOTO LIST:

negatives

One picture from home

Another picture from home

Mountain Pass

Lighthouse

Road to the South

Keeper

Northern River

School House

Ms. Peepers

[Hardware Store]

Gift Shop

Mayor

Waif

Old Mill

Boos

New Mill

General Store

Moodock

Inn of Isenough

Molly

Blacksmith’s Shop

Blacksmith

Ben

Hero’s Memorial

Fool’s Memorial

Pugney’s Ranch

Rebecca

Vulture Pits

Ruins

Whispering Woods

Frozen River [this is the underground river I presume]

Witch’s Hut

Witch Itah

Canuk’s Shack

Canuk

Bel Naire Temple

Holy Woman

Dwarven Leader

Dwarven General

Troll Leader

Spider

UNKNOWN LOCATIONS/PHOTO NAMES

*Lake of Tears

*The Great Misty Sea 

OBJECTS

Wizard Trembyle

ITEMS

TEXT

	Unable to take photo
	Nothing photogenic here.

	Taking a photo twice
	duplicated photo

	Dropping most objects
	You drop the OBJECT.

	Picking up most objects
	You are now carrying the OBJECT.

	Putting most objects in Inventory
	You now have the OBJECT in your inventory

	Attack/Show item to Vulture
	The vulture attacks you...and wounds you.   [1,2]

The vulture attacks you…and kills you. [3]

	Match Burn Out
	Your match burned out.

	Throw rock at vulture
	Nice throw, the vulture flies away.

	Kick rock
	Nice kick

	Burn bonding plant
	You burnt the plant, but its seed will pro-cre-8 again.

	Rail
	Can't do anything with this now.

	Pull vines
	The vines prove resistant to pulling.

	Burn vines
	The vines burn to a crisp.

	Dig up vines
	The roots are too deep.

	Take boards
	Too heavy...

	Burn boards
	The boards burn up, and the embers drift down the river.

	Tie vines other OBJ
	You can't tie that with vines.

	Tie vines to boards
	You built a raft with vines and wood planks.

	Use raft
	You are rafting rapidly down the river.

	Raft to Shanbar bridge
	Your raft drifts away after you jump onto the bridge.

	Knock on School House Door
	No one answers.

	
	

	Put mice in box
	You drop mice in the box

	Put rats in box
	You drop rats in the box

	Pick up mice/rats
	Rodent warning: Danger ahead.

	Throw mice/races in river
	Your local ZSPCA will hear about this!

	
	

	Tie rope to tree
	You tie the rope on the tree.

	
	

	
	

	Remove Bats from Cage (other)
	You can't get the bats out of the cage.

	Remove Bats from Cage (woods)
	You release the bats.

	
	

	Blow whistle (indoors) 
	Nothing happens. Try it elsewhere.

	Blow whistle (no magnet)
	A vulture flies by you.

	Blow whistle (with magnet)
	The vulture can now take you anywhere on the map.

	Sprinkle Fairy Dust on Meat
	The meat is lightly coated with Fairy Dust.

	Throw Dusted Meat at Pits
	The vultures eat the rotten meat...and fall asleep.

	Wear Helmet
	Head light is on.

	Take off Helmet
	Head light is off.

	Put Guano in Flask
	There is bat guano in the flask.

	Put Guano and Sparking Water in 
	There is a glowing blue potion in the flask.

	
	

	
	

	Give Holy Woman item
	Material gifts are not appropriate.

	Steal/Kill someone and Guardian
	The path to Victory is now blocked.


that has no effect

nothing happens

there is no reason to do that

does not respond

nice throw

you missed

it's full

you can't get it that way.

???

you need a few more zorkmids

You find yourself below the mill.

That was refreshing!

Don't litter our rivers and streams.

You now have some funny tasting OBJ.

OBJ is full of OBJ.

You are suddenly invisible here.

Obey all posted traffic rules.

OBJECT disappears!

Yes, shrink

No, don't

You gut a piece of something round.

You must enjoy being invisible.

Your stench precedes you.

Touched.

Scary jewelry.

He's scared.

Leaders deserve more respect.

Soporific.

Flash photography not allowed in this part of the forest.

Invisibility is plentiful here.

Eco-terrorism will be punished.

Familiar things are natural.

Familiar places are natural.

Familiar faces are natural.

You could hurt someone doing that!

The Waif would be happier someplace else.

The Thermozz melts and vanishes!

That key doesn't seem to work here.

You need light to enter dark places.

You need light and a weapon. Use your head.

The duck seems to be magically protected.

The match lights up the room.

The helmet lights up the room.

You can't use that underwater.

The Bowman leaves in a panic.

A punch line for your rude behavior.

The forest will survive for others to enjoy.

OBJECT is empty.

Rebecca is dead asleep. Can't do anything here now.

That was close!

Surprisingly, he has nothing to say.

No comment.

He says nothing.

He's too drunk to answer.

She keeps her comments to herself.

He keeps his comments to himself.

No time for small talk.

He's too scared to answer.

