
2M
264
£70

2%M
zm

cO

1l

to

oil T.eR.0 \ lecK'o v\$> (ok)

Size Ok^cts 6r\o t?als VoCcik Load
V«T*

>5 273,036 5S5 22o 1557 5j, S49

kl 277,740 5?3 220 issy SI, 512
i 277, 756 5*5 220 |55^ 51,272

£ I Z77.T8S 5^3 220 155V 57,512-

% 277,712- 5-53 220 IS5¥ S7kf2
277,300 sw 2X7 ISSS~ 57,ST?

m Z 270,76$ S34 £1 G> /SI3 52,2s?

m 275,316 53H 216 164 “2) S2, 256
«5 2S6 736 57)6 zis 16o3 55 126

236,846 5SG 21

1

IG02> 5312%
Z$7

y 632 5si 2H \ci2 53,573
w z$%<m SSI 2t$ 1612 5\m
ss SSI 21? IGIZ S\v? 5
i& 2.%\y& 551 ZIf 1612 S3 37S

2®,fi6 546 223 16 20 53,75V
jft 216jM2q SIC 2Zb \62b 53741
•k 211,320 614 Z2S" 1621 S3.SV7

fe 211,W SIS 22^ 1620 53, S40
ss,

u-W” 210,124 51S 22S I6IS 53,770

hi 272,364 517 22S 1620 53,867

n 212,504 coo Z2JS /£20 ^3 ?<?/

243,072. &0| 22G lGZ.0 V/->
“

CAi
-<

85 _ 31,212 Got 22G |6 Zo 53,174
ffi 213,546 Got Z2g 1620 53.132.

S3 214 022. 603 22G 1614 51 122

P 211,010 Gtz 2ZQ 1617 5% /22_

»/po 214,4& GO'S 22£> IGI1 54, /ZX

>k 21M,6ZS <oC>3 2l(o 1617 54.

ttWsc, 245, 532 60S 22G m 1
'

54,(2%
k 243,664 Go3 12Q \U'C

^
»/

»—
54, ley

fe 245,160 603 226 1620 3i)?5
?i 246044 CcS 22G 1620 5V, i

g5"



Z32
lb3

2b*\

2-bS

23G

227

2S6m
2%
2\\

m
2ni
ZHS
1%

2%
250
251

252

2$b
254
255

2£&
257
255

_2SL
J&fi

2£L_
2&1

243
Z64
ZQS

2£G
2-(ol

&>rk- 2e-rD C?rv\pv locVi oas ^

StZg- OkecTs (TloWW \Jocc4o w^-lood

%kh%
5/i5h>5

?/z4

mst ,

mb
ijzo

5bJj8
*fes*

6*Z/W>, >2StZ) ZQafil1
)

2&6M32-

2C7.QTB

267, IS2

263,373

265,7512

2®, SD£

264,055

2i^3Sg

26% 342

2fl
j
53ft

Z70,254

270,712

*T?,QN

272, 626L

zn,W
Z12,%5G

zmm
273,722

273,734

273,730

273,750

273,732

ZTMt2
27%0&
214,642
27s,_qS?_

*2$iM

217754

iTf/atve

275,045

274,51 6

HC,/^
277,^2

531 _ 1637
S3) ZOZ 1533

531 ZOZ 1533

531 20% IS3S

532 2)1 1544

5S2. 21) 1571

532 212 IS74

531 212 1544

5S2 2/2 1545

552. 212 1595

5SI Z\Z 15%
5S& 2/4 1551

5?3 213 )S£2

SJS 213 l€SZ

5S3 ZlS 1552.

533 2|S |55Z

533> ZlS 1552

SS3 2IS 1552

573 2/S . 1552
5 S3 2\C ISS2

5S3 215 1552

533 216 ISS2

S33
533
533
SS3_
553

21

£

216

Zi£T

2i£
Si6

533

583

2)6

217

I5SZ
1552

)5SZ

15SZ

1SS2
)S52

552

S5j3M3

55,775
SS.WS'
ss,487

55,623

55,623

SSjG|4_
55,262.

s%,rf4

55>ny
55,S22

S5^T
55,7357

55, ?y?

557%
55, 165

SKI 65

55 25
55,763

5S,77<

55,970

55,771

5B3 217 IS52

5?3 2)7 1552

553 2t% i5SZ

5%3 2|i_ (552,

533 220 1552
531 220 1552

533 220 1554

5S17C

55,770

55
;
970

55,770

55,7?!

55,167
35, 172

5S;7?2
56.

5),Sz

5/
;
S

51

5



2brt- 2e-roG /V\p 3<l UM\0/lS P
^90

Po-Vase. i>aAe-

181

Ho
HI
nz
H3

(cotWMV»t>ft

203

20^
205
206

Q07
276
2D^

2.)0

2\1

ziz

2)3

Zi4

ZiS
2-%

217
2IZ

2n
22o
2Z|

22LW>

224

ITSmmm>m
Z30
Z2\

6|is/5B

wrm
(,/2ch%

c/zoj^

6 Izijtl

4o •'vxa.OKvf®-

7)S/SR

*
iMk

i/im
~?hm
7||«fe

7 uk
7jkk

7/21k
7/PJtf

7£z/fe

7fesfc%
lhsm
7/a/R

ll.zikfc

CsWcVs £lok>q,bs VoccvW - Loci c)

571 IIS' IS32 57,276

Z6<\ 122. 571 IIS’ (552 37,543

571 IIS' 1532- s^syc
2G ) S33, 51^ 115 I53Z 54, 566

261,10? 571 1is 1532 37, S66

-'vAGpcr<WV pieV1^ w S'

26L2M6 571
f7>

ZoS I53l SH, 66J

ZG 1,346 S71 2cS (S3) 54,66/
feGi -tile} 2£D

(
SiH 671 Zo3 |S3l 54/67 3

251,642. 511 2c3 1531 S4,a/
2.S1, 5SG 5?1 2o3 153/ 57, OS/

251,726 571 2oS 152)1 54,637

2&\ j76Z 571 2oS 1531 54,685'

2S%7SG 571 ZsS 1531 54,685’
260,23? 571 206 1532 54,7)1

2<c0, 232 571 2o£ I53Z S4,7H
26o,38Z 571 206 1532 54,7)1

260,3*6 571 Zck 1532 54,77

261, 4SS 571 206 1532 57,711

261,612 571 206 1532 54,722

2G|,o</Z-

260.171

577 Z0,6 /53e SV, ?0£

571 207 1532 s/,i/o

3&I im 571 20? 1532 sy,isv

261,51? 571 201 I53S 54,??/
26l,H?2 571 20ft IS5S" ss,oV1

2Q\%%1 571 207 1535 55,056

2tafe& 571 207 153V &$om
201.106

261,1%

5?0 207 J53S 55,/27
581 207 J53S' 55,2/4

262,44 S 571 207 1536 25S
y
2)4

260 512.

260,in
S8I 207 1536 S3> 2/4

$81 7<>7 1636 5S,30S

261 <W!| 53! 2o7 1537 55,307

2627% 6?/ 2o

7

1537 55,331

2&|,S& 55) 207 1537 57375



"Z^orK "2s Com^Ql (orV) 0>r\S 7

r~

iLWs^ l\aWg_ %i2£_ Okje-C^S (*r!o1)0.1^ Vocal) Prq.~ LoOcf

|62> 5/(°/?t 4.ya|pc»u4«f<<lv
245, 578 580 142. 174/ 57,06/

154 5/i l(SS 215,760 S80 HO mi 53,483

(55 5/u 'rc 2V5,S/o 580 (10 mi 53 483
J

(s£ S/u 'to 215,51? 580 Ho mi 53>,<?£?

157 5fliM 215,840 530 HO mi S3, 454

is%

15°)

ICO

Gl

GL

ICS

IC4

fG5

167

VG*

\(f\

70
1

(7Z

ns
174

175

76
ill

nsm
120

tfl

17,1

te
^ |S1

17.5

i i$C

V itf

f

tm
(dm
wlx
win
cm

cfm

G|i5M>

245^860

Zis'ksq

245,770

245270

2457.70

2*16,*711

247,322

7-47,621

248 232.

2q(060

244,342

244,2%

250,140

ZSo, 566

253,574

257. ,0-2.2

254,708

23X71%
2S3 V\0
252,188

262,7)3<o

2537,10

2 53404

2S3/)04

260,044

2%,i3o

257,ooo

267, 01?

251,1%
2S7,$t0

261,, 114

5 SO

5%
5So
53o

530
510

SSI

554
5$s
535
585T

S85

53S
555"

5S5"

555
574

S?1

578

575
STS
S7S

578

578

578

578

574

S74

67^
ST

4

514

Ho
Ho
HO
140

Ho
m
184

184

140

140

140

Ho
1415

Ho

142

142.

\U
142

142-

142

142

112

172

H2
u
141m
tl4

m
m
145

Ml
Ml
mi
1441

mi
ww
iw
1441

1443

M3
1443

1443

I44S>

ms
1445-

(475

\SGG

ISGfe

I56G
!S2H
1574

(52V

(524

1
524

|52£

I5ZC,

(530

\53o

\S5 I

(551

1632

53 484

S3 77/

SfjOtS
54,0(5"

51, o> 5"

57,443

31,332

53, 351Z

5l,osr>
54,374

54,684

55,220

55,535
55,737

5G
;
8TS

56,554

57,674

57,67 7
57,227

5^/32
56,(32-

5S16SZ

54,007
5V, 004

54,033

54,033

£4,/<?7

54,2<?t

54, 22.6

stn$
$Vv7C



tort Zevt>

tkLL, Objech>

IlS

\\G

\\1

11%

Iff

20
2-1

122

125

m
I2S

\ZQ

\n
12S

\n
13.0

1 51

132

133

131

155

13b

137

133

\S\

mo
mi

112.

112,

111

115

I1G

117

13
v\°i

ISO

NV«
2.01

,
GOO

2oft, 072.

20G
y
aH

20 6,$50

Zc6, 425

206,

$oo

207, CGI

2o7,TK
Zoft, G10

20$, Gil
2.1 0, SC&
213.150

213,210

2 ft 212

215,372

216, lol

221, 330

22|,C<J4

22i
,
cm

222,110

226, 170

221, 4?6

227,750

22S,70&

230,212

Z3o, z|7>

Zfto, 144

230,3ft

230,326

230,100

235,012

211,10$

Zllffo?
• £17,342.

2H7,%

575
575
575
57C
5%
577
57?
571
5$0

570
510
52o

550
570

5$0

510

570
570

5$0

51ft

57ft

167 1542, 51, 057
1C? 134 & S), zsz

ICS 1350 51 3SJ

17C 1353 5), 651

I7C 1353. 5), 657

17C (353 57,657

176 (3S3 Sl^srj
1GC 1355 SI,2St>

167 1355 S/,zoZ

105 I3S3

10,5 13SS 51,341

167 1331 52,21

1

m 1333 62, 432

173 173? 52,4&8

re> 133? 52, 4 35

17C mis 53, 24Z
nc IMIS 63,212.

ftH ifer 53, SI)

vm 1427 53,604

1437 55 601

lift I4C0 51>8(
i?7 1475' 54,5.75

IK 1171 54,4Sft

1$$ mz 5V,54C

141 m 5l
y
627

142 ms Si; 713
143 1465 54,7/ft

142 1425 54,7/3

142 HSS 54,727

142 im 5V,75ft

142 1437 54,767
142, 1437 54,773

112. 1410 54,631

112. 1440 54;^
\42 1411 54, 71?

\M 54,77

S



'Sork 2 €,rt>

$0
81

82.

83

%
87

38

10

It

U
ah

%
v

too

tot

\oz.

|o3

tot

toS

IOC

107

10%

m
wo

\\\

\\l

113

Minks
ijzol%%

Ifan
I /io(8S

^— b(vv\\V-\

2/24 fe

aAm
3|t|%%

afeltt

2/2 1S3

ij$h

zzfes
3 <*ks

7 llM
3/4 Iss

3b/8^ Ubr(^3

i[«.«

2f2oV6

2’|z,lW

?>h to

zjzsm

^*7g-
.

IS1,2%0

184,446

in
isi,%s

I3 G, 200

140770

141,880

m, 041

194,7<>4

141, 85?

141,85%

116,442.

141, 138

m,S&
118,552

114,21%

&!,W
205,032

2o3,472
2o3,\o6

2o3,42S

203.750

204,1311

2oC,l6&

£>7,0SO

203,324

227,418

227,644

131,783

181, 732

110,342

fMZC
(12,100

171,160

111,331

6UjgrV^ QoUU \JccclId P^e-LoaJ

H71 21

1

lll^ 45,924

Ml2 21! 1113 45, 924

472 2U 1113 y<r,

472 2lt fill V7m
472- 211 ilT5 46,2(7

H%4 •216 |211 46,700

^1 211 122) 17,056

414 21

1

|22| 47,/50
4 IS 2.11 1224 47,241

417 z\% (2.2.3 47, 320

441 m )223 47, 320

51C 2iq \2SO 43,347
5/5" 21

G

I2SO 4%,see
-

517 2|C 1255 48, 564
511 2te \2S5 42, 5^4

5\7 21G 1275 4x;sgv

520 215 1262 48,9so

5Vo 153 |2£3 48/c>4

52C I5& 1267 43,177

526 15£ 1267 48,977

52o 156 12.6% 48,84?

520 i5G 1267 43,872

521 158 1273 41,024
523 161 lz8o ?9,2o3

524 IGo izio 49,07?

527 159 129? 49,34$

528 IGO )307 41,463

523 I60 1308 44,444

523 151 1303 44/<9

528 151 (303 41,577

530 151 )304 49,6Tb

53o IS? )3o? 49,67c

631 162 1307 41,763

545 i<o5 (830 50,580

64$ |64 1341 50,375



2orV LJgJCO Co\fY\ p ) ( a\)or\S C Pago
L
1)

.^WdL w Olelieeb &WW.W \)ocoJq PW,— Loacl

12,
'7S7 l&i,77S H2S IS1 133 40, S3£

4o \z)<m ISM. HCD H25 111 135 4©. 478
46 dm (S^IC Vl5 111 415 Ho, 4 73

_. 47 vijiH7 - -

|5S,o?£ 425 170 135 4o, 487

. HI mtte? ISS,o?0 425 |4o ns Mo, H%1

ya dm 155,MSt hs 116 %s 4o,4S7

50 d\ 155,706 425 131 13G 40,563
51 A 156,106 425 LSI 1*6 Ho, GSS
SZ \A 156,237 426 131 ISC 40,563
Si idic,k? 156,614 HZ6 (31 136 MO,666
64 dnh 156,646 M2S 131 136 Wo' SGQ
55 Ml I67,37S 4z5 131 131 Mo, 631

SO \z V'?k? \ 67,m. 425" 1^1 131 Mo, £ 3/

57 12 !lik] 157,4 is 431 170 1001 41,011$

^ 5% I2/2ML 163,370 H35 110 1041 43,oS|^ si 12/2.h 163, 21S 435 no (oil 43,0Sj

_&a 22h 163,2|S 435 170 1041 43, OS I

51 I1I2Ih7 162,544 43?, no lose 42,2/6

(cl \zli;K? 162,65? 435 no I0S6 HZ, 24 7
fo dnk 162, 65S 43i |4o (oSG 42,277

61 iklp )6Z,T72 H3& no 1056 % 247
65 \/zfe% 164,014 435 no I0S3 H2,qio
66 1Ilk'S 165,404 433 140 1034 H2,5t><4

67 i/hh& (61,320 441 Jlo 1151 43,112

65 mm 1 64672. 441 112. 1142 4348/

Q°i Aik 176,376 416 117 |154 43
,
16 ?>

10 jiok nc _ no h^i m^co
7#/ l/ll 7.5 <vS>£

— 455 ZOI 1170 VV, S35
-

72 \ /ess 132,05V HU 2.06 ((7V 75, £73

73 £

'

c>o 132,24?. 471 ZoS 1 ray y$6fZ

71 i il 183,740 412 2o6 11*3 15,743
l$J

ft
(31,1^0 472 206 1153 M5 713

U 1 '1{% 472 Zos 1173 v5/773
•77 ij)7i 153,^4 47Z M ((73 V5) 776
7? Lhafcs I3H; 133 17Z 2 VO llIM VS, 9 VC

71 .m,N4 172 2U M3 4^ 424 _



Zfcrk 2&jto Gi>w\0

1

Uw’CiAS Cpa^ s>

!x»U obVtsks 1^iobaS» 'lIoCck\o P^-Loor\

1 11 q,27 145,298 217 130 707 35,148

3 mki 133,330 217 ISO 107 38,157
10 whhi 113,362 317 iso 107 33,273
11 111ok? 143,606 317 iso 707 35,273
12 u/ioh 143,014 317 ISO 907 38, 273
13 n/iok7 R5,G££ 378 iso 907 33,302

N ll)io)s7 1 43,070 313 iso 961 33,307,

15 1 M*7 143,030 31

S

ISO 70S 33,308
|6 uplk 143,714 414 130

4
\TT 33,973

17 149470 4I5
-

171 177 34,010
is Wfn? m,133 415 171 777 39, 048

13 m(i ^ «7 14 1,434 Mis’ 171 47Z 39,o38
a> mb i4f\,07S 415 171 977 39,040
2\ 11 2o/s7 144,700 4(5 174 777 34, oS4

22- u fi/$2 144,432. Vi5 179 177 31 cm
23 \\ zW*7 144,513 4(5 171 977 31,089
23 nilsjs? 141,540 415 171 177 39 081

25 nkzk? 141,410 415 179 177 39,0 81

ZC Mm 141,744 415 177 177 3l o 8?
Z7 mS%1 mice. 4(5 171 177 31,095
2-5

11/25/5/ 141,734 415 174 177 39

,

095
2°\ njacfc7 150,093 US 171

- —

-

"
"—*— " . .

177 34, 2/9

- 20 11:»C 150,222 4/5 179 977 39

,

ZZl
31 mhi 150,070 415 ISO 977 313o 6
'U- \ikhl I5) ;

050 4IG ISO 974 <54,247

35 life isi,m me 1*0 333 sw
34 ml 152,53s 313 111 113 39,6/Z
35 12/3/s? 15a;7*2. 419 19.2-

1 V

183
VJ>

34/58
36 mB7 158,^6 411 I S3 9S3 40,o70

SL_ mki 152
(

20£ 419 1S3 783 40,040

31) B*JS7 152,419 111 113 413 40,096
- 2& : * 2/4 h>7 152,774 qil ISC 111 41, 152

_ 4*5 12/437 152,778 411 ItG 4S3 MO, (62-

41 [21

J

5/s? I5Z/&42 4l9 1U 1%i 40, 136

41 vhflS7 153,010 4\M 11C 913 40,2-06

4b 12ftw 157>,3TO 41 T lie 111 Mo, <2(0



£.ero

31

Ho

HI

Hz

4^

44M
4G

E
hr

in
55

51

52.

53
5H

55
SG
57
53

51
Go
G\

(22

G3
G4

I

1
3
4
5
(

P

7

is*?~ baW Sn.e. Obiecbb (sWoaW \IoccOo ire— Load

O \0 Cs ^i__ loo,SOS 242 ISO 776 26,388
>ofel57 loi,36H 243 150 775 26,343m 17 lot ,64& 244 151 1S2- 26,417
Ki %)£L_ 10^646 Z11 15

1

111 26,417
1$ 102.-573 205 151 111 26,767
\M S7 M,134 205 IS3 742 16,285
lOjH 87 1 OH ,553 107 153 774 26,430
tor 106,430 317 153 205 27,1/5

4i|?7 101,754 Till 15^ 222 27I 7 I

io/iw ICS.S01 322 155 830 27877
io/iw icihio 322_ IS6 231 27,106
ioL 1^H7H 322_ I5H 3H3 25 060
I6j437 112,162. 322 151 2H6 28121
VO 1ski 115,452- 350 161 21J11
iqfe

''1 —

116,554 350 163 %f\ 21 , 262.
to)lAl 111,353 352- 164 873 21,368
i6/i< 111,106 352. 166 S13 24^35
wtW 111422 354 no 322 21, 63-5

d<\Z) 124, \2j£ 75H no 882 27,655
mk? 121,110 356 171 ^7,703
m 122,270 355" 172 376 21,7*43

MyS7 123,602 _ 360 172 340 '24,447

lo a)k/ 126,632 311 175 HOI 30,5-S|

tokokl |26,63Z 371 ns
-

HOH 30,62|
\b]zD$l 126,10Q 311 175 lio 30,630
lo/fif! 124,642 331 m 423 7>l, /SO

lol:21/37 131 m m 154 430 '3!
;
S/S£

icy;Ul 152,632 316 117 147 32,0/5
\oj: 153,741 316 isi 457 32, /64

»/m (r^w pufseQ 144, 650 2>47 130 166 3^2 06

wim7 143,642 m \51 167 38,226

ii

u

ft?
3|$7

1HS.648

I^G8a
143,610

143,658

331
337
337

v? 113,CIS 337

IS)

m
m
\%\

167 5MZ6
167 32, ZZ6

%1
\%\ 167

3&, 226

3?.,Z2G



2or\c Co w\p v IocW rvs

1-WW5 WVo 3iz& CrWoaW ^CCpJo ?W* Loa<-(

1 %/3»ls7 50,147 77 103 513 (5,232

z 3/4/s

7

51, G24 33 11! 552 15,531

3 1A&Z 54 izs 76 11^ 572 15, 307
s Mki S5,iM6 47 im 573 16,425

• 6 ijsi 57, (56 I07 113 534 16,314

G ifr 7 55,735 114 114
i 537 17, 123,

7 m 1 c? 67,266 123 ilM 514 17,720

2 °l/loM7 62,571 133 IlM 604 13,022.

4 5/ic\kl 64,742 147 IIG 603 13,426

lo 7 11h 66,330 155 116 624 13,116

il ijll <n 66,7)4 15% 116 624 11,036

12- ^/hok? 67,713 160 117 624 11,011

13 Ik 65,2.to \60 l\2 624 1% 130

H 4/1^

7

61,022 161 ' 121 624 11,132

\s l)r? S7 0,1, 111* 16\ 121 626 11,2 1

6

\6 q/n il 70^74 167 122 G4M 11,624

17 7fn 71,426 163 J.23 647 11,752.

IS 7 i%\%i 1137H 174 123 664 11,137

ft 7/2 i S7 -74,752 141 126 666 20,€Z7

20 1/2‘ki 76,27o 147 127 672 20,107

2-i ijz\ki 77,250 203 123 €77 2i,OlO

22 72zkj 71,3?& 210 124 632 2(,4Z5

23 mi 74,176 21M 131 633 2/, 611

24 W7 SI.IIG 22 i 131 616 2/,1Sb

25 vm ssssl 226, 131 702 22,(44

26 si25/37 S5.Z1G 240 132 7o3 22,350

27 1 ini87 77,420 250 134 735 Z3,5(o

23 ifc-W c*>,
Ca> 256 136 744 23.505

21 4>°l$7 S%550 262 133 743 2%/oe

30 °!hml 40,560 267 140 750 27,3//

31 mm M2, GIG 274 146 157 24,101

~ 31 13,572 274 145 757 24,1&(

L 33 folk? SMjMS-C 275 IH6 7S1 2-H,7<?3

3H I0iski 77, 277 150 760 25,127

35 ic/s/57 47,772 274 150 765 2£,0'3S
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Next P-oject
(comments to Steve)

ZORK ZERO
Fantasy
probably 5ZIP Est.
As the name implies* a prequel to the Zork trilogy.
Great Underground Empire* beginning at the time of its collapse (383 GUE)>
continuing throjgh 943 (the year of the Zork trilogy). It would certainl
’’west of a white house." There'd be some story, about as much as the Ench
games, but for the most part it would be an intensely puzzle-oriented game
a huge geography. Jt would be great to r

e

-assemble the Original Imoleme
for a design session.
«- ~*

Standard Leve
Dev. Time: 10-12 month
It would be set in thi

ollapse (383 GUE), an
It would certainly en

the Ench ante
wit. a v r itiueu yame a i

Original Implementor

MINUTE MYSTERIES
Mystery Standard Level (or mixed!
EZIP Est. Dev. Time: 12 month;
Four mini-mysteries, each set in the same locale, but during different period;
of time: one during the 1 9 1 0 ' s , one during WWII, one during the present, ant

one at some point in the next century. For the location, I'm leaning to wart

a small cruise ship. (Naturally, I would have to soend several wee<s on c r u i s <

shios doing research). Some ideas for the individual mysteries: In one of them,
it turns out that you were actually the killer, but are suffering from amnesi;
because of a blow received during a struggle with the victim -- you first thin!
that the blow was inflicted by the murderer! In another, you would be the desc-
endant of a character in one of the previous stories, attempting to prove thi

innocence of your relative, and getting mixed uo in a new murder, and having t

<

solve both. The last story, set in the future, would have some sci-fi elements,

INTERACTIVE 3I3LE
Humor Standard Leve
EZI P Est. Dev. Time: 10 month
Imagine the ad campaign: ’Have you always thought that God screwed it up? Tr
it yourself!" or more simply "Play The Book." It would be a short story forma
along the lines of Wordplay. The stories would include: Creation, The Garden o

Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (th
last section). The hignlight: a story in which you experience the most contro
versial concept ever attempted by interactive fiction: olaying the character o

Jesus Christ. The text would all be in shalts and be gats and haths and sayeths
Part o f my ongoing effort to offend every person in the universe. —

BLAZING PARSERS
Humor Standard Leve
ZIP Est. Dev. Time: 8 month
The western comedy that Jerry started. A lot of the basic design and a littl
bit of the implementation is already done. If you don't recall, the basic stor
line is a spaghetti western with all the usual characters and situations, an
the basic gag is that there are several parsers with different personalitie
and degrees of competency that are constantly wandering "in" and "out" of th
game. Another gag revolves around Mr. Smith, who can imitate nearly anything
"There is a bowling ball here." TAKE BOWLING BALL. "Oops! It's only Mr. Smith
doing his famous bowling ball imitation." Or... "President Rutherford 3. Haye
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you realiz

' A President Rutherford B. Hayes after all, but merely Mr. Smith
President Rutherford Hayes imitation." A laugh riot

that it isn't
doing his totally awesome
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SJPER-HERQ LEAGUE OF AMERICA
Fantasy? Comedy? Standard Leva
EZIP Est. Dev. Tima: 10 month
When Marvel Comics asked if we'd be interested in a collaboration I though
Steve old buddy old pal, you could think up alot more interesting and weird an
and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue
as Farm Stand Man* who can turn himself into any vegetable beginning with
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befor
the box is even opened! I see this as a Hitchhiker 's/Rashomon type game i

which you can play your choice of any of half-a-dozen supei— heroes. The stor
would be slightly different depending on which one you chose. If you elected t

portray Annelid Man Cable to communicate with any member of the worm family)
you wouldn't command as muen respect as Doctor Asphalt (able to devour entire
eight-lane highways)* and the other super-heroes wouldn't obey you as readily
Potential for lots of interesting puzzles. Possible RPG element s.

"THE VIABLE IDEA 1’

Experimental Standard Level Cor mixed
ZIP or EZIP Est. Dev. Time: 6 month
An idea I originally came up with as a way to produce a game in much less tim
than could normally be expected* but which I think is an interesting idea eve
witnout that need. Basically* one person (the Editor) designs a tiny "piece” o

a game - - a couple of rooms* a few objects with action routines* maybe even
character. Wooing from this* in complete isolation, Jive (or so) imps woul
write a small mini-game (a couple of puzzles* ten to t went y rooms) around tha
original co*e. The Editor would be responsible for integrating the five idea
together, blending the code, maxing s u e that tiers wasn't any gross repetitio
in the stories* and, of course, fixing bugs. I think that seeing how differen
oeoole went in different directions from the same starting point would make fo
an interesting interactive fiction experience.