You expect HIM to know?

Nothing funny about that.

Nothing funny there.

Not one of his customers.

She's stumped.

He's too tied up to reply.

She doesn't answer.

That triggers no response.

That doesn't stir up a response.

Dead silence.

She ducks the question.

It's pitch black here ... just the way grues like it!

He doesn't have any comments.

You now have no note.

You lay down to go to sleep.

It's pitch black in here. Just the way grues like it.

You are wide awake, so you don't need a room now.

You are tired, you should rent a room.

He can't see you, as you are invisible.

She can't see you, as you are invisible.

Good going! You made Rebecca faint.

Warning: check your decaying Bonding Plant.

We warned you. Too bad. Now you're mulch.

You pyromaniac. You might have needed those.

Aggression in a holy place is not acceptable. 

	Map
	

	Camera
	

	Tape Recorder
	

	Photo Album
	

	Tele-Orb (1)
	Tele-Orb from IT and L Corp.

	Tele-Orb (2)
	Tele-Orb with a dead battery.

	Knife
	A sharp knife from home.

	Matches
	Matches from Chuckle's Comedy Club.

	Lit Match
	

	Rock
	A rock. Good for throwing at things.

	Bonding Plant (1)
	A living bonding plant.

	Bonding Plant (2)
	A dying bonding plant.

	Bonding Plant (3)
	An almost dead bonding plant.

	Bonding Plant (4)
	A dead bonding plant. 

	Wood Planks
	Sturdy, waterproof wooden planks.

	Vines
	Strong climbing vines.

	Raft
	The raft you made from vines and planks. 

	Glass (1) 
	A glass full of rye. Want some? 'Course you do!

	Glass (2)
	An empty drinking glass.

	Flask (1)
	A silver flask.

	Flask (2) [Illumynade]
	A silver flask with water/sparkling clear water/blue potion in it.

(potion wears off) You're visible again.

	Key
	The key you found by the Old Mill.

	Crank
	An old crank handle. 

	Keys
	A set of keys your friend Boos gave you.

	Notebook
	

	Zorkmids
	X Zorkmids. / One zorkmid.

	Tickets
	Tickets to the fabulous Dizzyworld.

	Battery
	An illumynite battery.

	Box (1)
	An empty wooden box.

	Mice
	Disease ridden mice.

	Box (2)
	The diseased mice you put in the box.

	Waif’s gift
	A mud-encrusted rock. A gift from the Waif.

	Book
	A book in some ancient Zorkian language.

The Book of 4 Jokes and Learned Essays Upon Them.

	Sword (A1)
	A truly fancy, but dull and rusty bejeweled sword.

	Sword (B1)
	A shiny sword.

	Sword (B2)
	What's left of your shiny sword.

	Voucher
	Sword voucher from Blacksmith.

	Sword (A2)
	The bejeweled true Dwarven Sword of Zork.

	Sword (A3)
	The Dwarven Sword of Zork.

	Sword (A4)
	The Dwarven Sword glowing blue. Be careful.

	Sword (A5)
	The Dwarven Sword is warning you of danger.

	
	The token that Moodock gave you.

	Bra Box
	A box of brassieres.

	Wire (1)
	A glowing, red hot bra wire.

	Wire (2)
	A wire remnant from the box of bras.

(use on non general store door) The wire doesn't seem to work here.

	
	Ashes. The remains of what you threw in.

	
	Molten metal. The remains of what you threw in.

	
	Rats.

	Box (3)
	The rats you put in the box.

	Box (4)
	The rats killed by diseased mice in the box.

	Cereal Box
	

	Whistle
	Your prize whistle from Rodney's FunCereal.

	Tiles
	11 marble tiles with writing on them. From a set of 12.

	Frame
	An interactive, multimedia frame with buttons.

	Puzzle
	

	Carrots
	Carrots from Snoot's Farm.

	Hay
	[???]

	Thermozz
	An empty Thermozz for keeping drinks cold.

A Thermozz full of water/milk/sparkling clear water.

A Thermozz partially full of water/milk/sparking clear water.

A Thermozz with stale milk. 

	Mirror
	Rebecca's mirror. Highly reflective.

	Meat
	A frozen slab of steak.

	Thawing Meat
	A slab of steak.

	Rotting Meat
	A smelly slab of rotting meat.

	
	A slab of steak sprinkled with fairy dust.

	Cereal Box
	A box of everyone's favorite cereal.

	Soap
	Irony Soap. Very strong.

	Sealed Letter
	A letter from Ben to Witch Itah. Please read carefully.

	Opened Letter
	

	Stick
	Witch Itah's walking stick.

	Bat Cage
	Can't you see? It's a cage full of bats.

	Bats
	Pet bats.

	Bat Guano
	Bat guano laced with illumynite.

	Illumynite Rocks
	2 illumynite rocks. They give off a subtle light.

	Illumynite Rock
	A glowing illumynite rock. It gives off a touch of light.

	Magnet
	A horseshoe illumynite magnet.

	Blueprints
	Blueprints of one of Canuk's inventions.

	Scroll
	One of Canuk's favorite spells.

	Egg
	A duck egg.

	Rag
	A rag with the initials G.T. on it.

	Rusty Metal Thing
	A rusty piece of shiny metal. 

	Shiny Metal Thing
	A shiny piece of previously rusty metal. 

	Bottle
	A ship in a bottle.

	Rope (1)
	A length of sturdy rope.

	Rope (2)
	A length of rope with the Talon tied to it.

	Talon
	The legendary Return Talon.

	Fairy Dust
	A pouch of fairy dust. A gift from the Fairy.

	Grain Bag
	A bag.

	
	An empty bag.

	Bow
	The Bowman Graham's bow.

	Arrows
	The Bowman Graham's arrows. Pretty handy.

	Shield
	Scoop shaped shield from the Temple.

	Helmet
	Wear activated miner's illumynite helmet.

	Necklace
	The necklace from the Troll. Pretty scary.

	Disc Piece (1)
	A broken piece of something round. Like a disc.

	Disc Piece (2)
	A broken piece of something round. Like a disc.

	Disc Piece (3)
	A broken piece of something round. Like a disc.

	Disc Piece (4)
	A broken piece of something round. Like a disc.

	Disc Piece (5)
	A broken piece of something round. Like a disc.

	Disc Piece (6)
	A broken piece of something round. Like a disc.

	Disc Pieces (1)
	Broken pieces of something round.

	Disc Pieces (2)
	The six pieces of the Flying Disc of Frobozz.

	Frobozz Disc
	The re-forged Flying Disc of Frobozz.


Knot
lever 1

lever 2

window

hand

boat

nightstand

light switch

tuner

water

milk

sink bridge

hay fire

river

rye

disc pieces

gate

Pour in flask? Rye, Sparkling clear Water, Water, Milk?

cancel

into

drop

use

pick up

put

remove

in inventory

examine

look at
talk to
ask
photograph
give
use map
use.throw
dig up
stab
pull out
cut
kick
eat
tie cow-hitch
tie
feed

scan

make a toast

drink

pour

ask for keys

insert
at
to
knock
strike
show
move
burn
swing right
swing left
swing up
swing down
shake
read
open letter
light a match
crack
rub
wash
warm hands
wear
turn 

clockwise
counter clockwise
reset
blow
fill
from
pet

take off

sprinkle

on

pry

shoot

out

milk

open

ask about

walk through

	DISC VERSION TEXT
	CD-ROM VERSION TEXT

	As Morphius' terrible shriek of defeat echoes through the Citadel, he loses grasp of his confining spell. The statues that were your friends begin to dissolve. Rebecca, Rooper, the Holy Woman, Witch Itah, the Wizard Trembyle, and even Canuk finally escape Morphius' spell. Rising to the occasion, the followers of Good Magic cast long forgotten spells to again disperse Evil Magic and scatter the vile creature Morphius into the atmosphere. The events you triggered will be remembered as the Second Great Diffusion! 
	As Morphius' terrible shriek of defeat echoes through the Citadel, he loses grasp of his confining spell, freeing your friends from their stone imprisonment. 

                                                                              The followers of Good Magic cast long forgotten spells to disperse the vile creature Morphius. 
                                                                   The events you triggered will be remembered as the Second Great Diffusion. 

	From every tower to the depths of every crevice, Evil magic has vanished. Memories of your travels through the enchanted empire under the Valley of the Sparrows make you realize that this legendary world full of danger, magic, and mystery is where you belong. Once you were a stranger in this strange world. Now your name will forever be embedded in the minds of all who dwell and toil in the Great Underground Empire. The chronicles of your adventures and your perseverance will be passed from generation to generation. You have freed Zork from Evil Magic and changed the lives of everyone! Well... almost everyone. And finally, you meet Rooper....
	Throughout the valley and underground Evil Magic has vanished! Memories of the enchanted empire under the Valley of the Sparrows make you realize that his legendary world is where you belong.
Freed from the reigns of Evil Magic everyone in the Great Underground Empire will always remember you for your intellect and perseverance. 

                                               And finally, you meet Rooper…

	You're obviously a hard-core Zork fan to hang around all the way through the credits. So as a reward, we'd like to tell you something about the world of Zork.....Nothing's ever over.
	


ANCIENT MUSES OF THE ARTS.

Sculpture garden built around 966 GUE as a shrine to the six Ancient Muses of the Arts: Eoj, Mit, Cire, Mik, Selrach, and Xela.

Although it is not known which muses are associated with what art, many believe that the following odd verse is somehow germane:

Bog down not with your staff,

     but return to throw,

          lest the vessel of sight,

               miss your boxing helmet,

                    and your brilliant defense,

                         to hit you in the orb kicker

The seventh kneeling figure is not believed to be one of the original muses, and is simply known as Lib, the Catcher.

ANCIENT RUINS

Near the Holy Temple of Bel Naire there are ancient ruins, sculptures that, legend says, used to move.