TITANIC
TQA?Docu-d~ama? Standard Level Cor mixed
EZIP Est. Dev. Time: 10-12 month
It was one of the most dramatic moments in history. The world's largest, mos
luxurious* most technically advanced ocean liner, carrying many of the w o ~ 1 d

'

richest and most famous people, was nearing the end of it's maiden voyage. A

11 : 40 p.m. on April 14, 1912 an iceberg sideswioed the huge ship, leaving 3 30
foot underwater gash. Less than three hours later the "unsinkable" Titanic wa
gone, taking 1500 people with her. The events of that night are well-r ecount

e

in several ooo< s •

You are a oassengen on the Titanic* travelling in Third Class to disguise th
importance of your mission: transporting a MacSuffin from London to New York
As the ship opens and you feel a long, drawn out shudder pass tnrough the ship
you must begin the process of escaping the restricted Third Class section
retrieving the MacOuffin from the purser's safe amidst the confusion, an
surviving the sinking to complete your delivery assignment. The actual event
of those 16) minutes between iceberg and sink in o ffpnlui—arrup aroun_d—you 1—s-e

this as a game of split-second timing, /Th a t would require multiply playing t

optimize your turns in order to solve all the puzzles in the shortest possibl
time. . 3ut you could also ignore all the puzzles and simply wander around th
shio as a "tourist," taking in the sights of this amazing event.
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THE BEST OF STEVO
Mixed genre Standard Level (or mixed!
EZIP Est. Dev. Time: 12 months
A collection of "short stories*" many or all of u/hich would be designed to p 1 a

)

in one sitting of approximately an hour or two. I envision around ten stories
on the disk. They would have little or no connection to each other. The manua!
would contain a table of contents so that you could enter any story you w a n t e <

by typing in a word or number at the beginning. The stories would prooably b<

from several different genres. Tnis would be a good chance to try a lot o'

interesting ideas which are too experimental to risk a whole product on, or an
just too small to become a full story. There could be some new genres* s o m

«

completely ouzzleless stories, a story with reolayability. A story or two coul;
be longer, to wean beginners into accepting multi-hour interactive fictios
efforts. Tne reaction to Jeff's short story format will certainly have ai

impact •

Some problems with the idea: is it just too disjoint? Is there anyway to t i

<

the stories together? (One thought for tying the stories together: there are I

siblings, and each brother/sister appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wha -

wouLd the oackage be like? dhat would the program be called? Would it turn of
our hard-core fans?

Any pending "marketing-driven" concepts? (e.g. Doctor Who, collaborations)

Any "new technologies" to consider? (e.g. sound, X Z I p features)

7

\

n



HE BEST QF STEV3
Standard Level Cor mixed)
E s t . Dev. Time: 12 months

esf" many or all of which would be designed to play
tely an hour or two. I envision around ten stories
little or no connection to each other. The manual
tents so that you could enter any story you wanted
r at the beginning. The stories would probably be
res. Tnis would be a good cnance to try a lot of
too experimental to risK a whole product on, or are
full story. There could be some new genres, some

s, a story with r e o 1 ay a b il i ty . A story or two could
s < into accepting multi-hour interactive fiction
eff's short story format will certainly have an

: is it just too disjoint? Is there anyway to tie
thought for tying the stories together: there are N

ister appears in one of the stories as a character;
ences to the sibling in the other stories.) What
hat would the program be called? Would it turn off

U

in
V%

n M concepts? Ce.g. Doctor Who, collaborations)

nsider? Ce.g. sound, XZI° features)

^ 3 TVwj urribi. uh fli

s

fob*' 'tyx

.

.

^-(,(uk
Uywy ecrvy^C cJi

*
See JuA-t~-G-



rd Level C or mixed)
ev. Time: 12 months
be designed to play
around ten stories
other • The manual

ny story you wanted
s would prooably be
ce to try a lot of

r*

t<- A''
-*.

product on, or are
e new genres, some
story or two could

nt^r active fiction
1 certainly have an

4^. j?rt - vnr^AxtX\ —

there 3nyway to tie
getherl there are N

ies as a charac ter

;

ber stories.) What
Would it turn off

’

sllabor at ions)

?s)

- • -

U^(t.<JL \ CXTVyWt C^A^CAOh*A-t .

*
See “J^rt-v^e-c^f ja/~c ^ t



Next Project *•# %•#

(comments to Steve)

ZORK ZERO
fantasy Standard Level
prooablyEZIP Est. Dev* Time; 10-12 months
As the name implies* a prequel to the Zork trilogy. It would be set in the
Great Underground Empire* beginning at the time of its collapse (983 G U E ) , and
continuing through 948 (the year of the Zork trilogy). It would certainly end
’’west of a white house. " Tnere'd be some story* about as much as the Enchanter
games* but for the most part it would be an intensely puzzle-oriented game with
a huge geography. It would be great to re-assemble the Original Implementors
for a design session •

MINUTE MYSTERIES
Mystery Standard Level (or mixed)
£ZIP Est. Dev. Time: 12 months
Four mini-myst er ie s * each set in the same locale* but during different periods
of time; one during the 1910's* one during W W 1 1 , one during the present* and
one at some point in the next century. For the location* I'm leaning toward
a small cruise ship. (Naturally* I would have to spend several weexs on cruise
shios doing research). Some ideas for the individual mysteries: In one of tnem*
it turns out tnat you were actually the killer* but are suffering from amnesia
because of a blow received during a struggle with the victim — you first think
that the blow W3S inflicted by the murderer! In another, you would oe the desc-
endant of a character in one of the previous stories, attempting to prove the
innocence of your relative* and getting mixed no in a new murder* and having to
solve both. The last story* set in the future* would have some sci-fi elements.

INTERACTIVE 3I3LE
Humor Standard Level
EZIP Est. Dev. Time: ID months
Imagine tne ad camoaign: ’Have you always thought that God screwed it up? Try
it yourself!*’ or more simply ’’Play The Book.” It would be a short story format
along the lines of Wordplay. The stories would include: Creation, The Garden of
Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (the
last section). The highlight: a story in which you experience the most contro-
versial concept ever attempted by interactive fiction: playing the character of
Jesus Christ. The text would all be in shalts and begats and haths and sayeths.
Part of my ongoing effort to offend every person in the universe.

BLAZING PARSERS
Humor Standard Level
Zl° Est. Dev. Time: 3 months
The western comedy that Jerry started. A lot of the basic design 3 nd a little
bit of the implementation is already done. If you don't recall* the basic story
line is a spaghetti western with all tne usual characters and situations* and
the basic gag is that there are several parsers with different personalities
and degrees of competency tnat 3re constantly wandering "in" and "out” of the
game. Another gag revolves around Mr. Smith* who can imitate nearly anything:
’’There is a bowling ball here.” TAKE BOWLING BALL. "Oops! It's only Mr. Smith,
doing his famous bowling ball imitation.” Or... ” President Rutherford 3. Mayes
is at the bar.” PRESIDENT MAYES* MOWOY. "As you begin speaking* you realize
that it isn't President Rutherford B. Hayes after all, but merely Mr. Smith*
doing his totally awesome President Rutherford Mayes imitation.” A laugh riot.
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SJPER-HER3 LEAGUE OF AMERICA
Fantasy? Comedy? Standard Lev
EZIR Est. Dev. Time: 10 mont
H h e n Marvel Comics as'<ed if we'd oe interested in a collaboration I thong
Steve old buddy old pal, you could think up alot more interesting and weird a

and fun suoerheroes than those worn out boring Marvel Comics superheroes. Su
as Fa<~m Stand Man* u/ho can turn himself into any vegetable beginning with
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befo
the box is even opened! I see this as a Hit c hhik er 's /R ashomon type game
which you can play your choice of any of half-a-dozen su p e r- he r o e s . The sto
would be slightly different depending on which one you chose. If you elected
portray Annelid Man (able to communicate with any member of the worm family
you wouldn't command as much respect as Doctor Asphalt (able to devour entir
eight-lane highways)* and the other super-heroes wouldn't obey you as readil
Potential for lots of interesting puzzle^ P ossible RPG elements.

^

/"*-•

11 THE VIA3LE IDEA"
Experimental Standard Level (or mixe
ZIP or EZIP Est. Dev. Time: 6 mont
An idea I originally came uo with as a way to produce a game in much less ti
than could normally be expected* but which I think is an interesting idea ev
without that need. Basically* one person (the Editor) designs a tiny "piece"
a game -- a couole of rooms* a few objects with action routines* maybe even
character. Worxing from this* in complete isolation* five (or so) imps wou
write a small mini-game (a couple of puzzles* ten to twenty rooms) around th
original co^e. The Editor would be responsible for integrating the five ide
together, blending the code, making sure that tnere wasn't any gross repetiti
in the stories* and, of course* fixing bugs. I think that seeing how differe
people went in different directions from the same starting point would make f

an interesting interactive fiction experience.

TITANIC
TQA?Docu-d~ama? Standard Level (or mixe
EZIP Est. Dev. Time: 10-12 mont
It was one of the most dramatic moments in history. The world's largest* mo
luxurious* most technically advanced ocean liner, carrying many of the world
richest and most famous people* was nearing the end of it's maiden voyage.
11:40 p.m. on April 14* 1912 an iceberg sideswiped the huge ship, leaving a 3

foot underwater gash. Less than three hours later the "unsinkable" Titanic w

gone* taking 1500 people with her. The events of that night are well-recount
in several books.
You are a passenger on the Titanic* travelling in Third Class to disguise t

importance of your mission: transoorting a MacSuffin from London to New Yor
As the ship opens and you feel a long, drawn out shudder pass through the shi
you must begin the process of escaping the restricted Third Class sectio
retrieving the MacGuffin from the purser's safe amidst the confusion, a

surviving tne sinking to complete you" delivery assignment. The actual even
of those 163 minutes b ejtuLS-ejn—ire-etyen-g—a.TLd sinking would occur around you. I s

this as a game of ^^pTlTt- s e c o n

d

timing, -^that would requir e multiply playi ng

optimize your turns in orde" to solve all the puzzles in the shortest oossib
ti. m e. But you could also ignore all the puzzles and simply wander around t

ship as a "tourist," taking in the sights of this amazing event.
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IHE 3EST OF STEVD
Mixed genre Standard Level (or mixsc
EZI? Est. Dev. Tina: 12 montf
A collection of "short stories*" m 3 n y or all of which would be designed to p 1 <

in one sitting of ap pr o x i m a t e 1 y an hour or two. I envision around ten stori*
on the disk. They would have little or no connection to each other. The manu;
would contain a table of contents so that you could enter any story you want*
by typing in a word or number at the beginning. The stories would probably i

from several different genres. This would be a good chance to try a lot c

interesting ideas wnich are too exoerimental to risk a whole product on* or ar

just too small to become a full story. There could be some new genres* sor

comoletely ouzzleless stories* a story with r e o 1 ay a b i 1 i t y . A story or two couj

be longer, to wean beginners into accepting multi-hour interactive fictic
efforts. Toe reaction to Jeff's short story format will certainly have <

impact.
Some problems with the ideal is it just too disjoint? Is there anyway to t:

the stories together? (One thought for tying the stories together: there are
siblings, and each brot her/ si st er appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wh;

would the package be like? What would tne program be called? Would it turn o'

our hard-core fans?

Any pending "marketing-driven" concents? Ce.g. Doctor Who, collaborations)

Any "new technologies" to consider? Ce.g. sound, X Z I P features)
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SUPER-HERD LEAGUE QF AMERICA
Fantasy?Comedy? Standard Leve.

j=£ic> Est. Dev. Time: 10 month!

When Marvel Comics asked if we'd be interested in a collaboration I though'

Steve old buddy old pal, you could think up slot more interesting and weird am
and fun superheroes than those worn out boring Marvel Comics superheroes. Sucl

as Farm Stand Man, who can turn himself into any vegetable beginning with >

vowel. Dr Madmoiselle Mozzarella* wno can tell the toppings on any pizza bef on
the box is even opened! I see this as a Hitchhiker's/Rashomon type game ii

which you can play your choice of any of half-a-dozen super-heroes. The stor'

would be slightly different depending on which one you chose. If you elected t

i

portray Annelid Man Cable to communicate witn any member of the worm family)
you wouldn't command as much respect as Doctor Asphalt (able to devour entire
eight-lane highways)* and the other super-heroes wouldn't obey you as readily

Potential for lots of interesting puzzles. Possible PPG elements.

f "S

"THE VIA3LE IDEA”
Experimental Standard Level (or mixed
lio or EZIP Est. Dev. Time: 6 month
An idea I originally came up with as a way to produce a game in much less tim

than could normally be expected* but which I think is an interesting idea eve

without that need. Basically, one person (the Editor) designs a tiny "piece" o

a game -- a couple of rooms* a few objects with action routines* maybe even
character. Working from this, in complete isolation* five (or so) imps woul

write a small mini- game (a couple of puzzles* ten to twenty rooms) around tha

original core. The Editor would be responsible for integrating the five idea

together, blending the code, making sure that there wasn't any gross repetitio
in the stories* and* of course* fixing bugs. I think that seeing how differen
people went in different directions from the same starting point would make fo

an interesting interactive fiction experience.

TITANIC
TQA?Docu-drama? Standard Level (or mixed
!=£IP Est. Dev. Time: 10-12 month

It was one of the most dramatic moments in history. The world's largest* mos

luxurious, most technically advanced ocean liner* carrying many of the wo’-ld'

richest and most famous people* was nearing the end of it's maiden voyage. A

11:40 p.m. on April 14* 1912 an iceberg sideswioed the huge ship* leaving a 30

foot underwater gash. Less than three nours later the ,, unsinkable ,, Titanic wa

gone, taking 1500 people with her. The events of that night are w e 1 1 -r ec o u n t

e

in several books.
You are a passenger on the Titanic* travelling in Third Class to disguise th

importance of your mission: transporting a MacGuffin from London to New York

As the ship opens 3 nd you feel a long* drawn out shudder pass through the ship

you must begin the process of escaping the restricted Third Class section
retrieving the MacGuffin from the purser's safe amidst the confusion* an

surviving the sinking to complete your delivery assignment. The actual event
of those 1 6 D minutes between iceberg and sinking would occur around you. I se

this as a game of split-second timing* that would require multiply playing t

optimize your turns in order to solve all the puzzles in the shortest possibl
time. 3ut you could also ignore all the puzzles and simply wander around th

shio as a "tourist,'* taking in the sights of this amazing event.
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/“S THE BEST DP STEV3
Mixed genre Standard Level Cor nixed]

5ZIP Est. Dev. Tine: 12 month*

A collection of "short stories j " nany or all of m h i c h mould be designed to o 1 a

;

in one sitting of appr o x in at e 1 y an hour or tujo. I envision around ten stories

on the disk. Tney mould have little or no connection to each other. The manual

mould contain a taole of contents so that you could enter any story you m a n t e

'

by typing in a mord or number at tne beginning. The stories mould probably b <

from several different genres. Tnis mould be a good chance to try a lot o

interesting ideas mhich are too experimental to ris< a mhole product on, or an
just too small to become a full story. There could be some nem genres, somi

completely ouzzleless stories, a story mith reolayability. A story or tmo c o u 1

'

be longer, to mean beginners into accepting multi-hour interactive fictioi

efforts. Tne reaction to Jeff's short story format miJLl certainly have a

i

impact.
Some problems mith the idea: is it just too disjoint? Is there anymay to ti<

the stories together? (One thought for tying the stories together: there are I

siblings, and each brother/sister appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wha
mould the package be like? What mould the program be called? Would it turn of

our* hard-core fans?

Any

Any

pending "marketing-driven" conceots?

"nem technologies" to consider? Ce.g.

Ce.g. / Doctor Who, (collaborate

Ctte'Ci' U^TS
sound, ( X Z J P features)
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C/o> Next Project

comments to Steve)

ZORK ZERO
Fantasy Standard Leve
propaolyEZIP Est. Dev. Tine: 10-12 month
As the name implies* a prequel to the Zork trilogy. It mould be set in th

Great Underground Empire* beginning at the time of its collapse (833 GUE)» an

continuing through 943 (the year of the Zork trilogy). It mould certainly en
M mest of a i/hite house." Tnere'd be some story, about as much as tne Enchants
games, put for the most part it mould be an intensely puzzle-oriented game mit
a hjge geography. It mould be great to re-assemble the Original Implementor
for a design session.

r'

MINJTE MYSTERIES
Mystery Standard Level (or mixed
EZI 3 Est. Dev. Time: 12 month
Four* mini-m/steries, each set in the same locale* but during different period
of time: one during the 1910's, one during WWII, one during the present* ar

one at some point in the next century. For the location, I'm leaning tomar
a small cruise ship. (Naturally, I mould have to spend several mee<s on cruis
ships doing research). Some ideas for the individual mysteries: In one of then
it turns out that you mere actually the killer* but are suffering from amnesi
because of a blom received during a struggle mith the victim -- you first thir
that the blom mas inflicted by the murderer! In another, you mould be the desc
endant of a character in one of the previous stories* attempting to prove th

innocence of your relative* and getting mixed up in a new murder* and having 1

solve both. The last story, set in the future, mould have some sci-fi elements

INTERACTIVE 3I3LE
Humor Standard Leve
E Z I Est. Dev. Time: ID month
Imagine the ad campaign: "Have you a 1 m a y s thought that God screwed it up? Tr

it yourself!" or more simply "Play The Book." It mould be a short story forma
along the lines of Wordplay. The stories mould include: Creation, The Garden a

Eden, Noah and the Flood, Moses and the Exodus from Egyot, and Revelations (th

last section). The highlight: a story in mhich you experience the most contrc
versial concept ever attempted by interactive fiction: playing the character a

Jesus Christ. The text mould all be in shalts and begats and haths and sayeths
°art of my ongoing effort to offend every person in the universe.

BLAZING PARSERS
Humor Standard Leva
ZIP Est. Dev. Time: 3 month
The western comedy that Jerry started. A lot of the basic design and a littl
bit of the implementation is already done. If you don't recall, the basic stor
line is a spaghetti western mith all the usual characters and situations, ar

the basic gag is that there are several parsers mith different personality
and degrees of competency that are constantly mandering "in" and "out" of t

h

game. Anotner gag revolves around Mr. Smith, mho can imitate nearly anything
"There is a bomling ball here." TA<E BOWLING BALL. "Doos! It's only Mr. Smith
doing his famous bomling ball imitation." Or... "President Rutherford 3. Hays

is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you reali:
that it isn't President Rutherford B. Hayes a f t e ^ all, but merely Mr. Smith
doing his totally amesome President Rutnerford Hayes imitation." A laugh rioi
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MINJTE MYSTERIES
Standard Level (or mixed)
Est. Dev. Time: 12 months
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gn: 'Have you always thought that God screwed it up? Try

simply "Play The Book." It would be a short story format
rdplay. The stories would include: Creation, The Garden of

ood, Moses and the Exodus from Egypt, and Revelations (the

ighlight: a story in which you experience the most contro-
3 ttempted by interactive fiction: playing the character of

t would all be in shalts and be gats and haths and sayeths.
fort to offend every person in the universe.

(fay
^
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/*v SJPER-HERQ LEAGUE OF AMERICA
Fantasy? Comedy? Standard Leva

£21 ? Est. Oevt Tiflei 10 month
Whan Marvel Comics asxed if we'd oa interastad in a collaboration I though
Steve old bjddy old pal* yoj could think up a lot more interesting and weird an

and fun suDarharoas than those worn out boring Marvel Comics superheroes. Sue

as Farm Stand Man, who can turn himself into any vegetable beginning with

vowel. Or Madmoiselle Mozzarella, who can tell the toopings on any pizza befor

the box is even opened! I see this as a Hi t c hh i k ar ' s /R a s homo n type game i

which you can play your choice of any of half-a-dozen super-heroes. The stor

would be slightly different depending on which one you chose. If you elected t

portray Annelid Man (able to communicate with any member of the worm family)
you wouldn't command as much respect as Doctor Asphalt (able to devour entire
eight-lane highways), and the other super-heroes wouldn't obey you as readily
Potential for lots of interesting pjzzles. Possible PPG elements.

"THE VIA3LE IDEA"
Exoerimental Standard Level (or mixed
ZIP or EZI p Est. Dev. Time: 5 month
An idea I originally came uo with as a way to produce a game in much less tim

than could normally be expected, but wnich I tnink is an interesting idea eve

without that need. 9asically, one person (the Editor) designs a tiny "piece" o

a game — a couple of rooms, a few objects with action routines, maybe even
character. Working from this, in complete isolation, five (or so) imps woul

write a small mini-game (a couple of puzzles, ten to twenty rooms) around tha

original co*e. The Editor would be responsible for integrating the five idea

together, blending the code, making sure that there wasn't any gross repetitio
in the stories, and, of course, fixing bugs. I think that seeing how differen
people went in different directions from the same starting point would make fo

an interesting interactive fiction experience.

TITANIC
TO A? Docu-drama? Standard Level (or mixed
c 2 1 P Est. Dev. Time: 10-12 month

It was one of the most dramatic moments in history. The world's largest, mos

luxurious, most technically advanced ocean liner, carrying many of the world'
richest and most famous people, was nearing the end of it's maiden voyage. A

11 : 40 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30

foot underwater gash. Less than three hours later the "un s ink a b 1 e " Titanic w s

gone, taking 1500 people with her. The events of that night are well-recounts
in several ooo< s.

You are a passenger on the Titanic, travelling in Third Class to disguise th

importance of your mission: transporting 3 MacGuffin from London to New York

As the ship opens and you feel a long, drawn out shudder pass through the shic

you must begin the process of escaping the restricted Third Class sectior
retrieving the MacGuffin from the purser's safe amidst the confusion, ar

surviving tne sinxing to complete your delivery assignment. The actual evenl

of those 163 minutes between iceberg and sinking would occur around you. I s

«

this as a game of split-second timing, that would require multiply playing 1

optimize yojr turns in order to solve all the ouzzles in the shortest oossib]

time. 3ut you cojld also ignore all the puzzles and simply wander around tf

ship as a "tourist,” taking in the sights of this amazing event.
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THE 3 5 S T OF STEVQ
Mixed genre Standard Level Cor mixed
£21? Est. Dev. Time! 12 month
A collection of "short stories*'* many or all of which would be designed to pla
in one sitting of approximately an hour or two. I envision around ten storie
on the disk. They would have little or no connection to each other. The manua
would contain a table of contents so that you could enter any story you wante
by typing in a word or number at the beginning. The stories would probably b
from several different genres. This would be a good chance to try a lot o
interesting ideas which are too experimental to risk a whole product on* or ar
just too small to become a full story. There could be some new genres* som
completely ouzzleless stories* a story with re playability. A story or two coul
be longer, to wean beginners into accepting multi-hour interactive fictio
efforts. Toe reaction to Jeff's short story format will certainly have a

impact.
Some problems with the idea: is it just too disjoint? Is there anyway to ti
the stories together? (One thought for tying the stories together: there are
siblings* and each brother/sister appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wha
would the package be like? What would the program be called? Would it turn of
our hard-co^e fans?

Any pending "marketing-driven" concepts? (e.g. Doctor Who, collaborations)

Any "new technologies" to consider? Ce.g. sound, XZIP features)
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tst. Dev. Time: 12 months
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n*¥ v* v Next Project
(comments to Steve)

Z OR < Z £ R 3

Fantasy Standard Leve
probably EZIP Est» Oev» Tisiei 10-12 month
As the name implies* a prequel to the Zork trilogy* It mould be set in th

Great Underground Empire* beginning at the time of its collapse (383 GUE)* an

continuing through 948 (the year of the Zork trilogy)* It would certainly en

••west of a white house* '* There 'd be some story* about as much as the Ench3nte
games* but for the most part it would be an intensely puzzle-oriented game wit
a huge geography* It would be great to re-assemble the Original Implementor
for a design session.

MINUTE MYSTERIES
Mystery Standard Level (or mixed
EZIP Est. Dev. Time: 12 month
Four mini-mysteries * each set in the same locale* but during different period
of time: one djring the 1 9 1 0 * s * one during W W 1 1 * one during the present* an

one at some point in the next century. For the location* I'm leaning towar
a small cruise ship* (Naturally* I would have to spend several wee<s on cruis
shios doing research). Some ideas for the individual mysteries: In one of them
it turns out tnat you were actually the killer* but are suffering from amnesi
because of a blow '•eceived during a struggle with the victim -- you first thin
that the blow was inflicted by the murderer! In another, you would be the desc
endant of a character in one of the previous stories* attempting to prove th

innocence of your relative* and getting mixed up in a new murder* and having t

solve both. The last story, set in the future* would have some sci-fi elements

INTERACTIVE 3IBLE
Humor Standard Leve
EZIP Est. Dev* Time: 10 month
Imagine the ad campaign: ’Have you always thought that God screwed it up? Tr

it yourself!" or more simply "°lay The Book." It would be a short story forma
along the lines of Wordolay. The stories would include: Creation* The Garden c

Eden, Noah and the Flood, Moses and the Exodus from Egypt, and Revelations (th

last section)* The highlight: a story in which you experience the most contrc
versial concept ever attempted oy interactive fiction: playing the character c

Jesus Christ. The text would all be in shalts and begats and haths and sayeths
Part of my ongoing effort to offend every person in the universe.

BLAZING PARSERS
Humor Standard Leve

ZIP Est. Dev. Time: 3 month
The western comedy that Jerry started. A lot of the basic design and a littl
bit of the implementation is already done. If you don't recall* the basic stor

line is a spaghetti western with all the usual characters and situations* ar

the basic gag is that there are several parsers with different personality
and degrees of competency tnat are constantly wandering "in" and "out" of th

game. Another gag revolves around Mr. Smith* who can imitate nearly anything
"There is a bowling ball here." TAKE SOILING BALL. "Ooos! It's only Mr. Smith
doing his famous bowling ball imitation." Dr... "President Rutnerford 3. Hays

is at the bar." PRESIDENT MAYES, HOWDY. "As you begin speaking, you reali:
that it isn't President Rutherford B. Hayes after all* but merely Mr. Smith

doing his totally awesome President Rutherford Hayes imitation." A laugh r ioi
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Est. Dev. Time: 10-12 months
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ach set in the same locale* but during different periods
he 1 9 1 0 ' s , one during WihIII, one during the present, and
he next century. For the location, I'm leaning toward
(Naturally, I mould have to spend several mee<s on cruise
Some ideas for the individual mysteries: In one of them,

were actually the killer, but are suffering from amnesia
i v e d during a struggle mith the victim -- you first think
icted by the murderer! In another, you mould De the desc-
in one of the previous stories, attempting to prove the
tive, and getting mixed up in a nem murder, and having to
tory, set in the future, would have some sci-fi elements.

INTERACTIVE 3IBLE
Standard Level

Est. Dev. Time: 10 months
n: ’Have you always thought that God screwed it up? Try
simply " 0 1 a y The 5 o o k • " It mould be a short story format
dolay. The stories mould include: Creation, The Garden of

od, Moses and the Exodus from Egypt, and Revelations (the
ghlight: a story in which you experience the most contro-
ttempted oy interactive fiction: playing the character of

would all be in shalts and beg3ts and haths and sayeths.
ort to offend every person in the universe.