They are the shrine to the six muses of the arts.

The evil ones built a mechanical forge before The Great Diffusion to repair the Flying Disc of Frobozz after all its pieces have been recovered.

The forge is disguised.

The forge is the shrine to the muses.

The Orb will focus the light needed to make the forge work.

BEL NAIRE TEMPLE

Ancient temple continuously occupied by unusually high priestesses since B.C. (Before Counting).

CANUK, WHAT HAPPENED TO?

Canuk seems to be taking instructions from the Cluster.

He started acting peculiar after he came into contact with the Cluster at Bel Naire Temple (See previous entry.) He stole The Cluster and replaced it with a replica.

Rooper had to turn Canuk into a duck in self defense.

CLIFFS OF DEPRESSION, THE

After falling under Morphius' spell, Canuk engineered the Cliffs of Depression in order to mine Translumynite.

Morphius enslaved most of the people from East Shanbar to mine Translumynite to build his new empire.

Workers, whose bonding plants wilt while they are there, are stuck at the Cliffs of Depression as virtual slaves.

The translumynite, along with the illumynite stolen by the vultures, has been used to build the Citadel behind the Wall of Illusion for Morphius.

CLUSTER, THE

Football-sized concentration of pure illumynite of odd color. The luminance of the Cluster never diminishes. On view at Bel Naire Temple (see Feebo's Folly, also see Illumynite).

DWARVEN SWORD OF ZORK.

This legendary weapon was last known to be in the possession of Moadikum Moodock after being passed down from generations of simple peasants and adventurers. It is said to have been blessed in every generation by the Holy Women of Bel Naire.

When in good repair, this fabled sword glows blue in the presence of danger. Regardless of its condition, the sword is unbreakable. The Dwarven Miners now claim this sword as their own even though it was formally owned by elves.

ENCYCLOPEDIA FROBOZZICA.

The abridged version of this encyclopedia, edited by Nino Ruffini, contains an incredible amount of information on the Great Underground Empire.

Unknown persons are attempting to rewrite Zorkian history and are circulating a revisionist version. The Guardian is roaming the countryside and confiscating bogus versions. The true Abridged version has some alphabetization errors.
ESPIONAGE

An evil spy was placed in the midst of the Good Wizards while they were plotting the Great Diffusion, but the Good Wizards, being clever wizards, fed the spy false information.

The Good Wizards created a Wall of Illusion as a decoy with which to trick the evil wizards into believing that all magic would be hidden behind it. They then vaporized all the magic, both good and evil, (the decoy wall went, too), scattering it to the four winds.
FEEBO

Dwarven miner who discovered the Cluster (also known as Feebo's Folly). Embarrassed by the Folly, he took to drink and missed a turn during a joyride in a mining cart. Parts of the mining cart and some of his wardrobe are enshrined at Bel Naire Temple.

FEEBO'S FOLLY

A football-sized concentration of illumynite that emitted strange sounds and energies, found by the Dwarven miner, Feebo. Set aside as a good luck symbol, then, when the anticipated vein of illumynite failed to appear, was named Feebo's Folly. Ultimately, illumynite became a dominant mining material. Feebo did not live to see his discovery become a valued building material and light source. Renamed the Cluster (see Cluster, also see Illumynite),

FEEBO'S FOLLY

Also known as THE CLUSTER. The Dwarven Miner Feebo found a large, peculiar chunk of Illumynite. Everyone laughed at him and called it Feebo's Folly before a use for illumynite was found. Illumynite is now a major product of the Dwarven mines.

FEEBO'S FOLLY BECOMES THE CLUSTER BECOMES MORPHIUS!. The Cluster, as it gained power, renamed itself "Morphius."

The mage, Canuk, was mesmerized by the evil power of The Cluster and when he disappeared the Cluster lost its brilliance.

FLYING DISC OF FROBOZZ, THE

The Frobozz Magic Company manufactured Flying Discs that were used to shatter walls of illusion. The last remaining disc was broken into pieces and hidden by the evil wizards before the Great Diffusion.

The evil ones were waiting for the right time to gather the pieces together, re-forge them, and shatter the Wall of Illusion to get to the magic hidden behind it.

GAZPACHO

6 medium-sized tomatoes

1 or 2 Cucumbers

2 medium onions

1 handful of fresh basil

2 shallots

2 red bell peppers

Chop fine and blend with:

3 eggs

1/2 cup red wine vinegar

1/2 cup olive oil

1 1/2 cups tomato juice

dash fresh ground pepper

dash cayenne pepper.

Refrigerate three hours

GREAT DIFFUSION

The Great Diffusion. This event caused the end of the Second Age of Magic, in 1247 GUE. All magic and magical devices, whether mechanical or enchanted, were dispersed into the atmosphere with the hope that evil magic would be vanquished forever. Most Wizards and Mages lost their powers in the process.

GREAT DIFFUSION, THE

Event causing the end of the Second Age of Magic 1247 GUE.

Magic was being used irresponsibly and evil magic had gotten the upper hand.