BLAZING PARSERS
Standard Level

Est. Dev. Time: 3 months
t Jerry started. A lot of the basic design and a little
ipn is already done. If you don't recall, the basic story
estern mith all the usual characters and situations, and
there are several parsers with different personalities
ncy that are constantly wandering “in" 3nd "out” of the
olves around Mr. Smith, who can imitate nearly anything:
11 here." TAKE BOWLING BALL. "Ooos! It's only Mr. Smith,
ng ball imitation." Or... "President Rutherford 3. Hayes
DENT HAYES, HOWDY. "As you begin speaking, you realize
nt Rutherford B. Hayes after all, but merely Mr. Smith,
ome President Rutherford Hayes imitation." A laugh riot.
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THE 3EST QF STEVD
Mixed genre Standard Level Cor mixed
5ZI? Est. Dev. Time: 12 month
A collection of H short stories*” many or all of which would be designed to pi a

'

in one sitting of appr oximately an hour or two. I envision around ten storie
on the disk. They would have little or no connection to each other. The manua
would contain a taole of contents so that you could enter any stony you w a n t e

'

by typing in a word or number at tne beginning. The stories would probably b

from several different genres. This would be a good chance to try a lot o

interesting ideas which are too experimental to risk a whole product on* or ar

just too small to become a full story. There could be some new genres* som
completely ouzzleless stories* a story with r e o 1 ay a b il i ty . A story or two coul
be longer* to wean beginners into accepting multi-hour interactive fic t io

efforts. The '•eaction to Jeff's short story format will certainly have a

impact

.

Some problems with the idea: is it just too disjoint? Is there anyway to ti
the stories together? (One thought for tying the stories together: there are
siblings* and each brother/sistar appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) W h a

would the package be like? What would the program be called? Would it turn of

our hard-co-e fans?

Any pending ” marketing -driven” concepts?

Any "new technologies” to consider? Ce.g

(e.g. Doctor Who* collaborations)

sound, XZIP features)
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ZORK ZERO
Pantasy Standard Leve:

probably EZIP Est. Dev* Time: 10-12 month:
As the name implies* a prequel to the Zork trilogy* It would be set in t h

'

Great Underground Empire* beginning at the time of its collapse (883 GUE)> an:

continuing through 948 (the year of the Zork trilogy). It would certainly e n

"west of a white house*" T h e r e ' d be some story* about as much as the Enchante:
games* but for the most part it would be an intensely puzzle-oriented game wit
a huge geography. It would be great to re-assemble the Original Implementor
for a design session*

MINUTE MYSTERIES
Mystery Standard Level (or mixed
5ZIP Est. Dev. Time: 12 month
Pour mini-myst eries * each set in the same locale* but during different period
of time: one during the 1910 's* one during WWII, one during the present* an

one at some point in the next century. For toe location* I'm leaning t o w a r

a small cruise ship* (Naturally* I would have to spend several weeks on cruis
ships doing research). Some ideas for the individual mysteries: In one of them
it turns out that you were actually the killer* but are suffering from amnesi
because of a blow received during a struggle with the victim -- you first thin
that the blow was inflicted by the murderer! In another, you would oe the desc
endant of a character in one of the previous stories, attempting to prove th

innocence of your relative* and getting mixed up in a new murder* and having t

solve both. The last story, set in the future, would have some sci-fi elements

INTERACTIVE 3IBLE
Humor Standard Leve
EZIP Est. Dev. Time: ID month
Imagine the ad campaign: 'Have you always thought that God screwed it up? Tr

it yourself!" or more simply "Play The Book." It would be a short story forma
along the lines of Wordplay. The stories would include: Creation, The Garden o

Eden* Noah and the c lood* Moses and the Exodus from Egypt, and Revelations (th
last section). The highlight: a story in which you experience the most contro
versial concept ever attempted by interactive fiction: playing the character o

Jesus Christ. The text would all be in shalts and begats and haths 3nd sayeths
Part of my ongoing effort to offend every person in the universe.

BLAZING PARSERS
Humor Standard Leve
ZIP Est. Dev. Time: 3 month
The western comedy that Jerry started. A lot of the basic design and a littl
bit of the implementation is already done. If you don't recall* the basic stor
line is a spaghetti western with all the usual characters and situations* an

the basic gag is that there are several parsers with different personalitie
and degrees of competency that are constantly wandering "in" and "out" of th

game. Another gag revolves around Mr. Smith* who can imitate nearly anything
"There is a bowling ball here." TAKE BOILING BALL. "Oops! It's only Mr. Smith
doing his famous bowling ball imitation." Or... "President Rutherford 3. Haye
is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you realiz
that it isn't President Rutherford B. Hayes after all* but merely Mr. Smith
doing his totally awesome President Rutherford Hayes imitation." A laugh riot
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ZORK ZERO
Standard Level

Est. Dev, Time: 10-12 months
prequel to the Zork trilogy. It mould be set in the
beginning at the time of its collapse (883 GUE)» and

the year of the Zork trilogy). It mould certainly end
There'd be some story* about as much as the Enchanter

art it mould be an intensely puzzle-o r ient ed game mith
Id be great to re-assemble the Original Implementors

I

MINUTE MYSTERIES
Standard Level (or mixed)
Est. Dev. Time: 12 months

set in the same locale* but during different periods
1 9 1 0 ' s , one during W W 1 1 , one during the present* and
next century. For tne location* I'm leaning tomard
turally* I mould have to spend several weeks on cruise
me ideas for the individual mysteries: In one of them*
e actually the killer* but are suffering from amnesia
d during a struggle mith the victim -- you first think
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one of the previous stories* attempting to prove the
e, and getting mixed up in a new murder* and having to

y, set in the future, mould have some sci-fi elements.

INTERACTIVE BIBLE
Standard Level

Est. Dev. Time: 13 months
'Have you almays thought that God screwed it up? Try

ply "Play The Book." It mould be a short story format
ay. The stories mould include: Creation* The Garden of
Moses and the Exodus from Egypt, and Revelations (the
ight: a story in rnhich you experience the most contro-
mpted by interactive fiction: playing the character of

uld all be in shalts and begats and haths 3nd sayeths.
to offend every person in the universe.
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erry started. A lot of the basic design and a little
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that are constantly mandering "in" and "out" of the
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here." TAKE BOILING BALL. "Oops! It's only Mr. Smith,
ball imitation." Or... "President Rutherford 3. Hayes
T HAYES* HOWDY. "As you begin speaking, you realize
Rutherford B. Hayes after all, but merely Mr. Smith,
President Rutherford Hayes imitation." A laugh riot.
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SUPER-HERD LEAGUE OF AMERICA
Fantasy? Comedy? Standard Leve
pjIP Est. Dev. Time: 10 month
When Marvel Comics asked if we'd be interested in a collaboration I though
Steve old buddy old pal, yoj could think uo alot more interesting and weird an

and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue

as Farm Stand Man, who can turn himself into any vegetable beginning with
vowel. Dr Madmoiselle Mozzarella, who can tell the toppings on 3 ny pizza befor

the box is even ooened! I see this as a Hit c hhik er ' s /R as homon type game i

which you can day your choice of any of half-a-dozen super-heroes • The stor

would be slightly different depending on which one you chose. If you elected t

portray Annelid Man (able to communicate with any member of the worm family)
you wouldn't command as much respect as Doctor Asphalt (able to devour entire
eight-lane highways), and the other super-heroes wouldn't obey you as readily
Potential for lots of interesting puzzles. Possible RPG elements.

Standard Level (or mixed
Est. Dev. Time: 6 month

produce a game in much less tim
think is an interesting idea eve

"THE VIABLE IDEA"
ExDeriment a 1

ZIP or EZIP
An idea I originally came uo with as a way to

than could normally be expected, but which I

without that need. Basically, one person (the Editor) designs a tiny "piece" o

a game -- a cojole of rooms, a few objects with action routines, maybe even

character. Working from this, in complete isolation, five (or so) imos woul
write a small mini-game (a couple of puzzles, ten to twenty rooms) around tha

original co^e. The Editor would be responsible for integrating the five idea

together, blending the code, maxing sure that there wasn't any gross repetitio
in the stories, and, of course, fixing bugs. I think that seeing how differen

people went in different directions from the same starting point would make fo

an interesting interactive fiction experience.

TITANIC
T G A ? Docu-d-ama? Standard Level (or mixed
EZIP Est. Dev. Time: 10-12 month
It w 3 s one of the most dramatic moments in history. The world's largest, mos

luxurious, most technically advanced ocean line** carrying many of the world'
richest and most famous people, was nearing the end of it's maiden voyage. A

11:40 o.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving 3 30

foot underwater gash. Less than three hours later the "unsinkable" Titanic wa

gone, taking 1500 people with her. The events of that night are weil-recounte
in several oook s.

You are a oassenge*' on the Titanic, travelling in Third Class to disguise th

importance of your mission: transporting a MacGuffin from London to New York

As the ship opens and you feel a long, drawn out shudder pass through the ship

you must begin the process of escaping the restricted Third Class sectior
retrieving the MacGuffin from the purser's safe amidst the confusion, ar

surviving the sinking to complete your delivery assignment. The actual event

of those 163 minutes between iceberg and sinking would occur around you. I S€

this as a game of split-second timing, that would require multiply playing i

optimize your turns in order to solve all the puzzles in the shortest possib]

time. But you could also ignore all the puzzles and simply wander around tf

ship as a "tourist," taking in the sights of this amazing event.
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THE 3EST DF STEVE3

Mixed genre Standard Level Cor mixed
Ell? Eat. Oev. Time: 12 month
A collection of "short stories*" many or all of which would be designed to p 1 a

in one sitting of appr oxima tel y an hour or two. I envision around ten storie
on the disk. They would have little or no connection to each other. The manua
would contain a table of contents so that you could enter any story you wante
by typing in a word or number at the beginning. The stories would probably b

from several different genres. This would be a good chance to try a lot o

interesting ideas which are too exoerimental to risk a whole product on* or ar

just too small to become a full story. There could be some new genres* som

comoletely ouzzleless stories* a story with reolayability. A story or two coul
be longer* to wean beginners into accepting multi-hour interactive fictio
efforts. Tne reaction to Jeff's short story format will certainly have a

imoac t

.

Some problems with the idea: is it just too disjoint? Is there anyway to ti

the stories together? (One thought for tying tne stories togetner: the~e are

siblings* and each brother/sist er appears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wha
would the package be like? What would the program be called? Would it turn of

our hard-core fans?

Any oending "marketing-driven" concepts? Ce.g. Doctor

Any "new technologies" to consider? Ce.g. sound* X2IP

Who, collaborations)

features)



THE 3EST OF ST5V3
Standard Level Cor mixed)
Eat. Dev. Time: 12 months

stories*" many or all of which would be designed to play
oximately an hour or two. I envision around ten stories
have little or no connection to each other. The manual

f contents so that you could enter any story you wanted
number at the beginning. The stories would probably be
genres. This would be a good chance to try a lot of
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ZORK ZERO
Fantasy Standard Leve
proDably EZIP Est. Dev. Time! 10-12 month
As the name implies* a prequel to the Zork trilogy. It would be set in th
Great Underground Empire* beginning at the time of its collapse (393 GUE)* an
continuing through 948 (the year of the Zork trilogy). It would certainly en
"west of a white house.” There'd be some story* about as much as tne Enchante
games* but for the most part it would be an intensely puzzle-oriented game wit
a huge geography. It__ would be great to re-assemble the Original I mp 1 erne n to r

for a design session.

MINUTE MYSTERIES
Mystery Standard Level (or mixed
EZI 3 Est. Dev. Time! 12 month
Four mini-m/sterie s * each set in the same locale* but during different period
of time! one during the 1 9 1 0 ' s , one during W W 1 1 , one during the present* an

one at some point in the next century. For the location* I'm leaning towar
a small cruise shio. (Naturally* I would have to spend several wee<s on cruis
shios doing research). Some ideas for the individual mysteries! In one of them
it turns out that you were actually the killer, but are suffering from amnesi
because of a blow received during a struggle with the victim -- you first thin
that the blow was inflicted by the murderer! In another, you would oe the desc
endant of a character in one of the previous stories, attempting to prove th

innocence of your relative* and getting mixed up in a new murder, and having t

solve both. The last story, set in the future* would have some sci-fi elements

INTERACTIVE 3I3LS
Humor Standard Leve
EZIP Est. Dev. Time! 10 month
Imagine the ad campaign! ’’Have you always thought that God screwed it up? Tr

it yourself!” or mo r e simply "Play The Book.” It would be a short story forma
along the lines of Wordplay. The stories would include! Creation* The Garden o

Eden* Noah and the c 1 o o d * Moses and the Exodus from Egypt* and Revelations (th

last section). The highlight! a story in which you experience the most contro
vensial concept ever attempted by interactive fiction! playing the character o

Jesus Christ. The text would all be in shalts and begats and haths and sayeths
art of my ongoing effort to offend every person in the univers eT)

r-

BLAZING PARSERS
Humor Standard Leve
ZIP Est. Dev. Time! 8 month
The western comedy that Jerry started. A lot of the basic design and a littl
bit of the implementation is already done. If you don't recall* the basic stor
line is a spaghetti western with all the usual characters and situations* an

the basic gag is that there are several parsers with different personalitie
and degrees of competency that are constantly wandering "in” and "out” of th

game. Another gag revolves around Mr. Smith, who can imitate nearly anything
’’There is a bowling ball here.” TAKE BOWLING BALL. "Oops! It's only Mr. Smith
doing his famous bowling ball imitation.” Or... ” President Rutherford B. Haye
is at the bar.” PRESIDENT HAYES* HOWDY. ”As you begin speaking, you realiz
that it isn't President Rutherford 6. Hayes after all, but merely Mr. Smith
doing his totally awesome President Rutherford Hayes imitation.” A laugh riot
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ZORK Z6RD
Stand ard L evel

Est. Dev. Time: 10-12 months
requel to the Zork trilogy. It mould be set in the
beginning at the time of its collapse (383 GUE), and
he year of the Zork trilogy). It mould certainly end
There'd be some story, about as much as tne Enchanter
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d be great to re-assemble the Original Implementors
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Standard Level (or mixed)
Est. Dev. Time: 12 months

set in the same locale, but during different periods
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ext cent jry. For the location, I'm leaning tom ard
urally, I mould have to spend several mee<s on cruise
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INTERACTIVE 3I3LE
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Est. Dev. Time: 10 months
"Have you aim ays thought that God scremed it up? Try
1/ "Play The Book." It mould be a short stor/ format
y. The stories mould include: Creation* The Garden of
Moses and the Exodus from Egypt* and Revelations (the
gnt: a story in mhich you experience the most contro-
pted by interactive fiction: playing the character of

Id all be in shalts and begats and haths and sayeths.
to offend every person in the univers eT)-——

U/A>
pr

x j*. + y, y!

So X ^ ~h «'0

b* f si

"

-

to X |

~
I '

oa
A $

ew rn*.

L

BLAZING PARSERS
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Standard Level
Est. Dev. Time: 8 months

rry started. A lot of the basic design and a little
is already done. If you don't recall, the basic story
rn mith all the usual characters and situations, and
e are several parsers mith different personalities
that are constantly mandering "in" and "out" of the
s around Mr. Smith, mho can imitate nearly anything:
ere." TAKE BDWLING BALL. "Oops! It's only Mr. Smith,
all imitation." Or... "President Rutherford B. d a y e s

MAYES, d 0 W D Y . "As you begin speaking, you realize
Rutherford S. Hayes after all, but merely Mr. Smith,
President Rutherford dayes imitation." A laugh riot.

fV/j/iy /if''"*
j
b~f X 7*^1 if

jet pft'fXy rtW< frcsWy J f- \soj<^ 0

X

fX 6)bU. A
yo*.

'

'^ £or~f ° £

.f X *

^2.) 0,'i^y/’ i i+l /

Pujl 4-^r?
€

Jlo^bf C- Q-n
1

5 • ni/c 4 £

//nil 'hA .

( "7“X heft'
f>

/

27 30^ C‘



!

Tort

Standard Level
. Tine: 10-12 months
mould be set in the
sose (393 GUE ) , and
mould certainly end
jch as tne Enchanter
^-oriented game mith
'iginal Impleme n to r

s

3 rd Level (or mixed)
)ev. Time: 12 months
i g different periods
ig the present» and
> I'm leaning t award
?ral mee<s on cruise
Les: In one of them*
Pfering from amnesia
n -- you first think
j mo jld oe the desc-
» m p t i n g to prove the
jrder , and having to

>me sci-fi elements.

Standard Level
)ev. Time : 10 months
screwed i t up? Try

3 short story format
ition, The Sard en of
3nd Revelations (the
\ce the most contro-
mg the character of

j baths and sayeths.
i e r s eT)

St andard Level
Dev. Time: 8 months
lesign and a little
ill* the basic story
)nd situations* and
: erent personalities
1 and "out" of the
ite nearly anything:
:t's only Mr. Smith,
Rutherford B. Hayes
>aking, you realize
it merely Mr. Smith,
.on." A laugh riot.

: HU ,J
,J

t'H'y t i/oj{
/l0

J L JUrl
Ij St ll

/
»<rf u

r

f

Sic•f«
"

hoot, 10' "H-r-t „ysMrf JH't
t *Mi - ^ v ( * -iu.

/i 'I I «,ooJ "V tf"* 0'*) ^

tetV 'W tnf'Z-l +
£, X’J l:t* +> - A- ^
Wf ft "«

r
rk'> ti "

fi*'*'

4 ^Ak
y H;^ T;

/+ j ^ o.iu «j
«7V< +u atk *j ^‘t s’

1** *w
r se*,A

fkL 6itu ;t *<*•*>*'/ +> fk jokj. (.? y ,

yw -'/ '*>/
*/"'’*"’• S * ,v<

.f X rtf*!'*}
,

,/

(.) (My .

***—*"' 7
+<rf5

/\s - t^r,
r)
±

4f c<ln to Sft'J

$• nvcb {rf'***-

h r*, GLopJl*'i ~ I

c 3) -rH *.*;£*’'* f •

r r- *«" ^ “,e A
\
f

r.nH'y it rely*, ^ •j ou- •'->



SUPER-HERD LEAGUE 3F AMERICA
Fantasy? Comedy? Standard Leva
£ 11 ° Est. Dev. Tine: 13 month
When Marvel Comics as<ed if we'd be interested in a collaboration I though
Steve old buddy old pal* you could think up alot more interesting and weird an
and fun superheroes than those worn out boring Marvel Comics superheroes. Sue
as Farm Stand Man* who can turn himself into any vegetable beginning with
vowel. Dr Madmoiselle Mozzarella* who can tell the toppings on any pizza befor
the box is even opened! I see this as a hit c hhik er ' s /R as homo n type game i
which you can play your choice of any of half-a-dozen su p e r- he r o e s . The stor
would be slightly different depending on which one you chose. If you elected t
portray Annelid Man Cable to communicate with any member of the worm family)
you wouldn't command as much respect as Doctor Asphalt (able to devour entire
eight-lane highways)* and the other super-heroes wouldn't obey you as readily
Potential for lots of interesting puzzles. Possible RPG elements.

"THE VIABLE IDEA”
Experimental Standard Level Cor mixed
ZI 3 or EZI 3 Est. Dev. Tine: S month
An idea I originally came up with as a way to produce a game in much less tim
than could normally be expected* but which I tnink is an interesting idea eve
without that need. Basically* one person (the Editor) designs a tiny ” piece” o
a game -- a couple of rooms, a few objects with action routines* maybe even
character. Working from this, in complete isolation, five Cor so) imps woul
write a small mini-game (a couple of puzzles* ten to twenty rooms) around tha
original c o ** e . The Editor would be responsible for integrating the five idea
together* blending the code* making sure that there wasn't any gross reoetitio
in the stories* and, of course* fixing bugs. I think that seeing how differen
people went in different directions from the same starting point would make fo
an interesting interactive fiction experience.

TITANIC
TQA?Docu-d~ama? Standard Level Cor mixed
£ZIP Est. Dev. Time: 10-12 month
It was one of the most dramatic moments in history. The world's largest, mos
luxurious* most technically advanced ocean liner* carrying many of the world'
ricnest and most famous people* was nearing the end of it's maiden voyage. A

1 1 : ^0 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30
foot under jote- gash. Less than three hours later the "unsink able” Titanic w a

gone* taking 1500 people with her. The events of that night are well-recounte
in several books.
You are a oassenger on the Titanic* travelling in Third Class to disguise th
importance of your mission: transporting a MacSuffin from London to New York
As the ship opens and you feel a long, drawn out shudder pass through the ship
you must begin the process of escaping the restricted Third Class section
retrieving the MacGuffin from the purser's safe amidst the confusion* an
surviving tne sinking to complete your delivery assignment. The actual event
of those 163 minutes between iceberg and sinking would occur around you. I se
this as a game of ^split-second t i m i n g 7] th3t would require multiply playing t

optimize your turns in order to solve all the puzzles in the shortest possibl
time. But you could also ignore all the puzzles and simply wander around th
ship as a "tourist*” taking in the sights of this amazing event.
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TH£ BEST OF ST E VO
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/'*-•

Mixed genre Standard Level Cor mixec

£ZI p Est. Oev. Tine: 1Z montf
A collection of "short stories*" many or all of which u/ould be designed to ole

in one sitting of approximately an hour on tu/o* I envision around ten stori«
on the disk. They would have little or no connection to each other. The m a n u c

would contain a table of contents so that you could enter any story you wants
by typing in a word or number at the beginning. The stories would oroDably t

froTi several different genres. This would be a good chance to try a lot c

interesting ideas which are too experimental to risk a whole product on* or ar

just too small to become a full story. There could be some new genres* son

comoletely ouzzleless stories* 3 story with reolayability. A story or two couj

be longer, to wean beginners into accepting multi-hour interactive fictic
efforts. The reaction to Jeff's short story format will certainly have a

impact.
Some problems with the ideal is it just too
the stories together? (One thought for tying
siblings* and each brother/sister aooears in one of the stories as a character
they could make cross references to the sibling in the other stories.) W h a

would the oackage be li«e? dhat would the program be called? should it turn ol

our hard-core fans?

disjoint? Is there anyway
the stories together: there are

Any pending "marketing- driven" concepts? (e.g. Doctor Who* collaborations)

Any "new technologies" to consider? Ce.g. sound* X Z I P features)
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Steve*
I'm not trying to be negative in my comments about your various

ideas. I think mystery games are fun and would like to write one myself
some day. But right now things seem to be mucked up in the marketplace
for us. Our games aren't selling as well as we thought they would. So I

think we have to go with sure fire hits such as Zork Zero or Super Heros
until we figure out what is going on.

Of course* no one will ever bother to find out why are games
aren't selling as well as we expected. So we just have to hang on until
someone's head clears.
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Next Project
(comments to Steve)

ZORK Z £ R 3

Fantasy Standard Lev<

probably EZIP Est. Dev, Tine: 10-12 montf

As the name implies* a preqyel to the Zork trilogy* It would be set in tl

Great Underground Empire* beginning at the time of its collapse (983 GUE)* at

continuing throjgh 948 (the year of the Zork trilogy). It would certainly ef

"west of a white house." There'd be some story, about as much as the Enchant*

games* but for the most part it would be an intensely puzzle-oriented game wi

a huge geography. It would be great to re-assemble the Original Implementoi
for a design session.

MINUTE MYSTERIES
Mystery Standard Level (or mixe*

£Zio Est. Oev. Time! 12 montl

Pour mini-mysteries* each set in the same locale* but during different perio*

of time! one during the 1 9 1 0 ' s * one during W W 1 1 * one during the present, ai

one at some point in the next century. For the location* I'm leaning towai

a small cruise ship. (Naturally, I would have to spend several weexs on crui
ships doing research). Some ideas for the individual mysteries: In one of thei

it turns out that you were actually the killer* but are suffering from amnes

because of a blow received during a struggle with the victim -- you first thi

that the blow was inflicted by the murderer! In another, you would be the des

endant of a character in one of the previous stories, attempting to prove t

innocence of your relative* and getting mixed up in a new murder* and having
solve both. The last story* set in the future* would have some sci-fi element

INTERACTIVE BIBLE
Humor Standard Lev

EZIP Est. Dev. Time: ID mont

Imagine the ad campaign: "have you always thought that God screwed it up? T

it yourself!" or more simply "Play The Book." It would be a short story form

along the lines of Wordplay. The stories would include: Creation* The Garden
Eden* Noah and the p 1 o o d * Mpses and the Exodus from Egypt, and Revelations (t

last section). The highlight: a story in which you experience the most contr
versial concept ever attempted by interactive fiction: playing the character

Jesus Christ. The text would all be in shalts and begats and haths and sayeth
Part of my ongoing effort to offend every person in the universe.

BLAZING PARSERS
Humor Standard Lev

Zip Est. Dev. Time: 8 mont

The western comedy that Jerry started. A lot of the basic design and a litt

bit of the implementation is already done. If you don't recall* the basic sto

line is a spaghetti western with all the usual characters and situations* a

the basic gag is that there are several parsers with different personaliti
and degrees of competency that are constantly wandering "in" and "out" of t

game. Another gag revolves around Mr. Smith* who can imitate nearly anythin
"There is a bowling ball here." TAKE BOWLING BALL. "Oops! It's only Mr. Smit

doing his famous bowling ball imitation." Or... "President Rutherford 3. Hay

is at the bar." PRESIDENT HAYES, HOWDY. "As you begin speaking, you reali
that it isn't ^resident Rutherford 5. Hayes after all* but merely Mr. Smit

doing his totally awesome President Rutherford Hayes imitation." A laugh rio



Next Project ***£
(comments to Steve)

Z OR < ZERO
Standard Level

Est. Dev. Time: 10-12 months
prequel to the Zork trilogy# It mould be set in the
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SUPER -HERD L£ AGUE CF AMERICA
Fantasy? Comedy? Standard Levs
E2IP Est. Dev. Tima: 10 month
When Marvel Comics asked if we'd be interested in a collaboration I though
Steve old bjddy old pal* you could think ud alot more interesting and weird an

and fun suoerheroes than those worn out boring Marvel Comics superheroes. Sue
as Farm S t 3 nd Man* who can turn himself into any vegetable beginning with
vowel. Or Madmoiselle Mozzarella* who can tell the toppings on any pizza befor
the box is even opened! I see this as a Hitcnhiker's/Rashomon type game i

which you can play your choice of any of half-a-dozen super-heroes. The stor
would be slightly different depending on which one you chose. If you elected t

portray Annelid Man Cable to communicate with any member of the worm family)
you wouldn't command as much respect as Doctor Asphalt Cable to devour entire
eight-lane highways)* and the other super-heroes wouldn't obey you as readily
Potential for lots of interesting puzzles. Possible RPG elements.

"THE V I A 3L E IDEA"
Experimental Standard Level Cor mixed
ZIP or EZIP Est. Oev. Time: 6 month
An idea I originally came up with as a way to produce a game in much less tim
than could normally be expected, bjt which I think is an interesting idea eve
witnout that need. Basically* one person Cthe Editor) designs a tiny "piece" o

a game -- a couple of rooms, a few objects with action routines* maybe even
character. Working from this, in complete isolation, five Cor so) imps woul
write a small mini-game Ca couple of puzzles, ten to twenty rooms) around tha
original co*e. The Editor would be responsible for integrating the five idea
together, blending the code, maxing sure that there wasn't any gross repetitio
in the stories, and, of course, fixing bugs. I think that seeing how differen
people went in different directions from the same starting point would make fo
an interesting interactive fiction experience.