The Good Wizards decided that all magic and magical devices, whether mechanical or enchanted, should be dispersed into the atmosphere with the hope that evil magic would be vanquished forever. Most Wizards and Mages lost their powers in the process.

The mage, Canuk, and the wizard, Trembyle, cast themselves a long life spell ensuring that they would eventually regain their powers.
GUARDIAN, THE

A mysterious figure semi-shrouded in secrecy, whose purpose is to keep Zorkian citizens and visitors honest and upright, and to punish the fallible and fling their belongings to the four winds whenever appropriate.

HELLHOUNDS

The descendants of these fearsome canines finally became domesticated in late 1646 GUE. They are still quite ferocious and not to be trifled with, as they've been cross-bred with the best guard dogs from the Major Pie R. Squared Kennelry. These guard dogs are indigenous to the area surrounding the Road to the South, and share the natural features of all that hail from that region of the world.

The cross-breeding occurred as a result of a drop in sales of pure-bred Hellhounds following the circulation of a vicious rumor started by the Poodle Guild. The Guild spread word that pure Hellhounds could now become invisible and the only warning one had of an imminent attack was the sound of their bark. Of course, only an Orc would be so gullible as to believe that kind of nonsense, but sales dropped anyway and the cross-breeding program was instituted.

HIGH ALTITUDE PLANTS.

Among the rarest high-altitude plants is the Bonding Plant found in the mountain passes around the Valley of the Sparrows. This plant is often found near signs. While scientific research has never verified its relationship to humans, it is widely believed that this plant creates an emotional bond with anyone who finds and removes one. While good mental health won't invigorate a Bonding Plant, this plant seems to wilt and eventually die when its "master" becomes sad or depressed.

It is also been said that a wilting and dying plant can sadden its master prematurely. Most remarkable of all is that the bond between these plants and their "masters" is not limited by physical barriers. Cases have been recorded where a plant has wilted and died from a saddened master in another continent!

This plant can be considered a perennial as it will grow anew at just about any time of the year. Once bonded with a human master, it will never sprout again in the same spot as long as it continues to exist,.dead or alive

ILLUMYNITE.

Glowing mineral mined by Dwarves. Originally considered useless (see Feebo's Folly). Now used extensively for building underground. Valued for its grue-repellent qualities. Manufacturing material used by IT&L, Inc. (see IT&L). Illumynite loses its glow when exposed to most sources of warmth such as sunlight or body heat. Maximum illumination from this mineral can be obtained by placing near radio speakers.

ILLUMYNITE

Illumynite is a glowing mineral mined by dwarves.

Over the years, the evil magic percolating down through the soil was attracted to the illumynite.

Originally considered useless. Illumynite is now used extensively for building underground. Valued for its grue repellent qualities. Normal Illumynite will gradually lose its glow after prolonged exposure to sunlight and/or water.

ILLUMYNADE

The recipe for this surprising drink has been misplaced...However it is known that this drink can only be contained in a metal container. Containers made out of other materials will behave unpredictably.

INN OF ISENOUGH

Historic Inn of Isenough first built in 985 GUE. Inherited by Molly Moodock nee Kettle 1626 GUE. Subsequently remodeled to suit her taste.

IT&L, Inc..Illumynite, Translumynite & Leisure, Incorporated.

Company formed by Wizard Trembyle, Rooper, Moadikum Moodock, and the mage Canuk for the purposes of building an underground resort and the development of high technology commercial products. The first project of IT&L, Inc. was Dizzyworld. Other projects include the prototype Tele-Orb, lighting products, illumynite magnets, and illumynite batteries.

KETTLE/MOODOCK

Kettle/Moodock Betrothal

Molly Kettle and Moadikum Moodock were wed in the lobby of the Historic Inn of Isenough Frobuary 14, 1635 GUE.

LONG LIFE SPELL

Spell cast to ensure long life. Duration unknown. This spell was cast by the Mage Canuk and The Wizard Trembyle before The Great Diffusion, to ensure that both would have enough time to recover the powers they lost due to their participation in The Great Diffusion of 1247.

MAGIC TILES

The perfect game for manipulative people. Usually comes in sets of 9, 12, or 16. In each set, all but one piece is visible until the correct arrangement of words is achieved.

MORPHIUS

Morphius communicates with people through their dreams.

Canuk, under Morphius' influence, stole The Cluster.

Created a Wall of Illusion and built the citadel behind it for The Cluster/Morphius.

WHAT IS MORPHIUS DOING WITH HIS SAMPLES?

Morphius is studying the best qualities of every life form and incorporating them into himself.

Keeping all the samples stone is very taxing for him.

NATURE OF EVIL, THE

But Magic and Evil cannot be destroyed. They can be diffused but there will always be resurgences.
REFUSE

Refuse Procedures. The newly installed incinerator from the EverBlast Company is equipped with the latest technology for burning any type of refuse. Due to the intense heat inside the furnace, only one drawer or hatch should be open at a time. Aside from avoiding possible explosions, this technique will ensure complete combustion without excessive manhandling.

RISE AND FALL OF ZORK, THE

Edited by Mavis Peepers
ROOPER

Rooper talked the Wizard Trembyle into going underground to investigate the disappearance of East Shanbar and other strange goings on.

Rooper brought Moodock underground where they, along with Trembyle and Canuk, formed a partnership to develop the glowing illumynite caverns as a resort. Canuk drew up plans for Dizzyworld and other land development prospects.

The four partners also built the prototype Orb. Bugs were being worked out of it when the partnership folded. The Orb can receive but it can't send.

SHANBAR LIBRARY

Blueprints checked out by Canuk. Construction to begin in 1648.

SHANBAR, EAST AND WEST

The Valley of the Sparrows was renamed Valley of the Vultures.

East and West Shanbar used to be divided by the Northern River. But East Shanbar mysteriously began to disappear. First the Inn, then the General Store, then Moodock's place all vanished. The west half of the bridge still stands.

SURVIVOR

A game of strategy involving two players in the guise of Wizard Trembyle and the Mage Canuk. The Wizard piece plays a compound move comprised of one straight and one diagonal move in one turn. The Canuk piece can move to any square on the board to block the Wizard piece's movement. Whenever the Wizard piece vacates a square on the playing board, that square turns into a pit. The object of the game is to occupy the last remaining square on the board.

SURVIVOR - ADVANCED RULES

The Wizard Piece may pass on any turn

SURVIVOR

A game of strategy involving two players in the guise of Wizard Trembyle and The mage Canuk, the only two survivors of The Great Diffusion. The Wizard Piece plays a compound move comprised of one straight and one diagonal move in one turn.

The Canuk Piece can move to any square on the board to block the Wizard Piece's movement. Whenever the Wizard Piece vacates a square on the playing board the square gives way to form a pit. The object of the game is to occupy the last remaining square on the board.

The Wizard Piece may pass on any turn.

TOASTING ETIQUETTE.

Excerpted from a treatise by Boos Myller. The traditional Shanbar Ritual Toast consists of four steps:

1 - Here's to us!

2 - Who's like us?

3 - Damn few

4 - And they're all dead.

Before each sentence of the Shanbar Toast, the host offers the guest a glass of some drink (e.g. rye, wine, etc., but not Illumynade). The guest then suggests a toast. The host recites the next sentence in the toast and raises his glass. The guest drinks first while the host waits. Finally, the host drinks his glass, and begins the next step by offering another drink.

The first two or three steps of this intricate drinking ritual with our highly potent local rye is enough to make you drunk. Getting past the third step is the key.

Remember, don't drink and drive

VALLEY OF THE SPARROWS AND SHANBAR, THE

After the Great Diffusion the cows got fatter, people slimmed down and the food got better. Life improved.

VULTURES, THE

Vultures arrived in the Valley of the Sparrows and immediately began stealing.

They stole illumynite from the Dwarves...

...and started carrying people away.

The vultures act as the eyes and ears of Morphius.

Everything Morphius wants to study is turned into stone and carried away by the vultures.

WILD BOARS.

Often found in antiquity in the Forest of the Spirits, a memorial statue had been erected in 1369 GUE in honor of these always hungry beasts. Rumor has it that the sculptor, Hans F. Stone, in trying to meet his delivery deadline, poured plaster over a boar that had just choked to death on a pork chop.

YAR.

Definition: Sailing term. (Archaic) Sea worthy, easy to handle, responsive, rights to the wind easily.

ZORK: THE RETURN OF EVIL.

This is the companion book to "The Rise and Fall of Zork," edited by Mavis Peepers. "Zork: The Return of Evil," by Rebecca Snoot, will be available soon in neighborhood bookstores, for a mere two zorkmids.
Appendix A - Songs of the Tree Spirit

Based on the Fabled Songs of Singing Tree in the Forest of the Spirits.

I) You good soul.

My friends have brought you to me

You must be kind.

You must be light footed.

II) You will not get far.

Without our help.

III) Beyond the trees will be your task.

Past fearful form will be your mask.

IV) The veil of water.

Shall be yours also

V) Listen to the Woods.

When they whisper

VI) In the Whispering Woods.

The Ferryman answers thee

Keep one for two ways.

Or forever held there be.

VII) Many things happen in the Forest of the Spirits.

Be wary

VIII) Nature Conservation is.

Your only hope for a future.

Treat us kindly.

EAST SHANBAR TIMES

GRUES DAY DISMEMBUR 14, 1635.

FEEBO'S FOLLY commonly known as the Cluster is suspected to have been replaced with a fake cluster. The Holy Woman at Bel Naire Temple has expressed concern and asked for an inquiry. IT&L has been contracted to investigate.
WEST SHANBAR TIMES

GRUES DAY JAM 21, 1640.

REBECCA SNOOT GRADUATES SUEY CUM LOUDLY.

Ms. Mavis Peepers stood at attention while her star pupil, Rebecca Snoot, received her diploma. Rebecca plans to continue her anthropological studies and write books. Her father Obediah Snoot IV, noted collector and farmer, looked on proudly.