TITANIC
T 0 A ? Docu-d-ama? Standard Level Cor mixed
EZI 3 Est. Dev. Time: 10-12 month
It was one of the most dramatic moments in history. The world's largest, mos
luxurious, most technically advanced ocean liner, carrying many of the world'
richest and most famous people, was nearing tie end of it's maiden voyage. A

11:40 p.m. on April 14, 1912 an iceberg sideswiped the huge ship, leaving a 30

foot underwater gash. Less than three hours later the "unsinkable" Titanic wa
gone, taking 1500 people with her. The events of that night are well-recounte
in several books.
You are a passenger on the Titanic, travelling in Third Class to disguise th

importance of your mission: transporting a MacGuffin from London to New York
As the ship opens and you feel a long, drawn out shudder pass through the ship
you must begin the process of escaping the restricted Third Class section
retrieving the MacGuffin from the purser's safe amidst the confusion, an

surviving the sinking to complete your delivery assignment. The actual event
of those 163 minutes between iceberg and sinking would occur around you. I se

this as a game of split-second timing, that would require multiply playing t

optimize your turns in order to solve all the puzzles in the shortest possibl
time. But you could also ignore all the puzzles and simply wander around th

ship as a "tourist," taking in the sights of this amazing event.
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of escaping the restricted Third Class section,
*om the purser's safe amidst the confusion, and
nplete your delivery assignment. The actual events
iceberg and sinking would occur abound you. I see

3 nd timing, that would require multiply playing to

to solve all the puzzles in the shortest possible
Ignore all the puzzles and simply wander around the

Ln the sights of this amazing event.
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THE 3EST OF STEVD
Mixed genre Standard Level (or mixed:

£ZI» Est. Dev. Time: 12 month;

A collection of "short stories**' many or all of which would be designed to p 1 a

}

in one sitting of approximately an hour or two. I envision around ten storie;
on the disk. They would have little or no connection to each other. The manual
would contain a table of contents so that you could enter any story you wantec

by typing in a word or number at the beginning. The stories would probably b<

from several different genres. This would be a good chance to try a lot o
-

interesting ideas which are too experimental to ris< a whole product on, or ar<

just too small to become a full story. There could be some new genres, som<

completely ouzzleless stories, a story with replayability. A story or two couli

be longer, to wean beginners into accepting multi-hour interactive fictioi
efforts. The reaction to Jeff's short story format will certainly have at

impact

.

Some problems with the idea: is it just too disjoint? Is there anyway to ti<

the stories together? (One thought for tying the stories together: there are I

siblings, and each brother/sister aooears in one of the stories as a character
they could make cross references to the sibling in the other stories.) Wha -

would the package be li<e? What would the program be called? Would it turn of -

our hard-co-e fans?

Any pending "marketing-driven” concepts?

Any "new technologies" to consider? (e.g

(e.g. Doctor

sound , X Z IP

Who, collaborations)

features)



THE BEST DF STEVD
Standard Level (or mixed)
Est. Dev. Time: 12 months

orieSf” many or all of which would be designed to play
im3tely an hour or two. I envision around ten stories
ave little or no connection to each other* The manual
contents so that you could enter any story you wanted
Tiber at the beginning. The stories would probably be
genres. This would be a good chance to try a lot of
re too exoerimental to ris< a whole product on* or are
a full story. There could be some new genres* some
ries, a story with replayability. A story or two could
iers into accepting multi-hour interactive fiction
Jeff's short story format will certainly have an

dea: is it just too disjoint? Is there anyway to tie
Te thought for tying the stories together: there are N

"/sister appears in one of the stories as a character;
ferences to the sibling in the other stories.) What
? What would the program be called? Would it turn off

Lven H concepts? (e.g. Doctor Who* collaborations)

consider? (e.g. sound* XZXP features)



i Level (or mixed)
i • Time : 12 months
a designed to play
around ten stories
> t h e r . The manual
t story you wanted
would pr obably be

> to try a lot of
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Date: 1 May 1987 1115-EDT
From: Brian Moriarty < P R C F at P RED>
Subject: Next Project
To: S £

M

As you're foolish enough to ask for my ooinion!

Z 0 p K ZERO . Well* it u/ouid be nice to have a big fantasy game next year.
Questions may arise as to whether this will/should be a "sequel” to
BEYOND Z 3 R K * and whether characters created and saved in BZ should be
portable to ZO. Also* should it use the 5 Z front end (onscreen maos*
etc.)? If so* you'll have to learn how my new gimmicks work, etc etc.

MINUTE MYSTERIES. See BEST Q p STEVO below.

INTERACTIVE BIBLE. As you noted, this game is likely to offend many
people* and not just frothing nutcakes* either. A surprising number
of reasonaole people regard the Book with reverence. They are likely
to regard your send-up as superficial and juvenile. They will wonder
what qualifies you to poke fun at their (or anybody's) faith. Why do
you want to write this? Do you really think it will sell?

BLAZING PARSERS. Could be amusing to the old-timers who know the
conventions

.

Su°ER-H£k 3E$. This sounds like fun. If you used XZIP, you could throw
in cartoon graphics of the various heroes.

VIABLE IDEA. So was the E inal Solution, and 0-Rings.

TITANIC. If this had come out this year* we would've cleaned up. But
it's an interesting idea anyway* and you'd probably enjoy researching
it* too. And who knows? w eybe they'll be a big controversy when the
"pirates" try to dredge up artifacts next spring ...

BEST OF STEVG. Need more hard info to comment. Till then* yawn.

MARKETING- DRIVEN CONCEPTS. Well, there's always RESTAURANT* and DIRK
GENTLY

.
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1 2 4 a - ~ ~ T3 a t c * 3 J u n 1 ;

from: Steve v sr- tzky < S f
v a

Subject: j X
" *

• : j D

'

To: IMPS at c
'

'

I

: >

I've tc t u a n t i f y t
u

- r ; cults to "y 1 a t - - 1 Next Project Poll by
assigning a nutter between ID a no 1 to each r er son ' s c o m rr * n + about a

particular a r o j act < fr .•« r.y ' p e o o I e did + h i a t h ?t selves),
t n i s admittedly imprecise accounting:

be - e s u 1 1 s of

7.4

'7 7
/ • ^

6 . 1

<+ . 6

4.5

2.6

2.4

Z o r k Z e r c

Titanic
Sucerherces

- e s t of Steve

Inter ?ct:v? ‘ i b 1

e

•mute Mysteries

Viable Idea

•la zinc Parser^

Given the fuzziness* lo^k * s - o » Titanic#
1 1 e a for f i r s t . N

;
re ; r - sots c f t h - cor.tr

Zork Zero:

- r d S u r ° r k e r o ? = -re effectively
- n t s about those three cro jec + s

^ "To close to - y o n d Ic^k" ( C h r i s )

" 1
'

-r. afraid lor’: i
- - + t n o -

I
4
t 1 e o 1 b . • should do this soon" ( J c e 1 )

h hOu1c do awesomely cell" C v i k - )

"Perhaps it's tire has core" (Hollywood)

"would -t 1 : i; e 1 1 • . .
' * f • ' ... re - - v I i -

*r o - i g i n. ; inns a so-so idea" ( Jon )

"Reassembling imps ? good ides” C A m y

)

"A sure winner" ( S t u

)

"I like this if ns ell w c r k on it" (Dave)

"It would b e nice t c r a
v

' nig fantasy in '3 3 ... sequel * o r
7 ? " (B-isrj

S u p e r h e ro Lea a u e of fimericat

"Sounds very inter - s + i n "" (Chris)

"I like t n v is •

, bu~ d o r ' 4
c : r e for your ^ ~ ~ r

1

e characters" (Joel)
rr

"Sounds too b i - :
r r s ...c: ~ i c took tens ujou 1 dn ' t like satire" (Mike)

«

"rucking g r t • . . y r thou h 4 a ~ should io : e - 1 s 1- 1 y r e stuff" (Hollywood)



: ' c r : t h " or- • u • r '
' t ' 1 o *

. of powers t h ••• r v
e one- c* s evs'r s 1

e specific 4r
\ r* /*\ -4" £
U v t V “ I V t

- " • T
c - S r yorr project..." C Jen)with a singi

"A humorous XZI P /R°&!" (Amy)

"Sounds like fun" C S t u

)

*’ T h l ? i 2
;

-

* •
” h -

u ’"or= : mu' : n
' ~

b -=• cult' so silly... maybe..." ( C a v e )

H
3 o u n c 7: 1 1 k e 4 o r • I r.

v
, ye u c o u ' r b " y • ce-toon * i ~ u r e -

o f heroes" (Brian )

T 1 1 s r i c :

’•'This could r - :oce, r. -meu 1 : ^y o f : t x s s hie topically accurate” ( J c e 1 )

M
i like the i d *

-• ? u t
x

e 1 t u * it'-; oast i 4 e 4 i ~ e " (Mike)

"Too cry. l

io opp c r tu n i t y for joke s

,

at least no + t ? s t e * u 1 •ones" (Hollywood)

"I itsnic ~-y i n t r i g u e d fr j
. . t ?r? would b e no way 4 o win.. .if you

v G u 1 o do justice -4-

0 4 b e T 1 1 e’- i c , i
4 would be t h o greet^E 4 thing T

'd «ver
seen or s coirput e r •

- r A
X o er y f p 0 fp the t - rrer e r d X h s ~ i 4

y . " (Jon)

"don't *

i

k e the i d 0 f s n oc 5 o n uj i 4 h solit-se O O o"1 t i m i n g" (Amy)

"My f = v o r 1 1 ! -xc: J
' i r •„ concept , nd exciting setting" ( S tu )

"Too boa it cier com- c u
* r ~ c t Jenu: -y . Too serious? Too bio?" (Dave)

"An inter es tin ides...'n aybe i
4 '11 be none; again w h e n rirstes start

ransacking the wreck r e x t srrir . . * " C
5 rian)

From! r r o n k Sooth < 0 A at F o ~ >

Subject: Re: m " X 7 • •-
. J / C

’

To: SC M

In-Rep ly-T o : Y o u r m t = <= -- of 3- Jun-3 ? 1 248-ECT

excellent r •? p o r t .
r b e 1 1 w e do 38.000 Z o r k - i d P y i m i d soo n ?

Cate: 3 Jun 1987 1300 -EOT
f romJ My d r i s h t s u a r < A v y » t = R 3 3 >

Subject: Re:* ' X
' r C J ~ C

'

To: SC

M

In-Reply-T o : Your m •? s s a r e of 3- Jun-8 ? 1J4 : -8“T

So j whit a r . you - o r . tc do? ‘'or- i ~ r o r 4 - ~ 7
y , u< h t do you WANT to c o -- you

•: u S t have so" c r - tr.-nc-i i f only prefming tc do the or- you've thought
so out more -- if th^rr is one o * those.

A m y

.

p S .
' n i n k i n : tout it n o u ,

* - r cr^ r 1 1 u r e me 4 h - n t-e youngster of 24 I u> 3 s

then » a r e s. i - t i ~s e T :vr,.: would ' f u
: most interesting version. I still don't

like the ides o' =. r : it - =• eco n : r u -ties, :u* t h e -ere e xo ?r i e^ce o* going down
real- t i .t. : a u - H •

T
i r c i c x o u 1 be meat ! ( T * - o n e w h - * terrifyir g . )



Infocom, Inc.. 125 CambridgePark Drive. Cambridge. MA 02140
(617) 492-6000

iriFocom
August 10, 1987

TO:
FROM:
RE:

Chris, Gabby, Gayle, Jon, Mike,
Joel
Steve's Next Project

Steve /

7

I want to confirm the conclusions of Friday's meeting:

1. Steve's next project will be Zork 0 .

2. Titanic has not been ruled out for some future date
(after Zork 0 )

.

3 . Zork 0 will make use of static graphics in whatever
ways Steve feels are appropriate to the game.

4. With the understanding that we are entering a new
technical area, there will be no specific completion
date set right now. However, we will proceed to
rapidly develop any capabilities needed.

5. We will bring in, as quickly as possible, whatever
new resources are needed for the graphics, including
an additional Systems Group person and an artist.

P.S. I think it is fair to add that if Steve happens to have
a flash of creativity in the next few days and thinks
of some more great ideas for his experimental story
product ("Best of Stevo") , nearly everyone in this
group would prefer that he do that product.

JB/cab
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Several facets o' 7 o r k
' = ro *r? * lr ~ c y ret:

It jiil be ^ ~ a ' I * o
4 h :• 7 o r k T - i 1 c n y

C
4 u I 1 - s i ~

) X 7
I P c 3 m e •

'T It will use ro"; for T of s * " t i c s r s r i c ~ .

Virtually eve - y t ^ i n o ?' 1 s is uc- on t h - - i r • S3 n following paces
some o' Try r a n b o * t h c u r r 4

o o n 4 ' - various issues involved J

H o a M
: ntrocuc tcr-y ’* c

When will ’erk Zero

Where will Cork ' e r o

h o ; • you r c u - r • c 4
e

Whet will 4 “ t U
. _ + Q

/ \

line, one hew story- oriented will
it be?

* - * t h - or

y

of - - - i c j i 1 1
u
e us 5 ^

?

How nr i 1 1 ~ r - - - i c be us-, d ?

W ill t h e •• -
• o^ “

0^ ~ u
.
;

- n on? disk (nor e than two
•disk- s i d - ) ? If so, how cm it be- spl i t ?

Whet will be the mti-pimey package ele^e «r n

G And* of corn's, no

P u z 2 i -i s b c ?

i r - ;
~ r + ~ r 1 1 y * whet will 4 h s r 3 j or

before reading t ** i ' c n c j ~ n t , r 1 .••• -• * e ref r -:-sh your m^ory of GUE hi'

by -coking : 1 t h - o'- - ~ - '•;-!* I ' v i n c I u d - c
*

Comprehensive l p - t c - c

~

4 a G U c history

Incyclcg o i
' --cbo:’zic? entries frc“ Sorcerer

Secret ‘sc o' I u er b o r

3 r o uj s i e s from Cork I , II a n d III

r-v

are

tcry



f \

*

a*

l o r« x * r. i x v.

first interact
_ o - k * * n t '•

;

Z C R K '
: Th : I.F. r \ T RY r

, A M E ?

b <
• n the r + ry • n ~

- of c ^ c i c

-

for c a o o 1

e

tryina their
f i c t i o r . St: 3 u 1 d Z o r k Zero be c 'signed to supplant

'• 1w .*. e ? -

*

Sales of .ork 7 b v o b - r r 1 1 p r i r lately (partially at the expense
o + i o r k

T
r i 1 c _ y a a 1 - a ) .

The name H Z o r k "ere ” imp] if : t
u t it should b » r 1 ay ed before Z o r k I ,

but most p o t ~ n t i r. 1 I c r < r o p .7 y e r s u .i 11 have al •'eady clayed
Zork . .

1 feel very -tror; :

y t h ; t , 1 : < •• Zcrk IT and ’erk III, Zonk Zero should
require also i j i . 1 y nr know! e d : e o f c t h r Zcrk - in order to clay it,
* ax a o feel that i * s hou’ d , 1 i k ; lor k . be ~ ? 2 «e which i e very
accessible - - -? ay * a c t i n t c - - ’• u + u 1

4
i r *

- 1 y vary difficult to
complete.*
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Since Z r k Zero is : : r - w - i» 1
4 n u r + * : * * t. s o m e t .1 m s before c L 3 G U E >

the y e ? r when t e e Z o ^ k T r i 1 o c. y takes place.

*

/*\

T n e t. os : i r ' -
: t : n -

' ^ : - r 7 * n e r -re
’ 7 3 t h - o u q h 7 Q :

» the •'eicn

of wore : ;r. v-; •
r

1
' " - * * x a i v •

» .-nd c 3 G U 5 the year the One at

Jndergrcunc ~r i r e fell.

We've met Z i * jj : * (the 1 1 n travel nuzzle in Zork III).

The collapse o
*' t n- :

- r r i r - coulc b '• J r
" ' ' 1 1 c ?

-• r' w + h« reasons * or *he
collapse h v e " 1 u- y •: a -- ' r 1

* * v r u « s o t h - r o ' lot of r o o m t h e r e

to dc almost anything.

Tne story could be sat :r -d 0 r e than one year (this would be one way +c
break up L h ‘ it " u : * : - 2

' n a s < •. a r r p = d e d ) . A i i t r 1 e r nulti-year
Si tern i

*
i v - would L

•

- o r o 1 o c u e c - * during Dimwit's * ifre (his death
scene?) 9 t'- cu Ik of the c erne set in :c 3» and + hen an eni locus set
in 94 3 (was 4

', of * white H o u s <=•

» p e r h a n s ) .

Os
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1 -t r o l A r ~

A a you k r o <r ,
4 *v. r x

' '
: j o r i v: -. icr in the -. q r - n u

y o * iuendor : the
eastlaflps and 4 ** W c s t 1 : r c • . The Z s = + 1 ~ n d r ~ r e prim nr ly underrround,
the W e s 1 1 5 r, d s primarily above ground.

Ail three c "
? t r s o~ the Z ork Trilogy were so* in t u e Eastlsnds. fill

three parts c f t - c Inch : r t a r ^ 1 1 o g y .u ~ r e -at in the Westlands, as is

at y one ior k . C '< i = h • -i. r • - " • ? ' t on t h -• 1 ~ 1 - o c rrovince of finth; ria. )

» /*s-

ine Westland' 3 r e the r 1 ly *

t crovince * 11 n c x: - d = y
* ” in + he

mid- tenth sen 4
u r y . 3 u

uZ ir 4 le e 1 s h 4 end ninth c e n furies, w h ? n Z 0 r k

Zero would pro bat ly fc t , t he ” a s t lanes were + * •’ swinging r r 0 v i n c e « .

x n addition, Z C “ k Z e r a d i r t, c t o r eque 1 to ^he- Zc-.k T r i 1 0 g y ,
~ r. d

it will almost W v r t -ini y er d i - the ~ r s 1 1 and- C Jj S 4 0 f ? u h

i

4 * house).

r o r s i 1 too:
Eastland s

.

e - s o n *
, : + ~ o e m s h ?

4
Z c r k Zero should be set in the

As far as we- k n o u » t ^ - r r- 7 r t t w 0 provinces in * hr East lands? the
frigid River V : 1

1

0 y » jj h e r 0 • 1 1 t h r a c- Z 0 r k s were set, and t K e Gray
fountains, u/

u ~ r - no Ir 4 o~antrsy - ~ - ? ~ have ever ventured.

jne interesting location in 4 n - B r igid < i v e r Valley which has never
been touched on in or y Zcrk is Z‘

*» m a? i t ' s castle, which is in Aragair,
later renamed c 1 a th e a d i •

r \ in addition to *> 7
' r : y ”0 u n t i n = ,

4 ^ •*
* ar - s *- v e r ? 1 a r ~ ~ s in the

tastlanus w n i c h haven't b = - .0 "vi* i t - 0 11
: the p 1 ?. t h 9 a d F j o r t , the c r i g i d

River Dell a ( u h e r e :
4 ' c 7; e i n 4

c the Great $?*h, end the swamps to t h e

east o f the ~ 1 t h c • t * ou r : ins. * n fact, the p 1 s + he ed Mountains, while
seen in several Zonks, have never actually been visited

.

An interesting question: h o 1 b i

z

is 1 u s n d 0 r CEestlands end West lends
and Gres 4

S 5 5 c 0 ~ l i n - : ) ? c ~ _ t H 1 r < s its grotty s T t; II, on the order of
the British i . 1 s ? 7. i

- * - 1 o e i
* *s larger, more along the lines of

Europe. C s r u c r
•

* s Z - 7
4

, t c s •: -
.1

4 it. 'V of screes w if h me.) The
sizes of various provi r c * • r ••

• : v e r in 4 * Zcrk I" brows ie in scusre
bxoits; out c f c 0 u - . : “ires t h* p 1 oi is
a whole lot.

undefined t h - 4 doesn't m e “ n

r-
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r-

I n the Dor k Trilogy, your ch-r'ct- r u a e virtually no b'ckround > but it

Con b « i n f e r r d
J
‘ h - t you l 1 y r^eos treasure hunter orho cores to loot

the ruina of t h e G r
~ a t Ur dernrounr ~

m

p i r e a r

:

ends u o becoming the new
Dungeon s sr,

‘ ^

in t c
' r : .. r J

: r " r . * ; - / . y
-

<j ~ i o r t c j t sc promising novice c nchan t e r

,

rise to - c :
~

' c
* - -•

>«. -• r f <; ; i c i n thf land, and ore side ov? r

the End of Magic.

In oe/cnb : r < » you're
stated, in Wi ah or in --ri you

g n t whose motivations aren't really
n a : i r e n t i c e m a i ] g e r s o n

In general* in _ n t e r a c +
i

v

- fiction* it works b e - 4
: f your character is

some sort o •• untrained ncvic- ? r innocent bystander type. It ^elps to

explain why you kro .. sc 1 i 1 1 1 : nd h-ve k o dc so -’uc h learning and
exploring over the conn - of the g a

X*- Some loess for c b

£

r 3 c t £ r S you might

a 'ancom member of l imuit
e r h s :

• r o >• " c * j u r i o r cl hi- t h r e thousand cou-t jesters •

* a re-: a n
J iho- ? * r i 1 y / - n t i r e villa c e/entire province ui a s

wic-C ou t t c r - k •=- r o c " f or 'sr
- o * Dimwit's projects.

inbulfc c 1 - t h ^ * d , the son of ,j r k r 1 o + k ^ - a
f .j h o lost his

if collar red.chance to rule the Empire when

you n i - y i r vc- "y intertwined with a n o t h eNaturally , . ch?r; c

is Su e 9 the s t o r y I ins .

/*“v

/'“N

r^.
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Z o r k 1 a c v i
- *

Z o r k Z Z I »
T n :

of the wizard)

c l 1 y pc s * 3 ^ y 1 r ?

y 6 n d Zork had a

~
: p e 1 y r series of puzzle?. 7 o k I T

,

+ nin - t o r y lin? , ui i t h the appearances
'•

- t -• o 4 4 h Z u n o e o n *-1 a s t e r , and the g u e s t for the
Coconut o 4

* u r' - c r .
1 - •* h *- chapters of the : ncn;n + ?r T r i 1 o q y h 3 d

iTt o d * ratvly -
- v ; d :'tor 1- < c r M i - 0 r ^ n g e r . Several ncn-Zcrks

have be n ev :n top? s
4 c r y - r r i : ntsd.

»

My y ut f s e 1 i -
;; :

- * h a t Z c r k ' r 0 a houlr b shout as story-oriented as
the ;nc h a n

4 -r ~ r i 1 o ~ y ,
T t t ' - *not h to make your coni more real and

interesting > :: u 1 no 4 so ~ u c h * u
r t i 4

rn * k e s the s 4 o r y too comclex to
9* into 1 v-ry quickly, 'he, ro* so r u c h story 3 s + o take away 4 r 0 the
puzzit r , . h : cr C • i nc • it's * Z or ) i « ;> h ~ t 9 0 r 1 e will h € looking f or.

r'-

Since t h ~ history
story can'* ce c o

your jo. 1 c ' r ' t
-

empire, since z; krez

- *c e r - c r u r o u * 4 '• 0 6 C- U h i r kootan, your coal in * he
in which con t r • s t h - t history, "or example,

c r v - n t the collapse of t r 9 C- rest Under c round
i 4 *ell 3 0 0

one possibility is ths 4 your perl
the Go z , which you know - sou 4 d u s

youth < t h ' c c u e ) ? You goal tu 0

u

1

f r o ,r also being the end c f the tu 0 r 1 d .

like Asimov's "'curd- iior."

; o 4
t a n t K e i r evitable 4

: 1 1 0 4

0 r c r h c y you u ? ? r d in your
to k e e c * h end cf the empire

h i - s o u n " e ••

1
i 4 1 1 *- t c c m u c h

Another po ssi b i 1 i t.y is t h at your
fall Of m ff c r e ! T h i * a 0 u 1 a f

r> Pissed off at the c l~th'?ds 4 0 r

A t n i r d po ssi b

i

1 i t y is ' 4
s * y 0 u 0

such a 3 your own survival or 1. h e

fall of X .10 m p i re ~ e r 0 ; y go: n c

• 0
-

" is to actually bring about the
tit 1 r a i 4 h s * n ~ character who's r p 3 1

1

son: re - son.

-o' is -or? personal an d loss
survival of your village, with
m r - backround color.
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a ic in

and is a fun
it. 5 u t ai hat

part c f

form should
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The Enchanter Trilogy used
spell books

j

W : -a. 4. SO 11 s,

bad a sampler cyst- -
uj h ...

very codified system
] - srnin : t h n restin'’

you needed to c ^ i n t a

of n = c

:

involving
IIa r

r

1

1

' * etc. Zork
n e ~ i c ’jusod at an

object r - th -n ? * y t h « r e 1

1

r
.. m .

- -yond Zcrk u
? - an even simpler,

k d G - i s h s y s t e ft, c * ~

.

c i r , h o r t -cro] !' - n d j s n d s have a single magical
use , anc they • r - use si by "imply r e - i i n ;

* u
> scroll or pointing the

0) a n d • I n f o F r. t ?. s i e s H • v i c h - o of- r r -r d o rr pits of magic, such as
tne invisiolity to 4 ion ir Zork III, ire various notions in Sorcerer,
the Wisnbring e r wishes, ate.

Since your character probably isn't coin-/-* 4- be a r 5^b«r o * the
j - i r z

4 u
a L n c h 5 n t - r Trilogy scheme of manic seemsuil

: j t . I think t h e Z c r k II y a nd is j us* about the r i g h t

Enchanter's
to d s right
level of msgicol poujer cl us simplicity of use . (Perhaps ^ 5 gic wands
have certain 11 r. i t * t i o r •= - - * h --

i 7 a r d of r roboz? 's uf a r d only casts
spe*ls beginning jilt t

; o 4 r « r wards m i 7 h 4 work only or animals,
or only in t h 0 :: r k , cr c r. 1 y ' 0 r --r'e-syllefl^-spells...)

Other rando n m : v 1 c - : i

certainly 'ur
tens,

end u. 0 u 1 d t

1 1 k p otions cr
uj e i c 0 m e .

* 1 y i n o carrets, are

/•m
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4 cf W.hi + e House?” it behooves
us to ask 0)

3

+ *
• hous e is and where did it come from. Here 's

3 n 1 G C S •

f \

lx * s k n c -jj r t n t Z :
~ ~

*n o v * n •- e c ;• r i t - 1 o f t h =^oi r e * r on E ere th *

in the w • , 1 1 s n : .. *
4 o

:

1 a
4 u

i r » in *; h e Z a e t
1 ?nds, T h e Zcrk 1 1 broufsie

refers to 4 ^ s r
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• - i
4

1 o * * u
- rici d ";v-r Valley rrovirce as A r 3 0 a 1 n .

_ L . *.t: t.h~ t •'* r r
.

• m it

'

r. ed ^Isthsc di» (a la St. r etereberc
being ^ e a m e c Leningrad).

x n an y case* n - ; t h : r FI -

1

h e 3 d i a r o r 'r^ain is ever visit * d in 3 n y

I n f 0 “ a n t ;. sy . w - ' v e . - n to E r th-non's castle (in : nch*r + er) and to
(inct'v '

v
4 o') r

. u r c
- ~ 4 u r x ' c

*
•• tie ( . n Sorcerer). - u 4 ie've never

Ocsn to j iOiit castle - - ?r : knowing Dimwit * it rust be one heck of

a castle!

"er e ' s rn y i .
~ h - > h i t h 0 u • e 15 ! i m w i t ' 5 castle* ru + under some

kind 0 f enchants curse * s part cf fall 0 f the Empire, or as 3

protective disguise until « o T e f u 4 u r ^ dev when the Flathead dynasty
might rise again .