(1640-08-13)

EAST SHANBAR TIMES.

FROB DAY AUGUR 13, 1640.

HISTORIC INN OF ISENOUGH DISAPPEARS.

A frantic Moadikum Moodock discovered that the historic Inn of Isenough has mysteriously disappeared and his wife along with it. "We had just finished breakfast at the Inn and I walked across the street to open my shop. I turned to say something to Molly and the whole block was gone." Moadikum has moved in with his friend and partner Rooper. The Mayor vows recovery.

(1640-10-06)

E. SHANBAR TIMES.

MUD DAY OTTOBUR 6, 1640 GUE.

MOODOCK'S ARMS AND ARMAMENTS DISAPPEARS.

The headquarters of IT&L, Inc. and Moodock's Armory, both located in East Shanbar, are the most recent inexplicable disappearances. They follow on the heels of the disappearance of the Historic Inn of Isenough last month…
WEST SHANBAR TIMES

SAND DAY ARCH 15, 1642.

Boos Myller of West Shanbar drove his pickup truck into the river for the tenth time. When questioned at the scene Myller replied, "I was pressing on the brake but a bottle must've got wedged between the pedal and the floorboard." Upon hearing of Boos' latest accident the Mayor remarked, "We've already revoked his license, now what we need to revoke are his keys."
EAST SHANBAR TIMES

GRUES DAY MAGE 21, 1642.

GENERAL STORE CLOSES AND DISAPPEARS IN SAME DAY..."I can't take it anymore," says Will Swindle, ex-proprietor of the General Store. But fate took a hand when, immediately upon tacking up his last notice, the building vanished. "It's just as well," he shrugged philosophically, "My clientele has been dwindling steadily."

WEST SHANBAR TIMES

STAR DAY ORACLE 1, 1643.

ANGUS PUGNEY WINS ALL-VALLEY CATTLE ROUND-UP BEST OF SHOW.

W. SHANBAR TIMES

WANDS DAY JELLY 18, 1645.

MAYOR AND LIGHTHOUSE KEEPER ANNOUNCE PLANS FOR NEW ANTI- VULTURE WARNING SYSTEM.

The Mayor announced at a press conference held on the steps of City Hall...
NIGHTLIFE

For the month of Suspendur 1647 GUE

- Night spelunking with E. R. Rooper. A whole new way to look at underground caverns

- Starlight motor boating. Not much exercise for the passengers but a wonderful view of the tree homes.

- Dancing nightly at the West Shanbar Vacation Village

- Walk on, stand up contest at Chuckle's. Big prizes nightly

- Group sing-alongs under the moon in the Forest of the Spirits

And after it all, get a good night's rest at the Inn of Isenough. Sweet dreams

WEST SHANBAR TIMES

SNOOT'S FARM FRESH VEGGIES.

Always the best vegetables

Special:

Giant carrots by the bushel or the bag.

WEST SHANBAR TIMES

BEN FYSHIN'S BOAT DOCK.

FEATURING ALL NEW POWER BOATS.

FOR COMMERCE OR DAY-SAILORS.

ALL YEAR 'ROUND.
Grues Day, Mumberbur 18, 1647 GUE.

Dear Itah,

I'm sorry about the disagreement we had. I miss you very much. I can't remember what our argument was about, but I'm sure you were right and I was wrong. I'd like to take you sailing this weekend to make up. Please let me know as soon as possible. In person would be best.

Yours sincerely,

Ben.

P.S. In case you are reading this letter and you are NOT Witch Itah, please refer to the Postal Code 115 in the Encyclopedia Frobozzica.

DEAD MESSAGES

	Killed by vulture
	Three pecks and you're out.

	Travelling the Road to the South
	Nothing can live here. Not even you.

	Going past bridge on river
	Raging white water rapids drown your sorrows.

	Going to the rapids by vulture /
Misstep in bog
	You can't walk on water.

	Crossing the Shanbar bridge
	Did you half to try to cross the bridge?  

	Holding mice or rats too long
	Another rodent disease (hantavirus) victim.

	Fail Peeper’s test
	You failed the test. Now you must pay the price.

	Staying/Sleeping in darkness
	Grues eat well tonight.

	Incinerator Misuse
	Proper operating procedures should be followed.

	Burning hay pile
	That much hay makes too much fire.

	Entering Vulture pits
	This place is the pits. You're dead meat.

	Fail Rebecca’s Test
	Lead Poisoning!!!

	Burning pile of leaves
	You should prevent forest fires.

	Caught in leaf snare
	Glad to straighten you out.

	Giant spider murder
	The Fangs of Death are fearless.

	Turned into duck
	You are a mallard.

	Shark murder
	You're minced meat.

	Drown in ship bottle
	A fish you are not.

	Threaten Itah, Steal Stick or Bats
	You are a bog rat.

	Rope Bridge without Talon
	The Keeper wasn't kidding! That was only a single rope bridge.