Naturally > the e x i- c t r arsons pool d 0 s card on whatever stony line we
end up .choosing.

r*\
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An even
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ur ^ of o c c. t i o n ,
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4 h ® player has to no + ice that (for
r uric o r n p e e k i r : cut Ho" t e
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i r, d t h p b u sh ,

would be a typical In 4 o c o .t n i s b cut 2 1 a U) h ich car be 1 aid
1 e or * phi c but a hi c r

, if exrlsined i n a text 4 C r 171 a t

,

would
long, t C 0 o r too unsub tie* r X a mo 1 e s

:

the M i r r o r Box
o c the c i r 1 c c k p J 2 in S t ~ r c r o s s •

better use w c u i* r be ? n

i 4 couldn 'ou
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r u
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~ 9 something
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e yet. Drawback: where
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If g r a p r i c s t u s t b
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e used
s n re w
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t o

rd
< .

e iy
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1 u s t r

v i n c

at® a

a put
c c ^ n a , I think that

zIp* no 4 rarely as the

Humor should be used Ir

and coin a n

o

stamp f r c n

out w

i

r h t

h

humor i r, t s c

other g r a p h

i

c adventures

A discussion at ime's 1

u

• n y c r r p h j c s .

4 he original t^intr
- . Humorous grannies a

r

on ex ~ !T>

3 1 ’*> 4

,
4 u e old so r k n j d b i

1

1

cork: better i 1 lustrations
almost non-existent in

shoulo ii/1 is t i. c 1 y :• t s n t h ... - e =hf a d d to i * s m o o d . -or example:
ro tos 4 o r T iianic »
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As i i t h E^iy 0 r k r -4 rr 1 --

its p U Z _ 1 s .

s t - n y

: l :

'

•

,

• k Zero yii I ! live or die on

y —

I a i k e c

dragon/

f a v o r i + 5 Z o r k r u z 7 1 e was the
flouring

itCier p j z
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1

os nn i n e .
~ t h e r puzzle? t h a +

'ct: out h c u. t h . t k r -

7

or k T
I spheres iu o r k e d , the

«
- - - - o--/”'rbl' n?z - « -no the sold machine

11 -time

w A ~
, ) <J A A A - , V > C it O • ( w ^ \ W * = r

line trsv;l u; I .
' o " .•• c u .

-
.

w ' A " didn't like *oc T uch mere the

pa nk C t oo - r ; ) ,
* h - x o r c i - T o * the- : a r e ? o * M ede? C t oo obscure), srd

the mirror t c x . n d dunc»cn u z z 1 * c ' t the end of Zork III C t c c dull),
•y .t f vc> it puzzle would be * toss-up between the Loud
Room (prior to the , d d t i o n c t e 1 o < i c = 1

' solution) end t he Cdd ly-

Angled Rooms (too -
- r

'

f

1

c o b ? z u r e »
- nz o u * - o x - r; 1 3 c e as well).

A A I said earlier, think
very difficult * c co T olcte

p c r h ‘'pro should k e v*ry accessible but
T hi :

- - c i c r 1

1

y means some very easy r.uzzle
moderately “oucb nuzzle? in the middle, and

Zonk I , uj^ich most closely fi + s

the bill o f an - c c a s : b 1 e Put difficult t o complete game, has a number
o f p ret t y e . s y r u - 1 r p * r t n » b e a i n n i n ”

: opening the a« i n d o u/ , binding
the trap door , kil 1

1

n t h ? troll, us in c the none at the Dome Room.

toward the beginning, so
a o m « re a 1 b 1

1

- !: u a t • r c n : : r t k e end,
f 81

t a r a y ,sy u z z a e s i v e h a.n -!ir

the n c d iut n d t c b u i 3 p-u
pte so"- breathing space to get used
ru";’ -solvir- expedience and cc? + idence

In additic
should b

* o r "IX o

c o o d m, i x o

r j
- ;

.

*
- i i f 1 1 r u 1

1

i e s , I also f e e 1 that there
: l ; 1 -• type;,. a c m a object -manipulation pu 2 ?l?s

(liKS g « 1 tine hr - k-y ir !crk T I usin-. +>..- mat =nd lett e- ooener ) ,

some use-o 4

logic puz

z

6 -

g

1 o o p serving in ? e y o n

d

type puzzies ( _ a k e > - ^ > -»-<. * — . * . • . • - — - ^ »

t i g u r « - o u t - a ^ s t - a - c k r r c t -
>x •; r t r pu z 2 1 e s • (like several in Zork TIT),

som« -or d pur r 1 - s , ( c u c w as riddles), ? t c

.

- * - - p i c " u z z 1 t
r (floating t h c- m ? r. h i r in 7 ork T I ) , some cure

'
- (

’
; u i n - t r. t i-cloor vial * n c : - a 1 o o d vial to get

“ o r k ) , som a figure-out-mbst-the-object-is
r

:

1 - cl p 1 - ? t i c b e i n " a r”f + in Zork T ) , some

o o rr. e puzzles i

Rco t< ) , „ r j ; q m h c u : d

- u 1 d k
-• conceptually - i *r Is 5 " d st and-alone ( t K e Loud

c 0 m ;; 1 v ~ 2 ^ : 0 ~ i
* - S r -f C -? V S r 3 1 Other C U 7 2 1 ??

(the 1 o ; 1 ‘ir-:). I f c - 1 that a w .re :
kould be many nuzzles with multiple

solutions, sc~ - thin- * ' v • -rioted c - y
^ r cm . = i r a a 1 y , I think there

should b a p u z
’

a j;
u c n p - r,

' n » c a r- - a r y -to completing the game, but

me rely make lit > easier c r n c r e interesting (saying DO Y$$ ?U$ instead
of feed!” j the- c v c 1

A U u s 'f + ‘i r : a new exit f r o m the dungeon, or

figuring h o -X t h * mirror r 0 « rr. e
‘JJ ork).
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ZuRK TRILOGY
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">o "i 1 h e t.h r .> ; r c 1 v i : j - 1

" ~ a , plus ~ or? ** or kT id coin
dated b - 9 GUT end picturing ? e 1 oj i t the c

1 ? t

.
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"

infotater.

i J
•. L _ . ~ w A r

T n e r a
1

T 9 i h r on of 4 ^ * r r o b o z ? M a r 1 c M a o i c c ouipment
Company catalog, a

Enchant e r pin.
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Cue to the • c : : * i o r ? f •.rrrhic'j * n - ' z - res? ihil i^y that sop®
version C : u c h - t h

..

* - r ] It), m i.
" h * not * i t on a single disk. If

t h l - h s : . r ..
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.. : u

’ * - v o ! v - ~ c
~ ' 4 h ;. n ~ u; e ' v e never don-- bef or? j

nanely ~ i i
-
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. e r i s k - s u - - - i n ; . \ • t u r ~ 1 1 y , this is unt aste f ul and
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’
- u :

:
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~
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•nodules 1 i ? e u. i s c a ' c p posed to uecarerhyuiis?.

/~v

The title will definitely be Zonk 7 e <" o (although I oue e s that the

issue c f
:l

1 ,-ro" vr r;us " C ” i « still up in the ~ i *" ) . H o u? e v a r , perhaps
t n e r - s h o u 1 f ;> :

7 t j r 1 1 +
1 *

~
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* h 5 otier ’ork? c id. C
T h e treat U r d e r •

u r o u n d .1 m p i r a , .
T h e i
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r^

t n k ~ n r •

L J i .. L • ire

7 OK

The n c o * the p

T h e Death o * D i a u i t

T i-o D c gp 1 - n t s and a Duck

K Z
' n

t "he -T'pire Strikes * ack .

r ^ *

A Cote son ^ or « ^ • you have *urn ad y o u r self
s o m e n o u , or s q np r .

- c /*» »*» r* (t •«* . 4. thro u ? h - 1 ~ i r of c

etc.) - n i

-

the non ^ 4 3 r 5 + - +
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travellers . N t t u ra 1

1

y j £ y i m r edi'tsly de c i r t h at *

and begin tryinc to k i •< o c:
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•ju o u j. d be & f u n chance i r i ' D
' r conventions.
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s
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4
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~ t h o d i c 1 1 Tons t ••
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monster a t * a c k s a- o u 1 d r. c k ;• y ) > "?rr s oh y that c h -ages from session
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As tar as the other f e t u •'* >'• s £ o r,
-

• c r e 7- n m i n i - t r p « L^DK/INV-NTObY box*

p r o g r a c m a b 1 •- f u r, c f : c r < y • ) > I ~on 't c o r = i f • r t h - m very u>or t hu>h ile 9

out I don't rind leaving t h in i

^

tney don't take too T.uc h s r a c e . . .

•
1 z+ of city •

r s like the'” and
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y unc ivi 1 i

( n i s 1

0

n i 3 n -c
r ’ e that » ^ w a e

tnese warring 4 -

i fc e s to r m the K

numbering y c r 3 in the
dates before his r ? i q n are noted

*
- r r> shore, o 4

t. h® 0 r» at Sea mere w i 1 d

i.
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' r H n o m ~ d s a r d margin-; tribes. One d a y

3 : t afternoon), Bntharion t n e Wise united
. o n o r c *

2 u n d o r . [The system of

91 r r ?i for C e t o r •? Fn th sr ion • 9

:ntharior, -jilt L a r o r t
u C 3 3 1

1

e o n a r i :y- 1 -N 4>
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r s protected by
tier in ~ N CHANTER .
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. u ? d c ^ tn 4 i
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1

? . This dynasty lasted
GU 0 5 9 , 'uendo r was still

modes tly-si 2 - d K i n c c o "
» ? n c 0 ^

:
.
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n d
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are
*

ha granola mines,
a r g e lake fills

eastern shore this
a k t- lieslake i

place
h e own o * ~

t s t •? r o r [where I i s h fc r i n o e r took

The East lands
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Originally pc pul a t e c by el v s » trolls, and other magical beings,
tne a = 1

1

•: n ; •_ <-
- i r • f s - t *

1 e o gy 0 j e n d o r i a ns in 6 f 0 ' s . M os t of

tne habit a ble **
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1

a n is - ? underground , thus t h e

r e n a rr i j o f uendor s
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e - - -• * Und-r-»-ound Empire by Dim w i +

r i a t h e s u in 7 71 1 U 1

.

After the foil of the G U E in E 3 ? , the
iastlsnas w-. "

. s a c k s d by b a *“ b s r. i o r s art largely depopulated.
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The f = vori • u province cf D i - w i t c l T; + h?'d» H e ncved the
c a pit;.;] c * ‘u-ntcr 4

: r " ;*r$. + h to Areoain, the capital
of t h

' province , i *- 7 71. A y? :< r 1 ,"te r
i he renamed

A r again to Flathead is.

It ui ~ e here, in the underground caverns, that Dimwit
constructed hie ron at r ousl y excessive rroj»c + s J the Royal

-loo'" Control ~
* 3 * a hollo wed-out volcano, the

enormous .-snol a smr 1 t e rs o 4 r

]

u r g a t . His r os t excessive
project w c - r r o o ~ : 1 y t h ••• nine-fc-loit-hioh statue o f himself
that was responsible for the defoliation of the c u b 1 i o

Valley*

The F r i a i d Fiver itself f 2 c uj s cut of the = 1 at he ad

Mount sirs, f o r «r i r b u e u n d?i*:ro U nd r <r- ? or voir behind
' ioc: Control " m ‘

; .
: low * - <•- dan, the river f 1 o uj s out

o f i. s : v •• r n -
.

- a r c i T 1 o over orea+h 4 eking Ar again Falls.
S j u t r c 4 t h • fa 1 ]:, t h - - r i . i d P: v« r curves wes twsrd and
empties into the Flathead 'c c 5 n .

'he G ray Mountains

Tne* r c-r t hrnnort provirc- on either side of the ocean,
t ~ G r y o l 'tc ins - r - nicknamed t hr ” “ ir e and Ic o

Provir T h surf c e : s s n o bound oil y e r r round ,

while the caverns below are keep t o a s t y warm by a

network of ctivs hot springs.

T o d : y , the Grey fountains are or ir ari ly a tourist spot
for ui ir t er worts. T h ri^-^y ski inn s s 4 a b 1 i shment is

called Grsysloc? c .
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1

y x c i or 4 r - n s o r t e d *o : ore other loca^ ' on.

[cntbci r ion]
in thar ion the Wise unit?-: - • - y „ . r - i -• * r i be? 4 o form t h° kingdom of
, u e n c o r . r u 1 - b f r c L ? r - o n • + n C a s f 1 a

> n « : r the ancient cities of

G a 1 e p a t h an: m ‘ r d i 1 o r, .
" u r current calender c? + e; from the 4 irs t yea

of n i s reign.

-unctnrrax:
U U ;i n t h r i x w - s Kir - of t u e n dor f rc - 5 9 GU F through 6 8 8 GUP. Known a

t n e " c 1 i i c c n : *

•' h - = x - n d ~~ d Guen dor's domain, :vsn conoue ring lands
across t h e G r : t Sen C

4 bus forcing h tj f V* i cd :r?" + -'reat-: r 5 ndson» Dimwit
.athfc£d» r . r - : the r

- r - * Unde r ground 'mire) . Duncarthrax u?as q u i
4 e

ecc - r. triC) , r d Kit c ~ 1 1 * »
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: r e t h
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dangerous *n: deadly territory ir the known lends.
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.ore w i r <x i 4 r
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- * u
-
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the Gr e s t U n c : r :

~ o u n :
' ~ - i r 4 - e ” 7 7 :

' U = until GUP. 4
i ; accomplishments*

ac hi e v c c o y c v r 4 - x : r : K k i n r c c rr« « i n c 1 ud ~ - 1 o o d Control Gan # 3 and the
R o y - 1 ‘'us v u “ x “ r - - - 1 y v- in, v

- r * n ? ~
- d t h -? G *' e 1 3 s 3 the c 1 a t h e a d C c ean *

a n d pr * f r r r c t o r - n i •_ 1 1 m * i n t h : s t r e r, : a lends that 1 ay across it.

T h e- h i z a r u of ~ r c z o ? : i ~ s once -mbs- of the i r 4
1 u s n 4

i ~ 1 A c c a r d i chapter
o f the .fro h r r ' = G u i 1 d . h : j ~ z - v i 1 e d by r

i r u i
4 r lsth$ad after

O C SK icenti-iy turnip -1 r the
. c '* castle in mountain o 4 * u d g e .

l

-

1 o o u 1 o n trc.
"*000 Control
Frigid River.

N U r? ^ -o

re: 4 r n :: i . ?r j p: 4 e ~ t , is the source of the

Z R 0 y s i " U 5 9 U T J

Tne article- c -
_ c r i : > •* h € e x h i b i + s o 4 * he Royal Museum’* which included

tne crown jewels r r q a = . ^ n
4
u 4 o ~ e L marble mate.

CLargoneth C
_ 4 ' e 3

L a r u o n e t n i * £ th c * * 1 •? of Cnthorio n 4 h e W i s e .

ZoS.cp^t- or M sreilorC
A short a r t i c 1 e calls i n ancient c i 4 y u #» n M o r .

L^uendor j

The entry say s "See t UN? ! R G R C U r P I
“ r
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/ N

[The Great Underground r
Tf: ’ rs]

~ o r m c r 1 y k n o i r - s * cursor* ' u
- r ^ r ; - ynder^rcund Empire r ?eched its height

under K ir g ? u r c e n t h r " x , t - r d e c 1 i r i n q under 4 h excessive rule of Dimwit
1 a t h e a c $ ?nc • ir .
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4 1

i n : : G U - . Tb- are- is. now called the Lard o *

r r obozz t after its largest

C G r * a t i a a 1

T na entry s y s

C A c c a r c i - 4
y - 7 h e

The tiniest of
i n the ^ : n d c f

“See r L f T

— 5 a c j

article -

Cr cbozz.

C r A N .
”

T G •'tiers 4 u 3 Accardi-By-The-Sea. is a village



a ^L iM izn
^lzriic j. s a province

C r r i g i d R i v o r I

The r rigid " i v e r
> t h
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' •“ - o •. a. n -
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sound ary o* • r c;*r + u n c c r . I

4 as ar uncross able wasteland* believed
to stretch t o the e d c e o * 4 h e w o r 1 d

.

ZL one 1 y fount a a

'

Lonely ’oun t sin : a t o -i? e i r c ~
. a < 4 o the west of Lar toneth Castle

Z K r i 1

1

1

A long „ r t i c I - :

] 1 s t h 4 v- '* a 1 1 w? * e powerful warlock who plotted to

o v : r t h r o w 4 h . Circla c
* : '-chM 4

- r - n c ~ n s l ~ v e this corner of the kingdom
ne slrao.st a v e d " : a a c l. cut u - s venau ished by s your.. Enchanter.

•w j e r v t n 1 5 j

The article points o

u

4

of trade 3 u

i

* u
c 4 h e Servarf- Guild i a ro* *hs most respected

[jaDbe r TunpcrG
It i c o r r l n c c

:
- - 1 i

4
i c 4 o r ~ ^ ^ ioubh '^auccii oor ular in taverns,

and frequently r 1 a y e d s + *<ss.
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1 e Fannuccil
A co~. h l x ,

~ h .v r. - i n •:
~ - n '

v - : i c n o f Gr b A r r T u^c »r 'nd probably t h 9 irost
popular gam- in u/ 0 r 1 d .

r^

C S o r p h a . A

T n e capital ~ r d fc i . e 3 * city i

scroll and i n f 0 1 t a r i n d u 5 1 r i e

tne Flathead c a a r .

r 0 b c 7 7 , and the center of t u e s d e 1

1

~ -
• cr* of ~ "n r ' h a <? in t h e w u;ies + c n

[lessen . : r : .

The Messengers Guild ~ O old -at tuilds, and its members are
increeibly ‘edicatf :

.

’

T u ~
1 - rotto i •. e v « n really bad r ^ecioi tati on

o r v 6 r > r - r I y « •;
_ h 4 * -

: 1 « 1 1 r - v n t u ? from comply fine our route."

^Temporal T r ? v e- 1

1

7 « m p 0 r “ 1 travel .-chnolocy , though ir existence for many centuries, is
still cor- i a r e c to t ? x ;

-• r : n t % 1 by t h ~
- o i c industry. Several

government sc-nci-s -r- currently 1 ookini i n * 0 its oot ent is 1 Ion-*- term
effects.

Cine banter's Guild!)
1 h <=• _ n c "1 - 0 t r '

- G u i 1 d r ~ r d 1 1 •> . t 3 roots to t r 9 i 0 r o f : nt^s-ior, ever
j 0 0 y e r c _ c • ! t

. r *• r? -rp usually located in small villages* since the
D u s 1 1 e 0 city 1 5 . f e intcrf&r^s ait h or ~ r> r* 2 n +n t r r ' s ai c - k (

" r x c u ? • me, I

loCKe u my k ys i r - y house. C 0 u 1 c you d 1 p • c c r ez r ov my door?"). T he tost
hem- of the Circle of Enchan+ers.influential c h :

l j n 0 m e s j

T 'l C h s o t e

Gnomes <?r t r c s r
; short, < u rr y o 0 0 1 e knoxn for their .-reed a r <j business

acumen. T y ” c < a • n - m :

-

" o y .
0 - 3 toll and f ? - collectors, bank tellers,

ticket sell; r , ,
- r d ' r ^ - i d ? n t : o f small so f tuisre f 3 rms •

CTrolisG
1 rox i j sr t a race 0 4 rcciou: ,

~ m i -‘1 n t •• Hi ? e n t crertures. They are often
employ ~ 0 a 3 s -• c u r 1 1 y C U -• r b o u n c e r £ .

CChevauxG
The 1 eadino supplier of design -r s o e ! 1 bocks

L Uf kan or r a r b e

i

Tne head of ore c) r of t Enchanters Guild.

CThrif f

G

A village in the nort u1 sncs.

[Sorcerer!
According to t hi : - r t j r 1 , t n -

. - - tiro meanings for Sorcerer. T n general,
it refers tc "

;

- c r - - 1 1 T: ~,c-u er. '-'ore s r
: e c 3 f i c - 1 1 y , the term is used

by 1 1* _ n c h r t •: r z !- u
: - * 0 : n

n

0 t - - sen or m - r b e r 0 f the Circle.

l k 3 2 0 r Gorge

j

j£ famous chasm n •« r ' c c r ~ i
-

y
_T h e-bes

Zoui Tech]
i.ne most p r * - + i *- i o u

s

'• n
" ’ n r- t r i n c school in the 1 ~ n d .

CFlathead Ccesn!
T h a '

1 _ t r s : ; . c ' r , c 1
1

. fH - r - * 3 -
fc y the nncients,. has 5 vc^y

jnusud * r - • o r :•
- - :

*
: u/sst-rn.s^or" b * 3 k s i n t r * sunlight iu h i 1 e its
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cisum shor ; 1 i • - r ~ y n <:
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C Troglodyt s -3 2

J t .' * * * " t A, Jtii'snt s u -j + r = r* . }*i
; r -

; j -• n * 1 y u c d to o i - nd U *ul cool.

l G 1 a s a d c z e 3

iccorcin- * c
' ' r : •:

‘

* ?u f'c=io'*-hr-- x built the “ 1 a s s M z z e on a x* him* + o

amuse “ 1 ? f r i e n j s -no 4 or sure h i enem: s • -• labyrinth of 27 cubicles* it
Ia3 Tull 0 t CSV ill1

i «: h o i t f ; 1 1 '• ~n i w ? loc r t ed rear his c a s 1 1 e * £ or e t h

.

Cbozfcarlandl
loz o £ rl:n c

~ * T = -c*’ f j t u r i s tic * : - t a sy a * u - ‘ r ? o + d ark, oft referred
to .a s t h . -• n 4

:
- « o 1 r - e h t c i t - ] o f t h G •’* ^ a t Underground o i r e . The

lower classes usually called it simcly Z o r k y -ark.

r- r- o -

uTiliT: j

r lumas are a r t i f i c : 1 j ~ t r charnels* usually u?ith boat r i d e s . The boat
is typically - hoi 1 cu a d-c j* Too. The l-rcest flume 0 * this kird is in
Bozbarlanc

.

[rort Griff soot ter 1

• o r t G r i f f s p c 1 1 r crce o u a r d e d

by s e s .

t o . l n d % near r
o r e t h Castle f r o r attack

Clorkmidj
An art! c 1 e ir t u

' n o -•* -ry s action explain- + h = t the zo^kmid was the
unit o currency of t h* r r t Und ? - around i •*<?

, and is still used in
o s t p : r t = : * * r k : r •. a " t o' -y .

'
• • - 1 u r : o * ~ 7 o r k i d coin is included

The coin .i c t u h". •• ~ - n tilth - incredibly flat head* wearing a gaudy
crown

.

w M H”! U a S T J

The A mu let j f '

g *t K o -*•

a u q u r y .

I e n d • r y j*

i

a 1 r a n o w n e d for its powers of

C I n f o t a t e r 3

The i n f c t a t . r * which popular I n c n w
s

Wise* is the best way to s’or, da t a

say i. 3 invented by cnthar ion the
ever discovered.

l M o r g i a 1

A beautiful arc a x 6 1 i c r _
- + . t h

a

5 u 5 c e p 1 1 p i 1 1 1 y t c " -
: a i c sc e 11s.

n o r c i a is well-known for its

C Your s elf 3

T o u 'ini save
K r i » 1

.

1 a - n t w r c -• *• ^ a n * i o r i n c your heroic defeat of the war lock

loeibozl
T n e r : i z - a 1 _ a n •* r y b c u '

- l
k ct? - n + ioninc + h * t he is t h e Guildm aster

of thee m c a r d i C h a o t a r o 4 4 ' u : Id of n c h ~ r t e r s , and h ~ - served three
terms as kingdom w ids Secretary o ^ the Guild.

Lpgreth Cast lei
3 g r e t h w as "he c s s + 1 e o ^ K i. n

-

u n c a n t h r a x .

C S t e v e M e r e 1 2 k y 3

Possibly t -
1 = r : e s t •.

-• * r y ir the volute* d? + ailing the facts and the
n y t n s d d o j t f

u s - ? r k r, o r * - the r e s r :.1 e d Ir-rle c ^ Yonkers*

u a e ,rr.
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Segment "Joirts"

Entrance Hall < > Cuter Hailey

Thro re Room < > Secret Passage

Chanel < > Crypt

FrooczzCo Basement < > Frcbozz Philharmonic Hall

Crest Hall < > Lower Hall

c xit < > Crossroads

Poval Zoo < > West Shore

Crot + o > Lowest Hall

'racl? > Crsg/Glscier/Delta/^oot of Statue/ nine

West wing < > Dirigible Hangar

(rub amulet) > Great Underground M our tain

( anywhere) > (hints)

En tr ance

j
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PAGE 8 THE STATUS LINE SUMMER 1986

Kob on Double Fanucci
Let's look at the following situation:

Teams: North & Up, Southwest & East

Warm Diplomatic Relations: North & Up
SI" Nations: Yugoslavia, Bulgaria, Up, Rumania
H. ips: NORTH: 43; UP: 976.4; SOUTHWEST: [Classified];

EAST: .4

NORTH (vulnerable) UP (dealing 1st, 3rd*)

V'— 4, -2 V6, 8, 84

Water Molecule, Bromide dlb (none)

cfc multiples of 1

1

even, except multiples

of 11

A 4
>
8

’
K h J/ 9

«
Rook

/^Red, Red, GunMetal-Gray ^3, 11, Off-White, Beet-Red

^ Bocce, K, Teapot S 3, Law School

o9d3, 3, 3, 3, 2 a0o 77, 3, 3, 3, 10

SOUTHWEST (dealing

across table) EAST (dealing 2nd, 3rd*)

1097, 2 *11*2, A, K, Alan

rUi (none) L&bBromium, J

c|o opposite ofo points within the shaded

area

J) 2, 4, Bishop, K A 3, K, H, N
Blue-Gray ^Tangerine-Orange, Black, Q

sga Melon, 5, Granola £a Cottage, 9, Chaise

cPo 8/ Q cPo 2, 3, 3

•Note the co-deal Up and East!

This set-up occurred in 904, at

the annual Championships at

Borphee. Veldran of Aragain and
BoBo the Somewhat Misguided
played (respectively) North and
Up, challenging Hobart the
Unmerciful and Snuffie (playing

Southwest and East). Since the
SW-E team controlled "Alan,"
they were able to make a deci-

sion. Southwest arcwelded his Q
and K to his partner's Q and K for

a Simpleton. Jazzing, East formed
the word "ANKH" from various

letters in his possession, to gain

control of the gauntlet for three

turns. North, hoping for Manhat-
tan, signalled for a switch, and
exchanged his - 2 for his

partner's 84, a difference of 86.

BoBo factored an 11 out of his 77
of c$o ,

and formed a straight,

which he traded in for an option
on the movie rights. North,
monopolizing on a distraction in

the bleachers, seized his mis-
placed cards and incorporated

them into his hand — the

Alisa Hickey

X -Vw.iaA

room's bito

cocjoVk XO0¥\\

Tacit \0n»g>n\oO')<.

a w.Vb.
Go c.a.’b-V

.

\

Cartoon Flow Unabai
The poor, wretched cartoon
editor continues to suffer from
the incessant barrage of nearly fif-

ty cartoons per week. You
haven't broken his spirit yet, so

keep 'em coming! If you'd like to

submit a cartoon for publication,

send it to The Status Line Car-
toons, Infocom, Inc., 125 Cam-
bridgePark Drive, Cambridge,
MA 02140.

All cartoons must be in black

Slip1

on white, unlined paper. Please

don't fold your cartoon! All sub-

missions become property of In-

focom. If we print your cartoon,

we'll sendyou a free game of your
choice. Don't forget to include

your name, address, phone
number, the title of the game
you'd like to win, and the com-
puter system you'd like the game
to run on.

* •

' '
,

«.

’ "
-Jf

,

Hydronium Ion of and the 4 of

. As North restored himself to

his seat, East dealt a round of

cards (out of turn).

Turn two began, and the

players revolved. Snuffie, draw-

ing a Red ofA, mixed it with
the Tangerine-Orange and Black

ofA. as well as his partner's Blue-

Gray, in order to produce a ghast-

ly shade of brown. After a brief

pause, the judges raised their

placards — a 9.8, a 9.77 and a

"nice job." A new championship
record! Southwest drew another

trebled fromp, therefore control-

ling more 3's than any other

player, and thus was allowed to

roll again. Rolling a four, Hobart
declared "Argyle!" for which he
received ten points and a chance
at the trip for two to Arulis Map-
tar. Poker-faced, Veldran bluffed,

claiming that he had, in fact, won
the game several turns ago. Un-
convinced, team SW-E chal-

lenged, winning the judges' favor.

To conserve pride, Veldran ion-

ized his Hydronium Ion and his

Water Molecule of dlb
,
to form a

strong acid. Some cards were ac-

cidentally dissolved in the

resulting confusion. Up passed,

to cuddle his J\s.

Things looked grim for N-U,
their combined score so tiny that

it was immeasurable since the

microscope hadn't yet been in-

vented. But, as is customary in

tournament play, luck saw to it

that the underdog wasn't tram-
pled. As Southwest dealt across

the table, Snuffie fell over
backwards clutching his ham-
string. The medical crew, rushing

onto the field, confirmed that he
was suffering from a broken
wrist, and dragged him to the

sidelines. Southwest tossed his

cards into the air and unleashed a

long string of expletives about
elks. After much consultation,

both teams agreed to end the

game in a draw and order out for

pizza, making this the 72nd year

in a row that the tournament
closed without a confirmed win-
ner. Nevertheless, the fans swept
onto the field and ate the

goalposts — a true Double Fanuc-
ci tradition.

[Reprinted with permission
from the Borphee Digest, vol.

MMCXXI, p. 879]
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Hints -for Snarfem:

1) Have you ever played Nim? Snar-fem is just like Him.

2) You must make the correct move evert turn, or the jester will

win.

3) The -flowers tell you what the correct move is.

45 You'll know that you've made the wrong move i-f any of the

flowers are open when the jester is moving.

5) Here's what the -flowers do: the flowers on the right...

6 ) ...tell you how many pebbles you should pick up...

7) ...and the flowers on the left...

8) ...show you what pile to take them from.

[That's all.

3

Hints on Double Fanucci:

i) Consult your documentation, specifically the "Lives of the Twelve

Flatheads" booklet.

-— 2) Look at the biography of Babe Flathead.

3) You must perform the indefensible gambit.

[That's all.]





Zork 0 Hints
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That Pesky Bedbug:

• Re-read the jester’s comment; there’s a due in it.

• You need to put the bedbug to sleep.

• How do you get someone else to go to sleep? Like a child, for

instance....

• Try singing a lullaby or...

• Try sleeping.

That Darn Squid:

• You need the ruby elsewhere in the game.

• But you can't get the ruby until you get rid of the squid.

• Don't go on until you've explored Port Foozle. Namely, the

inquisition. (See those hints.) )

• Once you have the squid repellent, you need to get it into the proper

area of the lake.

• That waldo on the bathysphere could be handy. (See those hints.)

• Drop the pellet by the bathysphere. Use the waldo to pick up the

pellet. Go to the lake bottom. Drop the pellet. Get the ruby.

Returning from the Oracle:

• There are a couple of ways of doing it.

• You can use something from the lake area.

• Don't go on until you've found the amulet. (See Oracle hints.)

• Try touching it.

• What does one do with an amulet?
• Try wearing it.

• Then touch it. You’ll be teleported back from beyond the oracle to

the Great Underground Mountain.

• The second method involves the pigeon and perch.

• Don't go on until you know how they work. (See those hints.)

• Leave the perch outside the oracle. Take the pigeon with you

through the oracle. Teleport back to the perch.

Goal of the Game:

*



• The key to stopping the curse Is on the scrap of parchment In

Megaboz’s pocket. (Enclosed In your game package.) Read It

carefully.

• Some letters are missing or cut-off; they are as follows:

The curse c; except; to ea; *; by tossin; *; th.

• Good luck, Blackbeard.

Winning Double Fannucci:

• There are consistent rules to the game. So, anytime you make a

particular play, the resulting score will be the same.

• Anytime you try an illegal move, that move remains illegal. For

instance, if you try to ionize the grue and the jester tells you that

you can’t do that unless it's the first Grues Day following a half

moon, you'll have to wait for that particular Grues Day to make that

play.

• There are, however, far too many rules for you to ever learn them
all.

• You can cheat to your heart’s content.

• • To win, though, you need an indefensible gambit.

• Sound familiar?

• Read your calendar.

• Specifically the Babe Flathead bio.

• Now that you know an indefensible gambit, wait for your opening

and play it!

Snarfem:

• It’s a math puzzle.

• The number of pebbles in each pile should be translated to a

numeric value: 1 = 1 ;
2= 1 0; 3= 1 1 ;

4= 1 00; 5= 1 0 1 ;
6= 1 1 0; 7= 1 11

;

8=1000; 9=1001 (Math nerds: convert to base 2). Then add the

resulting designated numbers (Math nerds: add as for base 10). The

total number then needs to be adjusted so that each digit is an even

number. Examining the designated values, determine which value

can be altered so that totaling the numbers will provide that each

digit of the total is an even digit. Next, determine the number of

pebbles you need to take in order to convert the desired designated

value to its new value. Then take that number of pebbles from the

appropriate pile. Repeat this process each time your turn comes
around. If you do it correctly, you'll win.



Here's an example: Pile 1 contains three pebbles; Pile 2 contains

five pebbles; Pile 3 contains eight pebbles; and Pile 4 contains six

pebbles. So, you convert them as follows: 3=1 1; 5=101; 8=1000;

and 6=110. Now you add them and get 1222. The one is the only odd

number. Looking at the designated numbers, you can see that

removing all the pebbles in the third pile will change it’s

designation from 1000 to 0. If you do that, the resulting number
would be 222, all even digits. After the jester takes his turn, you

would repeat the process again and again until you win.,

if all else fails and this numeric stuff boggles your mind, look at

the screen carefully. There’s a clue there.

Specifically, in the flowers.

On the left side, there are four flowers, on the right there are nine

flowers. They bloom differently every turn.

The number of blossoms on the left tells you which pile to take

from and the number of blossoms on the right tells you how many to

take.



drawbridge. It lies at the tip of a oeiins jla into the moat: ~ e s t of toe
Deiins Jla is to the southeast* A drawbridge to the oortoiwest is open, and a

1 3 d d e r leads to toe upper levels*

) j

Causeway
fou are on a peninsula of di'-t and g-avel wnich extends into tne moat f~om

tne southeast* A t3ll barbican towels over the end of tne causeway, to the
no-thjuest.

0 j

Inner 3 a i l e y

fou a^e on a n a
~ * o w grassy strip between the castle (which can be entered to

the south) and the n o a t • A young elm grows by tne side of the moat. A causeway
leads out into the noat to the nortnwest.

>S
Entrance tall

This is uhe^e visitors enter tne castle Droo?r, through the wide doorway the
no-th* 3ddly, tne-'e is a doorbell on tne inside of the doorway* Qtner doorways
lead east, uest, and south*

>S

u-eat Hall
This is the huge central cnanos- of Dimwit's castle. Tne ceiling was lowered

at some point in tne oast* whicn neloed reduced the frequency ofstorm clouds
fo’-ning in the upper regions of tne hall* Arched openings lead off in tne four
cardinal di-ections* A wide stair leads up to tne oalcony, and an equally wide
but ominously dar< stair leads downward.

A o - o c 1 a na t i on 03ngs on the w3ll.
fou C30 see a jewel* an amulet, a b-ass lantern, a walnut, a box, a glittery

a'Oi a s m o x y o “ o , a fie-y o ~ b , a milky orb, a walnut snail, a o o s t e - of Ursula
Flathead, a p a c x a g e * a wand, a oag, a c 1 o a x , a drioxing st-aw and a scrap of
parchment nere. It seems that tne oag contains a b a of food.

>D*JP CHESr.GET C*3rfN, JEWEL, A*U.£T, ALL DR 8 S * W A -Nt/T * POSTER, Id ft NO
Drooped.

C P 1 e a 3 a b e patient. J

C 3 1 ea s e b e patient. 3

C 3 1 e a s e b e oatient. 3

L 3 1 e a s e b e patient. 3

t 3 1 e a s e b e oatient.

3

C 3 1 e a s e b e oatiant. 3

C 3 1 a a s e b e patient.

3

C P l ease o e patient. 3

C 3 1 e a s e b e patient. 3

gaudy c '‘own : Yoj p l c uo the gaudy crown,
jewel: fou oicx uo the jewel,
amulet: You pio< uo tne amulet,
glittery o " p : You oicx up tne glittery orb.
s m o x y pro: You oicx uo the smoky o^o.
tie-y qf*t>: foj oicx uo the fiery o^o.
milxy o-b: You oicx uo the milky o r q .

walnut: You picx uo tne iwalnut.
posts* of J'sula =lathead: Yoj oicx up tne
wand: Yoj'r* al-eady juggling as many items

poster
as you

of Jrsula
co j 1 d p o

Flathead,
sioly carry.

>1
You a**e ca-ryiog 3 poster of Jrsula c lathead, a walnut, a milky oro, 3 f is*/



>L
lime passes. ..

ir

>L
I ime passes • • •

> A N b W fc R "LUUblN"
Li don't know the word " cousin.” J

> A N b W fc R "RiDULfc"
Li don't know the word " riddle. "J

> A Nb W t R " b t M 1 N 1 ”

Li don't know the word "gemni."]

> A Nb W fc R "WHLi I HtruCkKNUWS"
r Li don't know the uiord " whotbefuckknows."J

> ANbW fcR "bfcTMfc I HthUCkUUTUhMtKfc AND J AM YQURR 1 OULfc"

r* Li don't knouu the word " getmethetuckouto+hereandjamyourriddle."J

>KfcbTURt
^ rrom riie C Pb : < LIZ >QUB • 1

)

: UUti.Z. lDkay , restored.

Uubiiet te
/> You're trapped in a prison ceii accessible only by the unreachable hole in

the ceiling.
The last prisoner m the oubliette must have been a sailor; an old seaman's

r*- cap lies discarded in the corner.

> L A I CAP
lotaily ordinary looking seaman's cap.

> L IN CAP
y-' You can't look inside a seaman's cap!

Ihe jester appears.
"Don't scream or shout, I'll get you out! But first my thirst tor a riddle

must be twiddled!” The jester coughs lightly and begins. "I look just like my
brother; we have the same father and mother! We're identical in every way; we
were born on the very same day. I'm younger by seconds, but as everyone

r- reckons, I'm not a twin, and never have been. What am I?”

>bfcf CAP
^ You pick up the seaman's cap.

> A Nb W fc R "MY BRUThfck'b BSUTHtk”
r- LI don't know the word ” brother's."

J

> A N b W fc R "MY BRUTHfcR"

r- Li don't know the word "trother."J

> K fc b I UbKfc

r' LI don't know the word "restosre."

J

>K fcb I URt
rrom tile L Pb : <L 1 L >UUB . 1 ) : b IbH . z . lUkay , restored,

breat Hall
Ihis is the huge central chamber of Dimwit's castle. The ceiling was lowered

r
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1

” ' £ r e y o u

w n i c h no one

h ang_s_e 6 m s

appears

«

pass to the west, you must first pass t h i s test*
has ever seen Defer*, and which no one mill ever

L
Shorn me somethin

c

see again!"

>PULL DOWN PANTS
lx don't know the word M

p © n t s . ” 3

>N E

You can't go that uisy

.

> £

We st Ha 1

1

The castle's newest wing can be found beyond the huge oak door which lies
open to the west, Tne only other ex; 4 is northeast.

>N E

Formal Career
Dimwit desigred this garden to m a t c h a fairy -‘ale he enjoyed as a child, sne

subsequent kings added their own touches, creating a hugely confusing maze of
flowers and shrubbery =*nd statuary and trees and f curtains and pools and
bridges and gazebos. Now somewhat overgrown, the garden is seemingly erdless,
cut you recall that tne primary exits lie to the nor+h, east, and southwest.

You soot a * 1 a s h o f oink a merest the flora. It's s flamingo!

> E

Great Hall
Tris is the huge central chamber of Dimwit's castle. T he ceiling was lowered

at some point in the pas*, which helped reduce the frequency of storm clouds
forming in the ippe- regions c f the hall. Arched openings lead off in the four
cardinal directions. A wide stair leaos up to the balcony, and an equally wide
cut ominously dark stair leads downward.

You can see a scrap o ( parchment here.

>£
Courtyard

This open area is paved with marble ana surrounded by imposing stene walls.
Dimwit would occasionally order carnivals be set un in this court, or totally
cloudless days. At the distart edges cf the courtyard, you can see exits to the

^ north, west, and southea c t.

>S E

r“' East mall
The castle's east wine lies througn a massive doo r to the east, which is

closed. T he only other exit from the hall is northwest.

>UNLCCK DOCK WITH KEY
Unfortunately, the steel key doesn't unlock the door.

> N W

Courtyarc
This open area is pavea with marble and surrounded by imposing stene walls.

Dimwit would occasionally order carnivals be set up in this court, or totally
cloudless cays. At the d i s t a r t edges of the courtyard, you can see exits to the
north, west, and southeast.

r
>w

Great Hall



for ail the fish!” C d d • You've never given the jest« r any fish.

>U
Lower u a 1

1

T^is large hall, barely illuminated by your light, has seen its better days:
b a s e c on the dust arc debris, the lou.'e r levels of the castle probably haven't
seen maintained =i n ce Dimwit's death. Stairs lead up and down; the latter stair
looks particularly forbidding. Passages head off to the north, south,
southeast, and southwest.

You can't go that way.

>KUR r VC3NNEGIT
Cl con't knoa the word kurt."

D

) *s

You can't gc that way.

y $ w

Great Underground Highway
T h^s is the northern terminus of one of t H e branches of the Great

Underground *- i g h w a y system, one of t u e ambitious construction orojects
conceived by King Duncsn+hrax and executed by the "robczz M a c i c Cave Company. I

tunnel leads northeast.

>S
Exit

You are somewhere along a wide underground road which runs north and south.
There's an eye-cstchin? sign next to s tunnel leading west.

>S
Crossroads

You stand at the junction c * two underground highways, one north-south and
the other east-west. A sign bangs in the center cf t h e junction.

>S
oil Plaza

You have reached ere cf the numerous Great Underground Highway system tolls.
A closed toll cate spars the road. T h e toll booth * 9 e m s to be uncccucied,
although the sigr next to the gate seems to indicate an "exact change" option.

>S
Fissure's Edge

To the south, the rose i s , r e n t by a wide * i. s s u r e , the reminder of a recent
earthquake. Judging by the footprints in the dust, many travellers have r eacbec
this point, only to turn around and head back to the north. T he earthquake has
also opened a narrow crack in the eastern wall c * the tunnel; you might just b

€

sole to squeeze into i +
.

>o
Tight Squeeze

You are m a narrow fissure whicn widens to the west. A cool breeze seems tc

blow upon you from below.

>D
Orb Room

T^e air is chilly, arc the walls of this o c m are covered wit 1
* ice. Piled

high on the floor of the room are many crystal spheres of varying sizes and
colors; most seem to K - chipped or shattered. Your light reveals no visible
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ZCRK ZERO IN PENNANT DRIVE
Magic Number Now at Nine

As the 1988 implementing season dwindles to a close, Zork Zero's magic
number is reduced to 9* This means that any combination of winning
features and defeated bugs totalling nine days will allow Zork Zero to
clinch the division#

"However*” says the team's r e cen t 1 y-hired General Manager, Joe Ybarra,
"there are still numerous obstacles tc overcome# We're facing a difficult
road series against the Outside Testers, who are always tough at this
stage of the season#"

Fans, who are flocking in record numbers to watch the team at their
Cambridge Park facility, are wondering whether some of the young players
will handle the pressure. For example, two young Batterers, Kurt
"Hard Drive" Boutin and "Hamburger" Patti Pizer, have been with the team
for less than half a season, and have never been through a pennant race
b e fore •

Compounding that problem is the recent free-agency of such key players
as Jon "Buck" Palace and Gary "Hy p hen- Sws t t er " Brennan, and the surprise
unconditional release of veteran Liz Jones, which left holes at several
important positions# And although Ybarra remains optimistic, there seems
to be little chance of signing any players before the end of the seascn.

_ Should the team overcome this hurdles and pop the champagne by
September 30, it faces a difficult post-season battle against the
Apple II Interpreters, who are weak at the Graphics and Cisk Capacity
positions, but whose league-leading Installed Base has gotten them this
fan#

One cthen obstacle to be overcome is the looming personality of team
owner Bruce Davis# After throwing a tantrum following a recent delay,
Davis send several players tc the minor league club and threatened tc
hire Silly Martin as Manager for the stretch run.
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Assembling ZGRKO.ZAP.l cn Friday* October 14, 1988 12509:06
Re lease : 292

64 Inserting ZORKCFREC . XZ AP . 4 (628 bytes)
692 Inserting ZQRK0DAT.ZAP. 1 (53430 bytes)

54122 Inserting ZGRK0PUR.ZAF.1 (6732 bytes)
60854 Inserting PSTACK.ZAP.l (36 bytes)
6089C Inserting PMEV.ZAP.l ( 1 C 4 bytes)
60994 Inserting C£ c S2.ZAP.l (19 bytes)
61013 Inserting PARSER. ZAP.

1

(42 36 bytes)
65295 Inserting FIND. ZAP.

1

(1913 bytes)
67212 Inserting RECS.ZAP.l (5792 bytes)
73004 Inserting TOP. ZAP.

1

(2319 bytes)
75323 Inserting PRARE.ZAP.l (4325 bytes

)

79648 Inserting VISC. ZAP.

1

(1478 bytes)
81126 Inserting INPUT. ZAP.

1

( 20 C 1 bytes)
83127 Inserting VERBS. ZAP.

1

(26577 bytes)
1C9704 Inserting GLCBALS.ZAP.l (11851 bytes

)

121555 Inserting PIC. ZAP.

1

(340 bytes

)

121895 Inserting PROLOGUE. ZAP.

1

(9197 bytes

)

131092 Inserting CASTLE. ZAP.

1

(19808 bytes)
15090C Inserting LIBRARY. ZAP.

1

(1732 bytes

)

152632 Inserting VILLAGE. ZAP.

1

(4667 bytes)
157295 Inserting LAKE. ZAP.

1

(10259 bytes)
167598 Inserting HIGH WAY. ZAP.

1

(9590 bytes)
177588 Inserting ORACLE. ZAP.

1

(15047 bytes)
192635 Inserting CHESS. ZAP.

1

( 376 3 bytes )

196398 Inserting JESTER. ZAP.

1

(11750 bytes)
208146 Inserting FENSHIRE.ZAP.l ( 6094 bytes )

214242 Inserting CLUES. ZAP.

1

(1852 bytes)
216134 Inserting ZORK0STR.ZAP.1 (77898 bytes

)

6C3 objects*
226 global s

•

1619 word vocabulary*

294032 bytes C288K).
54122 bytes cf preload*
32128 bytes cf impure*

r



Time trials for ZORK ZERO

Amiga 1000
(single disk drive)

vs.

Apple He
(two drives/5 1/4 disks)

The five fastest Amiga 1000 moves (of the 37 tested) compared to the

Apple He

Amiga Apple He
1. >get up (from under kings table) = 2 13

2. >north (from start of game(after megaboz)) = 3 17

3. Make all (at start of game (after megaboz)) = 2.5 16

4. >take earthworm = 4 4.5

5. >tum wheel (upper barbican) = 3 6

The five slowest Amiga 1000 moves (of the 37 tested) compared to the

Apple He

Amiga Apple lie

1. >open the south door (in jesters quarters) = 33 60
2. >take calendar and then read calendar = 15 38

3. >map (to display map) = 18 28
4. >north (from castle entryway to outside) = 14 34
5. >drop memo,package,poster,scrap and calendar= 8.5 26.5

(Apple lie version did not include the calendar)

-The average time per move on the Amiga (including a few graphic puzzle moves): 8.9

seconds

The average time per move on the Apple He (for the same exact move performed on the

Amiga 1000): 21.25 seconds.

* All above shown times are in seconds. This number was calculated by starting the stop

watch as soon as return was pressed and stopping the stop watch as soon as the prompt

reappeared.



3/7/89

TO: TAA, Wood

cc: PDL,(g?Ejy), Duncan, Rob

From: Jon

CLARIFICATION

Speaking for Marketing, Rob does noi care whether the COLORS
command is in or not.* It is much more important that the games
ship within the next 10 days or so.

Therefore, if at any time in the days ahead you can save yourselves

some effort by killing the COLORS command, please notify the

relevant world (at least the people listed above) so the right thing

happens.

*lt is of course a time-honored tradition to make the back-package

photos inaccurate. Even recent screen shots are misleading: the

Battletech package show 4 mechs in the screen shot, yet one can't

get 4 mechs at once. Besides, as Rob points out, anybody who buys
the games solely for the COLORS option is a moron.



AMIGA PRIORITIES, 3/20/89

TOP PRIORITIES

•SCRIPTING (all games)

•Color in SAVE box makes filename invisible (all games) - Duncan

already fixed?

•Reinstall missing pictures (Journey) -- Duncan already fixed?

•Status line needs to be reversed (Shogun) -- PDL can do something

about this if Duncan is too busy

MIDDLE PRIORITIES - not to be addressed until above are

fixed

•Flashing (for Shogun)

LOW PRIORITIES -- not to be addressed until above are

fixed

•Disable UNDO (and tell user about it) if there's not much memory
left (all games)

LOWEST PRIORITIES- not to be address until above are

fixed

•There's a blotch in the status line when playing in text mode (Zork

Zero)
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RE: STATE OF THE ARTISTS

From: Jon Palace

Date 2/1/88

Brian Cody : He's shown us a cartoony style (like he used in
Fooblitzky) which uses bold primary colors. He's also shown us a
much more "photographic" or realistic style. We've also seen a
woodcut-style illustration (made up of lots of cross-hatching)

,

and, as we requested, he drew a fantasy illustration in this
woodcut style. (I have a copy.) If he did work for us, he would
do it here at Infocom, which has its disadvantages (we'd have to
provide him with space and a machine) but also has its advantages
(we'd probably have more "control" over the final art since we'd
see the work-in-progress) . He has not worked on an Amiga before,
but he has worked with other color paint programs. He would be
willing to do both "original" art and "cleanup work"
(post-transfer bit-twiddling). He's asking $50/hour, and
estimates original art on the Amiga would take him 7 to 10 hours
per image.

Jim Shook : I met Jim at the BCS Amiga Users Group. When he
visited Infocom, he showed us a dozen or more images he's drawn
on the Amiga. He's skilled at creating textures: smooth and
rough rocks, cracked and peeling paint, wrinkled and aging paper,
etc. He also creates and uses type effectively: a "Dream
Kitchen" logo that was reminiscent of early-60s AmanaRange or
FrigidAire logos, and a "Merry Melodies" title screen that
reminded me of the "Loony Tunes" opening. He's clearly capable
on the Amiga, and knows how to dither, alias, shadow, and
otherwise use the Amiga features. When we mentioned that we were
porting images to other machines, he had a good idea: namely,
draw the "essential" information (the clue you need to see, say)
to the least-common-denominator machine, but on the Amiga
version, "max out" the inessential graphics (the background or
highlights or whatever) . The images Jim showed us were either
super-functional (a pie chart for a business application)

,

near-photographic (he frequently incorporates digitized images in
his art) , or surreal (again incorporating digitized images) . Jim
prefers to be paid on a per-job basis, but also likes the fee to
be based somewhat on the amount of time he puts into it. He
estimates he would do 20 images for between $2000 and $3000.

Glen Johnson : Glen digitizes art, and then frequently tweaks and
plays with the colors to achieve interesting results. He
believes that drawing original art on the Amiga will be
prohibitively expensive. Glen seems pretty new to the Amiga, but
like Donald Langosy, he's coming at it from an art background
rather than a computer background, so his work is very different
and interesting. He suggests buying the rights to use stock

1



photos or images and digitizing those. I don't know what his fee
is.

Donald Langosy : Donald is an artist who can do excellent
Japanese-style paintings on paper. We gave him a Mac to play
with, and he did well. He has spent a few hours at Infocom
trying to learn Deluxe Paint on the Amiga, but he needs some
instruction. (The manual isn't great.) Donald is the clear
choice for Shogun, but he can only work at home, which means that
we would have to loan him one of our Amigas. He's asking
$500/drawing; this is for original art on the Amiga only, so we'd
have an additional clean-up expense for the ports. (This
"additional expense" will be incurred for all projects, not just
Shogun, no matter who the original artists are.)

Mike Goldberg : Mike's "best friend" is president of the BCS Amiga
Users Group, which is how he heard that we were looking for
computer artists. Mike works at a video production studio, and
his portfolio includes several videotapes of computer-generated
TV animation: logos for local shows or stations, graphic-and-text
images for "coming attractions," etc. Mike was an art director
(I think) at Parker Brothers, and he showed us some finished
products he designed (the VCR Clue game) and some pencil sketches
of new or aborted projects. (I have a copy of some of these.)
Mike has worked with many paint programs, and he says he's worked
with Deluxe Paint. He does not have an Amiga, and would like us
to loan him one of ours. (He did not think it would be practical
for him to borrow his friend's computer.) Mike's style tends
toward the cartoony, though he showed us some nice things. He's
asking $3 5/hour, and estimates each image would take him 3 to 5
hours to draw.

RECOMMENDATIONS: To come.

2
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2/5/88

TO: Amy, Carl, Chris, Dave L. , Elizabeth, Gayle, Joel, Liz,
Stella, and Tim

FROM: Jon

INFOCOMICS

1. Amy will be the liaison in my absence.

2. The Lane plan: IBM disks were given to Peter this afternoon.
Peter will make some minor changes (some requested by Steve) and
send the IBM disks to Len (TSP's systems person) on Monday via
overnight mail. Len will make an Apple version of Lane and send
it to TSP. By Wednesday or Thursday, we should have an Apple
Lane. This should be tested for crashes. If there are no
crashes, this is the final disk. (Current plan: send the final
Apple and IBM disks to XEMAG or whoever on Tuesday, Feb. 16) . If
there are crashes, we must notify TSP immediately so Len can fix
the crashes immediately.

3. The Pit plan: We have scenes 1 through 40 (or so) here. Amy
is working on these. We should have the remaining scenes (fewer
than 20) by Monday or Tuesday. By Wednesday afternoon, Amy hopes
to give IBM disks to TSP, which they might look at quickly and
make minor changes. (Amy & Liz: The IBM version should be
thoroughly tested for crashes and typos, and any other bugs we
can fix, before it goes to TSP.) TSP will then send the IBM
disks to Len, who will make Apple disks. We probably won't get
the Apple version before I return, but if we do, test it for
crashes.

[Notes to Liz: (1) You can expect Apple Lane late in the week, to
be tested for crashes. Check with Amy late in the week to see
when to expect Apple Pit. (2) Please DO copy the Apple Pit disk
that I bookmarked, crashed, and munged, and see what happens, and
get the results to Peter, either directly or through Amy. (3)
Try pressing the S key on both the most recent Apple and most
recent IBM disks and see if the sound turns off for good. Get
the results to Peter and Gayle and Stella.]