	Rope Bridge with Talon, without Cow-Hitch
	The bow slipped loose. Hitch up your pants and try again.

	Death by Troll Guards
	Trolls rule.

	Death by Troll Leader (if friendly)
	Touchee.

	Threaten Bowman
	You shouldn't mess with a hunter.

	Stay too long in Comedy Club
	You're too depressed for comedy.

	Killed by Orc Leader
	Can't you see? You're Orc-ing up the wrong tree.

	Walk across citadel bridge
	Morphius' favorite: crispy critter heavily fried in deep oil.

	Loose Survivor
	You make a good statue.

	Light Boos on fire while drunk
(?drinking potion in wrong container)
	One-five-one proof, you blew the roof.

	
	


You're no threat and he turns you to stone.

Your decaying body will nourish Nature.

You sure put those rapids on the map.

What is the 1st day of the week called? SAND DAY

What is the 2nd day of the week called? MUD DAY

What is the 3rd day of the week called? GRUES DAY

What is the 4th day of the week called? WANDS DAY

What is the 5th day of the week called? BIRTHDAY

What is the 6th day of the week called? FROB DAY

What is the 7th day of the week called? STAR DAY

The AMULET OF AGGTHORA played a role in the defeat of Jeearr in what year, GUE? 957

How many square bloits is the island province of ANTHARIA? 959

BARBEL OF GURTH, the tenth century arbiter and diplomat, is famous for inventing what spell? GOLMAC

BARBEL OF GURTH, the tenth century arbiter and diplomat, had a Double Fanucci handicap of what? 42

At what age did BELBOZ become Guildmaster of the Accardi Chapter of the Guild of Enchanters? 153

DUNCANTHRAX THE BELLICOSE, the first king of the Flathead Dynasty, died in what year? 688

In what year did ELVIS FLATHEAD hold his first concert? 841

In what year did LEONARDO FLATHEAD, while working on a large statue intended for the harbor of Antharia, took a fatal plunge into a vat of molten Granola? 789

FLOOD CONTROL DAM No.3, constructed in the year 783 to harness the mighty Frigid River, is how many feet tall at the center? 256

JUDY GARLIC starred in a movie musical production based on L. Frank Fzort's tales of which legendary kingdom? FROON

The GRANOLA RIOTS took place on the 16th of what month in the year 865 GUE? ESTUARY

Who carried GRUESLAYER, the legendary blade used to eliminate countless grues, the sinister, evil, lurking presences found throughout the underground empire? ENTHARION

What is the approximate time, in seconds, for a HELLHOUND to devour a human 12 times its own size? 3

THWACK OF MAREILON first classified the MOSS OF MAREILON in what year? 5

MYSTERION THE BRAVE, the second king of the Entharion Dynasty, took the throne in what year? 843

PEGGLEBOZ, a popular game of peg jumping, is played on a triangular board with how many holes? 41/21

The PHEE HOURGLASS, the priceless relic of the ancient city-state of Phee, was sold for how many zorkmids? 1000

POPULAR ENCHANTING, magazine of choice for enchanters, costs how many zorkmids when purchased outside of Frobozz? 5

In the year 966, SNEFFLE, a member of the guild of bakers gave a speech to the Final Conclave of Enchanters detailing the failure of which spell? GLOTH

In what year was the TREATY OF ZNURG signed? 474

In what year were the TWENTY TREASURES OF ZORK sought out and discovered by a brave young adventurer? 948

What little is known about UR-GRUES was gathered by a peasant in a first-hand encounter in what year? 966

The VERITASSI are quirky underground dwellers, who inhabit the region near which port? FOOZLE

True or False: The world rests on the head of a giant troll. TRUE

The ZORBEL PASS, the wide pass at the southern end of the Flathead Mountains, was the site of the Diablo Massacre of what year? 666

Which is the 1st month of the year? ESTUARY

Which is the 2nd month of the year? FROBUARY

Which is the 3rd month of the year? ARCH

Which is the 4th month of the year? ORACLE

Which is the 5th month of the year? MAGE

Which is the 6th month of the year? JAM

Which is the 7th month of the year? JELLY

Which is the 8th month of the year? AUGUR

Which is the 9th month of the year? SUSPENDUR

Which is the 10th month of the year? OTTOBUR

Which is the 11th month of the year? MUMBERBUR

Which is the 12th month of the year? DISMEMBUR

How many DOUBLE FANUCCI POINTS do you gain for a Full Foozle Progression? 4

How many DOUBLE FANUCCI POINTS do you gain for the Zibble Ploy? 10

How many DOUBLE FANUCCI POINTS do you gain for a Balsawood Convention? 17

How many DOUBLE FANUCCI POINTS do you gain for the Golden Fromp Clause? 15

How many DOUBLE FANUCCI POINTS do you gain for the Porridge Variation? 20

How many DOUBLE FANUCCI POINTS do you gain for Shy Openers? 4

How many DOUBLE FANUCCI POINTS do you gain for a Singleton in the 3rd Frame? 22