[Note to Amy: Remember to put in the new, improved, and
Marketing-approved instructions. They can be copied directly
from Lane into Pit.]

[Notes to Gayle & Stella: (1) Please give a copy of the reference
card to Peter, who claims not to have a copy. (2) Peter thinks
the S key works — i.e., turns the sound off and on for good. I

don't think it does. Liz will tell you for sure. If it DOESN'T
work, and you have time to correct the reference card, then make
no mention of the S key. It MAY be fixed at a later date, but
not now. (3) Peter claims that a joystick can be used with

1



Infocomics, to fast forward (push the stick forward) , rewind
(push it back) , and jump (press the button) . Peter would REALLY
like to document this feature if that's possible. Personally, I
think we shouldn't document it if we can't test it, and CERTAINLY
we can't test it on the C-64 version since it doesn't exist yet.
Your move .

]

ARTISTS

1. I have called Brian Cody and Mike Goldberg and told them that
we have chosen other artists for the current projects. I told
them why others were chosen (for Brian it was price, for Mike it
was style) but told them I'd be in touch in the future.

2 . Joel claims that Activision claims that the standard rate for
computer artists is $25/hour, and a full-screen picture takes
anywhere from 13 to 20 hours.

3. Given #2 above, Joel is hesitant to give the go-ahead to
Donald Langosy, who's asking $500/image. (When I said that
Donald may agree to less than $500/image, Joel was still
hesitant.) Joel believes that we could spend a lot of money very
quickly, and we had better well be damn sure we know what we
want. I believe that Donald's asking price was regardless of the
size of the image. (This should be checked — PDL? Eliz?) If
that's true, then maybe we'd get more impact with 20 full-screen
images than a mix of full-screen, half-screen, and quarter-screen
images. (Of course, there will be space considerations.) If
we're going to have quarter-screen images, Joel believes we need
many more than 20 to be impressive.

4. Given #3 above, we should define exactly what we want as best
we can: how many quarter-screen images, how many half-screen
images, etc., and decide if they "need" to be all the same style
and/or level of detail. (Chris mentioned how some books have
both fancy illustrations and line-drawing-style illustrations.)
This should be done by PDL? feel free to solicit advice (from
Liz? Amy?). Once we've defined what we want, we can go back to
Donald to discuss price. (If we want less-detailed drawings, or
"many more" than 20 illustrations, this will affect the price
we're willing to pay.)

5. We still don't know whether images should be drawn in low-res,
medium-res, interlace, or high-res mode on the Amiga in Deluxe
Paint. Joel claims Tim should know. [Tim, do you know?] It's
probably one of the questions that Joel will have to ask Anita
when he calls her to get info about graphics compression
techniques.

6. We've decided that Jim Shook will be the artist for Zork
Zero. I called Steve to find out when would be convenient for
Jim and Steve to spend a couple of hours looking at the game and
discussing graphics ideas. Steve said anytime next week,

2



A

preferably in the afternoon. I've called Jim and left a message
on his answering machine.

7. Joel and Chris suggested that we may want any given artist to
draw a least-common-denominator image on the Amiga first, which
we would use for the ports, and then have the artist go back and
max out the image on the Amiga. In other words, instead of
spending lots of time cleaning up transferred images, spend more
time Amigafying AFTER the port.

[Notes to PDL:.(1) Here's my two cents: Despite the two styles of
art seen in some books, I'd like to see one style in Shogun. I'd
like it to be what we've been discussing all along — detailed,
authentic-looking, and colorful. (I was surprised at how
colorful the real McCoy-san is.) And I'd like a mix of sizes —
I think it adds variety. Certainly if Donald really charges the
same for large images as small images, I'd prefer large images.
However, I'm skeptical about graphics compression allowing us to
"run wild," and as I say, the variety in sizes is interesting.
I'd recommend a third-screen or half-screen image for each
chapter opener, and a full-screen image at the climax or
resolution of each chapter, plus a full-screen title/boot screen
and maybe a full-screen "congratulations-you-won" screen. (2)
Joel will call Anita and find out (I hope) about low res vs. med
res vs. hi res etc. Pass on any useful information to Donald.
(3) Reaction to #7 above? If you think it's a good idea, mention
it to Donald. Tell SEM what you think too.]

[Note to Tim: Read #5 above and talk to Joel. If you know
whether our artists should be drawing in hi res, or low res, or
whatever, please also tell PDL.

]

[Note to Joel: Call Anita and find out whether she knows whether
our artists should be using low res or hi res or whatever with
Deluxe Paint. If you get the answer, tell PDL.]

[Notes to SEM: (1) Call Jim Shook at 354-1779. Set up a time when
you and he can discuss Zork Zero and graphics ideas. (2)

Reaction to #7 above? If you think it's a good idea, mention it
to Jim. Tell PDL what you think too.]

[Notes to Eliz: (1) Please apologize to Donald for me. I'm
hoping that a lot of the issues will be resolved very soon. (2)

Can we have the Mac back if we don't have it already? (3) Please
tell Donald to feel free to call PDL to see if anything's new.]

3
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^><4an t^ cl _ 4o /YUt 1

4

.

'°° t_
!>

^v\a44

0>WlP(%S>5 fD^e.

ce^\’WtA
.

part
-Rof 4^+ (ikes

-4p Wvi¥\Qjr QA <244-1s-y- S\ A&> Sk>0id E &\J<Ly



"fb Sf\ o

2

/ \2-jVb

JL i (t v//yunajred /I

2, "V"

3. Co^v/?A5S

/l b^rcuw-

£7_
— * a 1

6. PtAalbo?:

7. Tbwe^n Dtati>«r'

^



tL

7^



-f* J tor\

Z0Rk Zedo
iU. ^ McQa-t>o"2:

$ KiK'T^tW 5





jr* 77i*\ Moot

am viV © /va^

Cnx

|^VlU_ Ov'V'r^a

(Ml ^cl ^

^hc>t- o4 S> -fall\S>Sl_

PqlQ 4c^~f "^r jeST^r hack
5

n>

0 rtU Co rro^rs ~^c ~^A0

1

'

jo 1 U, sTs/n-i)





R-GT&VS i t*\fs L ^

iNjsecT (So i-pVOr)^

U^A-CJ^ J 6Arci^( croc

Pvs.fl

(jT> 6 -S

6>a<

ft^V<cT>t>(T / Sltl^e

"HAt,F MA*0 / HALf~

S^%W OwL
Lo 6> C"CCR

CaAVTL-

Rei-Mfs t ib

TLP
• Aou s£T

To Ai>



Zork.„Zero contains the graphics and graphic e 1 emen ts to b e used i n t he g ame

Z or k 1 er o s

•f i 1 e bytes*

Games/ ^ Peg g I eboz / Etor der ( 1

)

1 1 , 742
/ Pegs (z) 1 , 958
/r est or e.bg (2 \

)

3 , 360

/lower __o f Boz bar /Border ( 1 ) 1 1 , 044
/ game p i ec es (7) 8 , 304

/Daub 1 e __Fanuc c i /

B

0r der Cl) 6 , 604
/Cards (20 + 20 + Zo +2o + 11 til + 11 + M +2) 20 , 932
•/ F

::

'ac ec: ar d s (^ + %\ % 4 1 9 , 088

^Sn ar f e rn /,E<0r cler ( \

)

17,070
/F 1 0wers.r i gh t (

cl) 23 , 836
/ F 1 ower s » 1 ef t (

c
l) 23 , 464

J g ame_ p i ec es 1

1

, 898

J Reb us /Reb us ( 1 )
0 (?) 0 r>
»**»» HH t| .IlM lt*M Jm«

/mouse (|)
c:;0

•..*
if u.*w

/si i me (\) 4 , 784
ysnake (\\ 5 , 764
/camel t

\

)

4 , 862
j goose CO 4 , 800
^ f i sh (\) 4 , 400

*Maps/ compasses 9 , 792
Border 6 , 398
De 1 1 a 1

6

, 050
Por

t

„ Fooz 1

e

i

5

, 792
Secret » Wi ng 1

4

, 588
Deser t 1

2

, 076
Gray „ M0un t a i n s 1

4

, 204
Lake » Area 1

5

, 634
Fublio. Valley J. 4 , 374
Mai

n

. FI oor 16,950
Lower . Level

s

15,1 80
Summer . Cast 1

e

1

3

, 968
Vi 1 1 age. Area 1

6

, 504
F j or cl 1

3

, 1 46



En c yc 1 op ed i a / '/border ("0 7 , 682
y Br ogmo i d i sm (Y)

j liegaboz ((")

12,690
1

1

, 754
/Jester 0) 11, 246
y F 1 at h ead i a ( \\ 1 1 , 490
/ Zi 1 beet ha (|)

'"1 ir.:; r\
/ S| Jw O

y FrobozzCo 0) 1 0 , 442
/ Di mwi t „ FI athead ( 10,5 1

4

/ Four is FI i es 1 2 , 068

E<orders/ Jc omp asses (\l) 9,612

/Cast 1 e / Bor der (0 13,286

/ 0utdoor / Bor d er (^ 13,416

yUn d er g r oun d / E*or d er (
|

)

1 1 , 960

Ti t 1 eScreen/ / T i 1 1 eBc r een C\^) 2 1 , 890

Letters/ J v 2 982
^ A2 „ out s i d e (\

)

2 , 734
/ A (\) 2 , 986

total 547,420

*the
set

"

byte counts for the maps are based
approach is taken, the size of the

on f u 1 1 b i t rnap s—- i f a “cost r uc t i on
maps will be much smaller

2or k 2 er oA c on t a i n s supp or- t g r ap h ics, gr i d s , sc r een samp 1 es an d th e 1 i ke

Zork ZeroAs
t i 1 e

Games / g ames_ g r i 64

0

k 200
Pegg 1 eboz /samp 1

e

Tower of Boz bar /gr i d640x 200
samp 1

e

0oub 1 e_Fa nuc c i / Car d Samp 1 es

Sn ar t e rn / sa rnp 1 e
grid640x200

Rebus / samp 1 e 1

samp 1 e2
samp 1 e « m i r r or



Photos/
!ieg ab oz . p h ot o
Fanu c: c i . Ph oto
Tower _ of _Bozbar , Ph o

t

Outdoor A. Photo

Br og mo i d i sm . sam
Megaboz « sam
Jester » sam
F 1 at head i a « sam
Z i 1 beetha » sam
Fr oboz z C c:> . sam
Di mwi t . FI athead „ sam
Four , FI i es. sam

0ut door / samp 1 e640x 20

0

Un d er g r oun d / samp I e640x 20

0

A2 „ out si de . samp 1 e
A „ samp I

e

Encycl opedi a/ grid640x200

Borders/

Cas1 1 e / sa rnp 1 e640x 20

0

Letters./ V » samp I

e
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Top L Cm

,

h ) 2>4%Z5G E c t R C u , h ) 145 F-R V-6

File
H

T o p L C uj , h) 44^2^ 8ctRCu,h) 46%250 150 F-RV-7

File U Top L C uj , h> •W.ZZ'l BetRf..h) W.2S0 15 1 F-R v-e

p iie
H

Top L ( uj , h> WU31 8a Mf..hi Mis.250 152 F-RV-9

/“V C l
M

p 1 is Top L C uj , h) 42.1/240 BotR(ujfh) 442/301 153 F-RV-INFINITY

F i l e'ftuwcci -Wecarcb Top L C uj » h ) %<L
}

5 BctRCu. h) '53/i4 154 F-GR A NOLA

H
File T o p L ( uj , h) 22,101 BctRCu. h) 15^)147 155 F-LOESTER

r- File °
Top L C u;

»

h) 31S,^> BctRCu ,h) 330)44 156 F-SNAIL

File
M

T op L ( uj * h) 237, 101 BctRCu.H) 303,147 157 F- JESTER

Pile M
T o p L C u; , h ) JSSjl^ B c t R C uj , h ) _2 30^,44 _ 158 F-HGLRGLflSS

r“s Pile H
TcpL C uj , h) %3 BctRCu , h ) 4SJ44 155 f-LIGHT

/K.

File T o p L C uj » h) 2-T/,3> BotRCu.h) 160 F-BEALTY

File
M

Top L C uj » hi 15% \0| BctRCu. hi 230/47 161 f-DEATH

- . , MMle. T a p L C uj , hi 4,10) BctRCu, hi *7^/41 162 F-GRLE

File m<iO -loorxkr Top L C uj , hi 02j51 EotRCu,hl SHOjJSCN 163 VAP-BDROER

File tt^vrv-^floor-wvftp Top L C uj » hi G\y 30

j

BctRCu , hi 164 hAIN-FLDCR-TITLE

(T> FileSecv^voCf
\^ To p L C uj * h 1 306, |C13 e c t r c u , h 1 562/2.2 I 165 secret-wing-title

File T o p L C uj , hi 435^4 BctRCu, hi 024J22 166 VILLAGE-TITLE

File lower-

W

r\v w\ap Top LC uj , hl_44)^10^_ BctRCu ,hl_552£2.0S 167 lcwer-level-title

Pile lower^evels-fMp Top L ( uj , hi 54225G BctRCu, hi 235,33% 168 LAKE-TITLE

pile lower- leveWwap Top t (UJ y hi 35%2S| BctRCu . hi 514,364 169 CESERT-TITLE

File fJ' T o p L C uj , h)_lA&/ZJ3- BctRCu , hl_53>3A274 170 FCRT-FQ07LE-TITLE

f i 1 e^oc>2le-W^re-v^p Top L C uj , hl..4%i^3- BctRCu ,hl„305L247 171 FENSHIRE-TITLE

File VAvSC WyO.p^ TcpL C uj , h 1 _34%J3Z_ BctRCu ,hl_ 532j2SS 172 fjorc-title

File M\S>C~ \fm p-S Top L ( u>

,

h 1 162,20

1

BctRCu, hi W7/363 173 GRAY-MTS-TITLE

File MiSC-vmpS Top L C uj , hi Hfn BctRCu, hi 2\%,t$G 174 CELTA-TITLE

>—

n

F i 1 e^Vc^aAWfiU'-^p T o p L C uj , hi 3G2
; 11 BctRCu, hi 410/14 175 FUBLIO-VALLEY-TITLE

F i 1 e^oVWar\4\ftfift~rvx>j) Top L C uj , h).^li?._ BotRCtt,hl.lSL42.. 176 ANTHARIA-TITLE

/****\

F i 1 e^^W-^e<\sWre-(naP T o p L ( uj » hl.?^1^3 B 0 1 R C u, h 1 _552^317. 177 PCRT-FQDZLE-hAP-ILL

r



File' Top L C uj * k > JL4.*M B c t R C it • HI 178 FEN SHIRE-MAP- ILL

Pile /ni’sc-maps Top L C tu * to.2§UI§._ B c t R C uj ,h) 51MGS 179 c JCRC-MAP- ILL

File ^i6C- maps Top L ( uj f h ) 345, 27S_ B c t R ( u. .h) .5117-85 160 C-PAY-MTS-M AP-ILL

File T op L C uj » toJJLilJL e c t r c iv . h ) 203, 132 181 CELTA-MAP-ILL

c i i e^^Wav\M\ftri Top L C uj * hi 32
, 24 1 BotRCu ,h) IS0^37O 182 A NTH ARIA-MAP-ILL

File Top L C uj * h )-§!)+2i§_ BotRCu; ,h> StljWV 183 HCRIZONTAL-LEGENC

File i loor^mrvxP Top L C uit hjJKiil. 5 o t R C uj .hi 558 .ICO 184 VERTICAL-LEGEND

c i le Top L C uj 9 h>J8ki§Z. Ec t R C a , h ) LC% i
)&G 185 N-S-CON

Pile
* u

Top L C uj » B o t R C it .HlJlUl 186 E-W-CON

Pile
m

TopLCuj* h).ias7. B o t R C u , h )J3k^k. 187 NE-SW-CQN

Pile
M

TopL C uj* h).22S,JS7. BotRCu. .h>JSU€6_ 183 NW-SE-CCN

Pile
w

T o p L C uj * h ) J20J57_ B c t R C a * h ) 350, 189 COWN-NORTH-SYMBCL

c i 1 e
ii Top L ( uj * h).?75*Ls.l Be tRCui . h 1 30^ , 190 CCWN-SCUTH-SYMBCL

Pile H Top L C uj » h

)

BotRCu , h ) 31^v ISG 191 DC WN- EAST- SYMBOL

File
u

T op L C uj * BotRCu .hl-WTil 192 CCWN- WEST-SYMBOL

File M T op L C uj * h )_^XJ3k BctRCu . h ) 193 CCWN-NE-S YMBCL

File M Top L C uj , 5 c t R C U' .hl-HL2-0! 194 DCWN-NW-S YMBDL

File
VI

T op L C uj * h).22£JU. B c t R ( u .hi 231,208 195 CCWN-SW-SYMBGL

Pile h
Top L ( uj » Be t R C u .hi mm 196 CCWN-SE-S YMBCL

Pile H
T o p L C a1

* 5 c t R ( ui , h) 197 T EL EF CRT- ARROW

File M T op L C uj * h)J?cj731 5 o t R ( uj * h )
^0

)
26^ 198 RV-TEL6PCRT-ARR0W

File VI Top L C uj * hi 223,275 E o t R C a .hi 278,280 199 A RCH-.N-CCN

c i le
II Top L C uj * 5o tRCuj .hi Z37,2S3 2 C 0 ARCH-S-CCN

File
l(

Top L C n » h) jRbitt B o t R C a- .hi IIH.207 2C1 RUBBL E-NW-CON

File
K

T o p L C uj » h>JJ&J3L 5 o t R C a' ,h) 185,233 202 RUBBLE-SE-CDN

File
i(

To p L C uj * h iJMT^. BotRCuj .hi 434,166 2 C 3 ICONLESS-ROOM-BDX

File
ii

T op L C uj * h

)

EotRCu ,hi 44Z_,I6£ 2 C 4 YCU-ARE-hERE-SYMBCL

File JLXiiilAtl Iz£\$P TopL ( uj * h>_2»:Li3o_ B c t R C a ,h) 287, lU 205 C-CNDCLA-ICON

File M
T op L C uj * hi <11.130 BotRCu; .hi 12-1,160 206 P EG-RCOM- I CON

File
U

Top L ( uj * BotRCu; ,h) 2njl 207 WEST-WIN G-ICCN



File U
T op L C u h) J3S2H^_ B c t R C uj .h>-L<e§J7_

tL 208 GYM-ICON

File W Top L C uj h)JUA’L. B c t R C u .M.iiytjL 209 TCRCH-ROCM-ICQN

File \t
T op L C uj h) ro,«w BctRCu.wjoy 4_ 210 R 0 0 F- I C ON

File u Top L C u h) BctRCu 211 PA RLCR-ICCN

File u Top L ( u< h) 176 BotRCui ,h).306jH5_ 212 FCRMAL-GARDEN-ICGN

File u Top L C uj h) B c t R C u 213 BALCONY-ICON

c ile m Top L C uj h) 261,176 BctRCu .h).24L2_0_6 214 GALLERY-ICON

File H Top L C ik h) 2 o 3., 1 7 *7 B c t R C u , h ).23^204. 215 TFRDNE-RCOM-ICON

File u TopL C uj h) 134,130 SotRCu , h ) \G4,160 216 BANQLET-FALL-ICON

File U
Top L C uj h) 2W B o t R C u 217 KITCHEN-ICON

File u TopL C u; h) 33, 1 11 BctRCu , h ). 63 712_ 218 wine-cellar-icon

File M Top LC uj h) e o t R C u , h) 6L H

S

219 LIBRARY-ICON

File W Top L C uj h) 2S4 , %% BctRCu, , h)_^§3jD5_ 220 EAST-WING-ICON

File
i\

Top L C uj h) _S^2L_ BctRCu 221 CFAPEL-ICCN

File
IV

TopLC u h) BctRCu .hi 111214 222 J-GUA RTER- ICON

File
M

Top L

C

ui h) 137 ,
1S4 BctRCu .hi 167,214 223 FYRAMID-RCOM-ICDN

c ile SecreV-wmq - t'vx&.p Toe L C uj h) 467,116 BctRCu .hi.WJTi 224 CIMWITS-RCCM-ICON

File
U

Top L C uj to 417, 53 BctRCu ,h>.HMLli. 225 MAGIC-CLCSET-ICON

File
W

TopL ( uj h) 5*7,55 B o t R C ui .hi 547,55 226 PARAPET-ICON

File
t\

T c p L ( u h) 516,102 BctRCu *h).546jl3Z 227 BASTION-ICON

File
1\

Top L C uj h) 759,% BotRCuj ,h) Hiq,l2g 228 SECRET-PASSAGE-ICON

File «
Top L C uj h) j55 BctRCu , h ) .‘iiZrLSS. 229 TEE-ICON

File M
TopLC uj h) 2£>\ ,152. BctRCu .hi 3AUS2 230 TCP-CF-STAIR-ICCN

File. M T o p L C uf h)._3 <cSLicy_ BctRCu .hi.345A l_3_4 231 ECT-CF-STAIR-ICON

c ile Top L C uj h)._36S,_53_ BctRCu » h ?3l 232 CRACLE-ICCN

File W Top L ( uj h ) 416,100 BctRCu t h >.446,130 233 OLNGEON-ICCN

File. V Top L C uj h) 413,14?, BctRCu .h).443J7& 234 CELL-ICON

File \^tasjL-Area- Top L C uj h).JUjZ%5_ BotRCu .hi 24I.31S 235 PERIMETER-WALL-ICON

File
\\

Top L ( uj h) 260,234 BctRCu .hi 240,264 236 GARRISON-ICON

File
\l

Top L C uj h).A°hZU BctRCu • hi.237,27] 237 cltsr-bailey-icqn



*

File K T op L C w , FctRCu ,h).342^27/ 233 CRAW8RIDGE-ICCN

File VI
T o p L C uj , B o t R c U! , h ) _34SX37 [ 239 BARBICAN-ICON

File U T o p L ( u?

»

h)_3QjSZ. Be t R C U , h) 2 A 0 UFPER-eAPe ican-iccn

File U Top L C u , hi 26H.3H0 BctRCu ,h)_^H4L570 241 CAUSEWAY-ICON

File l( Top L C uj , h ).2fS'L2?5. BctRCu, b)_24jx3l£. 242 INNER-BAIL EY-ICON

File u Top L C uj , sctR(u i h) B4/3>i3 243 LRS-GFFIC5-IC0N

File H Top L C uj , hi qft.329 BctRCu,h) 7S/3S°i 244 SHAOY-PARK-ICQN

File i( Top L C u , h 1JS4j3»_ BctRCu »h) 1$4j3fc3 245 CHURCH- ICON

(T\ File M Top L ( uj , M_iqL233_ BctRCu»h) 13 \j 2.64 246 C CURT ROD*'- ICON

File >(
T op L C uj , h)_S2j BotRCu,h)_ 247 FCST-OFFICB-ICGN

File
M

Top L C uj , hjJs^LL Be tRC u * h) 1^4)211 248 FRDBCZZCC-HQ-ICGN

File M Top L C u;

»

hi 2cf\,'33H Be t R C ti 249 v AGIC-SHCP-ICON

File U Top L C UJ , h) |S£,2J>2> BotRCu,h) 250 BACK-ALLEY-ICON

- i 1 e.
M T o p L C uj , h ) BctRCu«hi \36/3»Z 251 GFFICES-ICCN

File M Top L ( uj 9 hi >04,330 BotRCu.h) V34,SGO 252 PENTHOUSE-ICGN

File. T op L C uj » BctRCuj *h) J544 JHS 253 RCGTS-ICCN

File M Top L C uj * hi.5|^6Z._ BctRCu; »H) 254 EAR-ICON

File. U Top L C uj , hi SSV4 BotRCu 255 HQUTH-CF-C AVE-ICCN

File l( TopLCu, h )
_SS5jG3_ BctRCu 256 LEDGE-IN-PIT-ICON

File \\ TopLCu', hi 510,24 BctRCu, h) 340 jS^ 257 F ASSAGE-STOR-ICON

/»*v File M TopLCu*, hi_H§6iSg. BctRCu ,b).93Sjlk 258 VAULT-ICCN

c i le
«r

TopLCu, hlj®tl!fe. BctRCu ,h) .43?i!il£ 259 G-U-H IGHWA Y-ICON

File.
«(

Top L C uj y BctRCu » b ) _ifkkk- 260 EXIT-ICON

<*— c i 1 e
M

TopLCu, hi H24JSO BctRCu, 261 KENNELS-ICCN

File M TopL C uj * hi 421,21 BctRCu, h )_4S2.jSj^ 262 FCY AL-ZOC-ICCN

File M TopLCu, hi 46&.ZS SotRCu ,b)_H3kj§3. 263 LABORATORY-ICON

c ile M TopLCu, hi OMfc BctRCu , b)__4U43_ 264 HOLD-ICON

File
M

TopLCu, hi 12-M^II EctRCu , h ) _ J 4j _ 265 LNDERWATER-ICDN
f

File h TopLCu, Hi.njjiL BctRCu ,h).20jx l_4_|_ 266 LAKE- BOTTOM- ICON

r~". File
M

T o p L ( IV , h) G 6S SctRCuifh) 9
3^

267 EAST-SHORE- ICON

r-



>

r
p i le H T cp L C uj » h > _ J lS_yJe BctRCa » h 1 268 WEST- SHORE-ICON

File t<
T op L C uj > h).L^qAG3. BctRCa .h).2l_0jfLi_ 26 S NGRTH-SHCRE-ICON

rile M Top L C uj » hl_J?x£Cl_ BctRCa 270 SCUTH-SHCPE-ICON

/'v
File

U
T op L C uj * hl_4?3,i9jL BctRCa .hi 253.131 271 LAKE-FLATHEAC-ICCN

File
u

Top L C uj » h ) $>%&> _ 5 c t R C uj .hi uss> 272 RING-OF-CUNES-ICON

p i 1 e
u

Top L ( ui * hi l7i 2^- BctRCa .hi 17,52 273 G-U-SAVANN AH-ICGN

File H Top L C uj y hlj7^2§L_ BotRCui .hi ZOH.SS 274 BATS- LAIR- ICON

File
iv

Top L C ui * B C t R C Uj .hi 256,55 275 E ASE-OF-VT-ICON

File
M

Top L ( uj » h ) J?Sj3lL _ B o t R C a .h 1.25^11. 276 G-U-VCUN7A IN-ICON

rile M
T o p L C uj » h ) _Ll£v _ BctRCa .h)J4^5S_ 277 STABLE-ICCN

File H Top L C uj t h>-i%.JiL- BctRCa .hi.IVIL 278 SHRINE-ICON

File M
T o p L C uj > h ) _320,_2^>_ BctRCa t h i _3S0 y

_^l>_ 275 CACTUS-PATCH-ICON

File fi
T o p L C ui 9 h)-i^L0fe_ BotRCa * h i _3§1J3G_ 280 T ALL- DUNE S-ICON

File
(f

T o p L C u:

»

hlJ^O^&Z. BctRCa • hl.^OjftL- 281 G-U-C AS IS - ICON

File Top L C uj » hljjji^l?. BotRCa .hi 5*1.100 28 2 WHARF-ICCN

c 1 le f( T o p L C ui i hi 4%,H3 BctRCa .hl_52£*LH! 283 FISH-VILLAGE-ICQN

File f<

Top L C uj » hi 442, iS 1

! BctRCa .hi.yi2j?l 284 EEACH-ICCN

File m Top L C uj f hi W JGO BctRCa . h >
_S3qjqo_ 285 WARNING-RCOM-ICON

File w T o p L ( uj » hi 4^7,27 BctRCa .h)_5\7j57__ 286 FISHY-ODCR-ICON

File
(i

Top L ( uj « h).att*23. BctRCa ,h 1.571^, 287 3-DOORS-ICCN

r- File
a

Top L C uj , H).44_Z,]L5[ BctRCu. . h iyazM- 288 FCRK-ICON

File
n

Top L ( uj » hi 440,11 BctRCu. ,h> nc^ioi 289 WISHYFOO-ICQN

File H
T o p L C uj 9 hi 4H0x2S BctRCu; • hi H70.SS 250 PEST-STOF-ICCN

File ll Top L ( uj « hl_3S?^i?l BctRCu. , h i 251 CROSSROAD S-ICCN

File
* U

Top L ( uj * hl_2>9!UJ7- BctRCa .hij2!LL42 252 TCLL-PLAZA-ICON

File
t(

T op L C uj * h ) BctRCu. ,h ).425^103 253 FISSURES-ECGE-ICCN

r- File
M

Top L C uj y hl^lLAl- Bo t R C u; 254 C RB-RGOM- I CON

File
h

Top L C u< 9 BctRCu; * h 1
^>7,63 255 RUINED-HfiLL-ICQN

File
f

1

Top L C uj » hi BctRCu. .HI 10,107 256 SECRET-RCCM-ICON

(TV File
n

Top L C a » hi JPiu^rL. BctRCa ,hi 257 HCTHCUSE-ICON

r



r-

r

File. w T o p L C us

»

JOLTS- BctRCa ,h) V3>l,tOS 29 5 MARSH-ICON

File <^\5C-v/AO^pS TopLCa

»

h )Jl&pA _ 5c t R C a , h) _5Gfe2
l_03 259 CRAG-ICON

r>
File

iv
Top L C a » h) S3&S2. BctRCa t h )_5£G1S7_ 3C0 UPPER -LECGE-ICON

c 1 1 e
U

T op L C a

,

hi mtfj B o t R ( a,h)ML 301 LOWER-LECGE-ICON

c ile. \( Top L C ui

»

hi 4S&.27 0 c t R C a .h).sjL52. 3C2 IRON- MINE-ICON

r'- File W Top L C a * h ) Jj4Gj S o t R C a . h )LILA. 3G3 N ATUP AL-ARCH-ICQN

File u
T op L C a hi WS.1I BctRCa .h)ATLL°-L 304 ENCHANT EC-CAVE-ICCN

File K Top L ( a * h ) 1^7 B o t R C a , h> IS2/35o 30 5 mirrcr-lake-icdn

- p i 1 e
U

Top L C a » h )J>fL¥P_ B o t R C a .h >.B2t5P- 306 CH ALET-ICCN

File
\\

T o p L C a » h > 8c tRCa , h ) J 27Q _ 30 7 RIVERS-ENC-ICCN

c i 1 e_
It

T op L C uj * h> 33j3. Bo t R C a .hi ^ 224 308 CCE ANS-ECG E-ICON

<-> p i le
it

Top L ( uj f h) HG;W B o t R ( a .h).20fe^a. 3C5 CELTA-IClN

= i 1 e{jMvo_c^4W^a-vmp Top L C uj » hi 424, E c t R C a .h)_&22|_ 310 TOP-CF-WCRLD-ICQN

H File H
T o p L C uj t hi MIS ,107 6 o t R ( a .h).503z i37 311 AMGNGST-CLGUCS-ICON

File. W Top L C uj , h) 524,105 So t R Ca ,h).55^1As. 312 TIMBERLINE-ICQN

File u Top L ( uj 9 h) 477, lS| B c t R C a • hi 507,13) 313 AVALANCHE- ICCN

File. w TopL C a* hi 52S.1S2 3 c t R ( a , h).S5?jM 314 ZCRBEL-PASS-ICQN

p i 1 e
u TopL C uj h , 632., HI BctRCa . h 1 .563^227 315 BAS6-0F-MTS-IC0N

File u Top L C uj > hi 8 o t R ( a , h i .50^223 316 FCGT-GF-STATUE-ICCN

p ile It
T o p L C a » hi 42-1, los B c t R C a h)L5LL3S 317 OUTSIDE- HLT-ICON

r- File. u Top L C uj , h

)

Be t R C a .hi 454,1% 318 ATTIC-ICCN

File u Top L ( uj 9 h > Sts, 133 BctRCa 319 C AIRN-ICCN

File It Top

L

( uj i h )LLL°A BctRCa 320 CUARRYS-EOGE-ICON

File
tv

TopL ( uj * hi 372,147 BctRCa .hiLozjij. 321 CUARR Y-ICCN

<*-
File H Top L C uj * h) BctRCa »h).Lyj57«- 322 STADIUM-ICON

File H T opLC ui

»

h).LHjC0_ BctRCa , h iJALL 323 COAST-ROAC-ICCN

r~- File
U

Top L C uj y H) ^OylOS BctRCa .h).lL°J35. 324 MINc-ENTRANCE-ICCN

File h Top L ( uj * HK.T1&- Bo tRCa 325 DEAD- END- ICON

File t( TopL C uj* j-, ) )50>;IGO BctRCa ,h> ifet^WO 326 CLIFF- BOTTOM-ICON

File.
if

T oc L C a » BctRCa 327 FRECIPICE-ICCN

r



•

File U
T o p L C ul* , h>__%LJSL B C t R C Ui .huiua. 328 A ERIE-ICCK

rile u
T o p L C u > h) H3jlGo B o t R ( u .h!_22&«P_ 32 S ICK Y-CAVE-ICON

n File Co<v^)cv.sse>S Top L ( u; t 5 o t R C ui .hi..lG A'31 330 YA P-N-HL

File
u

Top L C ui hi 103,^1 BctRCu • h). 47. 33 1 YAP-NE-HL

File VV
T o p L C u , B c t R ( ui ,h).230^ IM7 332 YAP-E-HL

File
Vi

Top L C w

*

hi.jbysM, BotRCu .hi.Jifex^ 333 Y AP-SE-HL

*-
File 11 Top L C iu « h ) J.2.3JSH_ 9 c t R C u .hl-MMZ. 3 3 A YAP-S-HL

c i 1 e
VI Top L C ui

»

hi r?o,is4 B o t R C ui .hi 230,212. 335 Y AP-SW-HL

File Vi
T o p L ( ui

«

hi 'bGjZlS B c t R ( u .hi *16,277 336 y AP-W-HL

r-
File u Top L C ui » hi 103.21*? BctRCu .hi 163,277 337 » AP-NW-HL

File
il

Top L ( ui t hi 250,37 BctRCu .hi 310,145 338 y A P-N-UNhL

r* rile
VI

Top L C ui > hi 3V7.S7 B c t R C a , h i .317J4S 335 Y AP-NE-UNHL

s-'

File
II

T o p L C uj » Bo t R C u .hi_WU_45; 3 A 0 Y A P-E-UNH L

c i le
II

Toe L ( u> t hi 2SOJS4. BctRCu » h ) _ 2.12, 3 A 1 YAP-SE-UM-L

File
(1

Top L C ui 9 h)_^3]§l BctRCu .hi 317,212 3 A 2 YAP-S-UNHL

r*
Pile Vf Top L ( UJ y hi_^J-S-t BctRCu .hi.Wj.212 3 A 3 y AP-SW-UNHL

File
II

Top L C ui * hi 2SO,2ZO BotRCu .hi 3io,Z78 3 A A y AP-W-UNhL

File.
li

Top L C ui > hi_517j220_ BotRCu . h i 377, 278 3 A 5 Y AP-NW-UKHL

File map-symbols Top L C u > h)_L031
zj_& BotRCu ,hi 153,333 3A6 LCEBY-OFFICE-CON

File
il

Top L ( UI y h)_*^0x21k BctRCu • hi.444x333 3 A 7 P ENTHQUSE-CDN

r* rile
II

Top L C ui

»

hi 187,331 BctRCu .hi 237,361 3 A 8 LOW-h ALL-C GN
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Infocom, Inc., 125 CambridgePark Drive. Cambridge, MA 02140

(617) 492-6000

inpocom
June 8, 1988

TO: Russell Lieblich

FROM: Jon Palace (via Christopher Erhardt)

RE: Music for Zork Zero

The game has a feeling of classicism and antiquity (it takes
place long ago, in a castle, where wizards and mythical beasts
are common) but it also has a feeling of wit and playfulness (a
rhyming court jester poses riddles, for instance). Ideally, we'd
like the music to be both classical and witty or playful.

The game starts with drama and grandeur (the Empire is
collapsing, a King has died, a mighty curse has befallen the
lands, and the end of dynasty approaches) . Thus we'd like to
open with a big, dramatic fanfare — nothing subtle or delicate,
but something grandiloquent. (The opening fanfare of Bach's
Preludium, or the opening of Grieg's Piano Concerto, or the
opening of Tchaikovsky's Piano Concerto #1, are almost cliches
now, but they are dramatic. These fanfares are on side B of the
Maxell tape.)

After the opening, the melody should be recognizably classical
and maybe even familiar. Again, nothing dainty or slow, but
something like the main theme in the First Movement of
Beethoven's Seventh. There's a moment, about 3 or 4 minutes into
the first movement, which is ideally dramatic, starting with a
fine crescendo and continuing into the main theme. (In fact,
we'd be happy to have your orchestration or re-creation of that
theme. This music can be found on the labelled side of the
Infocom/Cornerstone tape.)

The disk contains the title screen graphic of Zork Zero, which is
what the player will see when the music starts. The graphic can
be seen on an Amiga with Deluxe Paint.

Please feel free to call me or Steve Meretzky (the author of Zork
Zero) if you'd like to discuss these or other ideas. Thanks!

cc: Sherry Whitely, Christopher Erhardt, Steve Meretzky
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CREATIVE FOCUS FOR ZORK ZERO

DESCRIPTION:

Zork Zero, prequel to the Zork Trilogy, is an interactive
fiction story enhanced with on-screen hints and GRAPHICS
illuminated letters, visual puzzles, and illustrations.

During the story's prologue set in 789 GUE, you play a
servant in the court of Lord Dimwit Flathead the Excessive.
During a large banquet, an angered wizard named Megaboz
appears and casts a curse on the Twelve Flatheads (Dimwit
and his siblings) and on the Great Underground Empire.
Megaboz departs, leaving a large, ominously-bubbling
cauldron.

Dimwit's court magicians study the curse and succeed in
casting a counter-curse which delays the collapse of the
Empire for 94 years. However, they are unable to stop the
curse against the individual Flatheads, and the prologue
ends with Dimwit expiring, face down in his plate of food.

Following the title screen, we jump 94 years later to the
final days of the Empire. The current king, Wurb Flathead,
has offered a huge reward to anyone who can stop Megaboz 's
curse. The Empire's capital, Flatheadia, fills up with
every crackpot treasure-hunter in the kingdom, all hoping to
break the spell and get those piles of zorkmids.

You play one such treasure-hunting peasant, except you've
got an advantage. An ancestor of yours (the person you
played in the prologue) was present when the curse was cast
and learned a valuable bit of information: the curse can
only be stopped by finding an item belonging to each of the
Twelve Flatheads and throwing all 12 items into the mighty
cauldron which still churns in Dimwit's banquet hall.

As the main body of the game opens, you wake up in the
castle on what is believed to be the last day before the
curse falls. Everyone with half a brain has fled the
Eastlands. The only people around are you, the court jester,
and a few Inquisition-like religious fanatics.

You now must explore the castle and environs, searching for
artifacts from each of the Twelve Flatheads: the quill pen
of Ralph Waldo Flathead, the wooden baseball bat of Babe
Flathead, and so forth. There are the usual Zorkian
obstacles and puzzles: locked doors, strange creatures,
magic, logic, and whimsy. Some of the puzzles include
piloting the royal dirigible to the summer castle, using a
long-hidden oracle to teleport to distant corners of the
Empire, and obtaining water for a pair of witches from the
Great Underground Oasis.



The main "other character" in the story is the jester, who
will alternately help and hinder you in your quest. He will
supply you with many useful items and bits of information,
but usually only after you solve a riddle or win a game of
some kind. He hinders you by playing little tricks, which
can range from a slightly annoying to life-threatening.

There are currently around 200 rooms, and more puzzles than
in any previous game. It wouldn't be too much of an
exaggeration to think of Zork Zero as roughly equivalent to
the entire Zork Trilogy in terms of numbers of locations and
puzzles.

Once you have succeeded in finding all twelve items and
throwing them into the cauldron, the castle begins to
collapse around you. If you make it to the gate of the
castle in time, you witness the entire castle
shrinking. . .changing. . . until you find yourself "West of
House," the opening location of Zork I.

Megaboz, long thought to be dead, appears and commends you
for saving the Empire. He tells you that the white house
will stand as a reminder to the future rulers about the
excesses of the Flatheads, and appoints you to be Dungeon
Master, to watch over the kingdom after Megaboz passes onto
a new plane of existence, which he proceeds to do
immediately.

To summarize, Zork Zero is rich in the Zorkian tradition.
In fact, it offers answers to many of the questions that
weigh heavily on the minds of all Zork fans (ie. Where do
grues come from? How did the Great Underground Empire
collapse? What is the white house in the clearing?) . Zork
Zero also has the same type of puzzles and the "treasure-
hunt" format that made Zork I so popular. But Zork Zero
adds visual puzzles (like the Bozbar Tower, where you move
stone weights from one peg to another, following certain
guidelines) and riddles (which the jester doles out to you)

.

Most of these puzzles and riddles are whimsical and humorous
in a very Steve-Meretzky-ish sorta way. Steve's unique
humor is also carried over into the
descriptions/explanations of objects, locations, and
characters. The result is a highly entertaining story with
a character (the jester) who's every bit as enjoyable and
memorable as Floyd of Planetfall fame. And, as if all this
weren't enough, Zork Zero has got a mouse interface
(enabling the player to move via compass rose) , on-screen
hints, a new parser (to help novices) , and pretty pictures
that will knock your socks off!!



MARKETING STRATEGY

Current Situation — Infocom 's interactive fiction is
failing to draw new members to its audience. But judging by
the success of our competitors* "storytelling” products, the
potential is still there. The major roadblocks with our
past titles seem to be their difficulty and their lack of
snazzy graphics or other enhancements. In the three cases
where we made the stories easier to play by adding on-screen
hints, we seemed to fail to communicate to or convince
people that those particular products were different,
easier, and worth another look.

Our current audience has dwindled greatly too. But given
that Beyond Zork was relatively successful in comparison to
Plundered Hearts or Nord and Bert, we can make some educated
guesses as to why. First, subject matter that is more
traditionally Infocom (ie. Zork, fantasy, traditional
puzzles) is apparently preferred to more experimental
subject matter (ie. romance, word play) . On the other hand,
a new, less traditional format (ie. mouse interface, graphic
enhancements, on-screen mapping) seems to be more attractive
than the standard, all-text format.* Research from warranty
cards and TSL reader polls seems to back up these points.
Although the research indicates that many of our loyal
customers have bought into the graphics-should-be-stuck-
where-the-sun-don * t-shine theory, the majority of our
customers seem to accept graphics (if not welcome them) if:

1. They are good.
2. They work as part of the story.
3. The size and richness of the story isn't sacrificed

due to any memory constraints the graphics may impose.

Target Audience — Males and females of all ages who own
or have access to a computer with disk drive. Primarily
those who are not Infocom fans; either they have never tried
interactive fiction or they have lost interest in Infocom.
Secondarily, those who currently are Infocom fans. (The
packaging should be targeted primarily at non-Infocom fans
because that's the hardest sell. Infocom fans will probably
buy this product on its name alone, no matter what the
package looks like.)

*For what it's worth, I have a theory that curiosity is a
big factor in the purchasing decision. If someone goes into
a store planning to buy one game, s/he wants to check out
the latest innovations and enhancements and will buy the one
that promises the most along those lines. When they
consider Infocom, it isn't so much that they don't like it
as much as they know exactly what to expect. Other than
Beyond Zork, our products haven't offered anything new and
different enough to have piqued people's curiosity.



Fact — Zork Zero takes Infocom's best and adds graphics,
a new parser, and on-screen hints, thereby increasing its
appeal and accessibility to the market in general.

Claim — Zork Zero is the beginning of something old (the
Zork Trilogy) and something new (new format with graphics)

.

You've got to take a look at it.

Strategy — Promote as a new and improved Zork and make it
believable; back it up by clearly communicating the
differences - graphics, on-screen hints, humor, easy to
use.

Additional Supportive —
* It's a Zork. In fact, it's the premier Zork? it*s where
it all began; it's the history of the Great Underground
Empire.

* It's got graphics. The graphics work as part of the game
in the form of graphic puzzles. The size and richness of
the story are in no way lessened by the presence of the
graphics

.

* It's big. Even with graphics, it's our biggest game yet?
roughly equivalent to Zork I, II, and III combined.

* It's easy to use. The on-screen hints (and hopefully on-
screen mapping? ! ) help you through the rough spots without
spoiling the story. The new parser helps the novice
communicate with the computer. (I don't think we should
mention the parser by name. Its effect on general play is
subtle, and I think we should avoid lingo that isn't
familiar to the average computer owner.)

* It's got a mouse interface so you can move by pointing at
a compass rose.

* It's got humor. (Don't let the brevity of
these three points mis-

* It's got the jester. lead you. I think it's
these final four aspects

* It's got riddles. that make this product my
new favorite!)

* It's written by Steve Meretzky, author of so many
sensational, witty, entertaining works of interactive
fiction that I don't know where to begin.... So I won't.

Character/Tone — Fun, light-hearted, fresh, new-lease-on-
life feel. And of course, this product like all its
predecessors should be portrayed as being superior quality,
state of the art, highly entertaining.



PACKAGE EXECUTION

* Zork Zero is the final title, not just the working title.
And it's "Zork Zero" as opposed to "Zork 0."

* Package cover art, logo, AND SPINE (unfortunately our
products are. too often displayed spine out) should be
"impactful" and stand out on a crowded store shelf to grab
the consumer* s attention.

* The package as a whole (cover art, internal and external
copy) should reflect the marketing strategy and convey the
subject matter of the story.

* The package should clearly communicate that Infocom has
taken a new direction. Therefore, we need to break away
even further from our current line look (ie. pinstripes,
white back with 3 columns of copy and photo, etc.). The new
look should be far less restrictive than our past designs.
We will need flexibility when marketing future products that
have all sorts of new and different features. (If we do
another no-graphics interactive fiction game, as we* re
planning with "Restaurant," then I*d argue for putting it in
the pinstripe design.)

* The package will be of the same construction as our
current packages.

* A tag line is needed that conveys the marketing strategy.

* Space must be allowed for compatibility labels and
ISBN/UPC stickers.

* Screen shots are needed on the back.

* There will be no photo of the feelies on the package.

* Steve *s name should be on the cover.

* "On-screen hints'* (and "mapping," if we have it) should
be prominently displayed on cover.

* The Infocom logo should be on the cover, the back, and the
spine.

* When talking about the graphics, let's be sure to play it
up as a big, BIG positive and not make excuses to our fans
who are anti-graphics. But be sure to make it clear that
the graphics are integrated into the puzzles and the
richness and size of the story has not been sacrificed.



* We've learned that messing too much with the established
Zork logo is "messing with the Bible," to use Carl's
analogy. But let's mess with it enough to let everyone know
this product is different. I would like to look into a
photographic treatment for this package (and for future
packages, too) . Our strongest packages have photographic
covers. And how about some reference to the jester on the
cover? I think that would say it's different, it's
humorous, and bring some new interest/curiosity to an old
subj ect

.

* Internal package elements are needed. Currently some
proposed feelies are:

- Scrap of paper left by Megaboz when casting curse.
- Pack of Double Fannucci cards.
- Copy of "GUE News and Dungeon Report."
- A blueprint of Rockville Estates (anti-piracy)

.

- A copy of "The Lives of the Twelve Flatheads" with
illustrations of the Flatheads. (This piece has all
sort of necessary information. Anti-piracy.)

Of course, cost will not allow us to do all of these.
Creative, inexpensive solutions for providing the necessay
information is what we should be striving for. Also, the
kind of feelies that people and press talk about (ie.
Scratch 'n Sniff card, peril-sensitive sunglasses) are a big
plus.



mm- 'Zero fo<^>s gevr^.oiO ,'

MARKETING STRATEGY

:

Currant Situation — Infocom 's interactive fiction is
failing to draw new members to its audience. But judging by
the success of our competitors' "storytelling" products, the
potential is still there. The major roadblocks with our
past titles seem to be their difficulty and their lack of
snazzy graphics or other enhancements. In the three cases
where ve made the stories easier to play by adding on-screen
hints, we seemed to fail to communicate to or convince
people that those particular products were different,
easier, and worth another look.

Our current audience has dwindled greatly too. But given
that Beyond Zork was relatively successful in comparison to
Plundered Hearts or Nord and Bert, we can make some educated
guesses as to why. First, subject matter that is more
traditionally Infocom (ie. Zork, fantasy, traditional
puzzles) is apparently preferred to more experimental
subject matter (ie. romance, word play) • On the other hand,
a new, less traditional format (ie. mouse interface, graphic
enhancements, on-screen mapping) seems to be more attractive
than the standard, all-text format.* Research from warranty
cards and TSL reader polls seems to back up these points.
Although the research indicates that many of our loyal
customers have bought into the graphics-should-be-stuck-
where-the-sun-don't-shine theory, the majority of our
customers seem to accept graphics (if not welcome them) if:

1. They are good.
2. They work as part of the story.
3. The size and richness of the story isn't sacrificed

due to any memory constraints the graphics may impose.

Target Audience — Males and females of all ages who own
or have access to a computer with disk drive. Primarily
those who are familiar with Zork but they have lost interest
in Infocom. Secondarily, those who familiar with
interactive fiction, but have never tried Infocom
interactive fiction because of its difficulty and/or lack of
graphics. (The packaging should be targeted at these non-
Infocom fans because that's the hardest sell. Infocom fans
will probably buy this product on its name alone, no matter
what the package looks like.)

*For what it's worth, I have a theory that curiosity is a
big factor in the purchasing decision. If someone goes into
a store planning to buy one game, s/he wants to check out
the latest innovations and enhancements and will buy the one
that promises the most along those lines. When they
consider Infocom, it isn't so much that they don't like it
as much as they know exactly what to expect. Other than



comments or
Zork Zer o Creative Focus

SEM -- 2/9/88

I think we should make an effort to avoid the e r m " g r a p h i c s , " and instead
use the term M illustrations." I think it has less negative connotations*
especially among our fens u. h c ' v e been raised on our anti-graphics
propaganda* and it sounds classier.

It's "Tower of Bozbar," not "Eozbar T o w e r .
"

Riddles aren't unicue to Zcrk Zero ; there have been riddles in numerous
games, including Zork II.

I definitely wouldn't cut the jester in the sa^e class with Floyd as a

character, he isn't present nearly as much of the time* he doesn't have
as much of a developed personality, and he isn't particularly endearing.
(At the risk of ruininc the ending for you* I should point cut that at
the end of the game you discover that the jester is Mecaboz in disguise.
Don't mention this to any testers, please.)

I'd put the mouse/compass rose feature in the category of' highly probable
rather than definite.

Rather than saying that Zork Zero is about "the history of the Great
Unde^grounc Empire,” I'd say that it's about "the history of the fall
ot the Great Underground Empire."

I don't think it's bao to mention the new parser by name? I thinks enough
people have heard *he term over the years? you'll attract more people than
you'll turn off. I wouldn't make a big deal about it* though, since that
would raise expectations.

Although the title is set, the issue of a subtitle is still up in the
air. I lean toward having a subtitle, in order to have more continuity
with Zonks I - II T . A coed subtitle, one that sounds exciting and says
"fantasy", would make a tag line unnecesary.

No photo of ^eelies! Hew do you know what's inside?

I'm a little worried that we might make toe big a deal of the illustration
There probably won't be that many of them? 90 % of the time the screen will
look exactly like one cf our "old fashioned" all-text games.

Changing the logo (and package lock) to tell people "this product is
different" might be a mistake. Even with t K e illustrations, Zork Zero
is much clcser to the Zork Trilogy that Beyond Zork, and it should
look it. Because of Beyond Zork (R p G elements, new screen appearance,
more a sequel to Spellbreaker than anything else) Tsry will expect
less a Zork ZercAZork Trilogy relation. Zork Zero is a close
relative of the trilogy in style, in geography, arc in story
chronology. Ergo, if the Zcrk Zero logc/cover locks less like the Zcrk
Trilogy than even Beyond Zork, it will send the wrong message!!!

I think you should point out somewhere that Zork Zero can be played
without any knowledge from/experience with the other Zcrks. In fact,
with the illustrations, on-line hints, friendlier parser, and easy
early puzzles, i + should be T HE en^ry game for novices! CA role once



and pouj played perhapsplayed by Zork
by nothing.)

by Wishbringer, or Derhaps
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ZORK ZERO — front cover tag lines — 3/3/88

A whole new way of looking at interactive fiction.

New from the ground up.

You've never seen anything like it.

Going underground was never like this.

A new look, a new challenge, a new style.



Zork Zero back package copy — first draft — 3/4/88

NOW SEE WHERE IT ALL BEGAN!

The Great Underground Empire is in its heyday. Upscale condos
crowd the massive caverns. Vast underground highways speed
travelers from Aragain to the Fublio Valley. And no adventurer
has yet set foot in the open field west of the white house.

But all this is about to crumble. A wizard's curse has already
disposed of the royal Flathead family. Now it threatens to
destroy the entire kingdom — unless you can stop it.

You'll need to collect a variety of objects ranging from the
absurd to the sublime, and learn how to use them. The QuIzzkAL

jester will test you with games, riddles, and tricks. And the
immense Flathead palace and its environs offer a multitude of
surprises.

Zork Zero combines the best of the legendary Zorkian universe
with the latest technology in interactive storytelling.
Communicating with the story is easier than ever, with a new
parser, mouse interface, and on-screen hints at your disposal.
Author Steve Meretzky, whose award-winning stories include
Sorcerer , The Hitchhiker ' s Guide to the Galaxy , and Leather
Goddesses of Phobos , lends his characteristic whimsy to the
tale.

photo caption: Breath-taking graphics complement and enhance the
story.

photo caption: You'll find clues to the puzzles in many of Zork
Zero's vivid illustrations.

1
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"Now See where It All Began" "iskes it sound like we're encouraging the person
to take another lor' at an old but historically interesting product. In other
words* crutty a r, c boring except to afficicnadcs. Sort of like the phrase that
might go a 1 o r g with a re-release o v the 1901 " Great Tr 'in Robbery" or a

reprinting of " Ten Jones." dew about "To Back to Safer* the Beginning"? It

sounds intriguing* arc it a s a good illiteration.

The G.li.E. certainly isn't in it's heyday? it's at the end of a hundred-year
decline on the brink of collapse.

Your descriptions of the highways make then sound mechanical — like the
moving walkways in large airport terminals.

Tne opening paragraph is relatively dull? all the exciting stuff is in the

second paragraph (wizard's curse* end of the kingdom? and the third
paragraph (the Jester). I think the excitement should be right up there
in the first sentence.

I don't like the description o 4 the r l?thaad items ("absurh to sublime")*
it scunas toe m u c h like cur description of ycur L G 0 ° miccion. In fact,
I don't think we ought tc mention treT at all, since that's one of the
anti-piracy mission of the scrap of parchment.

Chance "new p a r s e r ** to "new friendlier parse 1"."

Is mentioning "mouse interface" a coed idea? Won't people who don't own
a mouse think, "Oh, I can't clay this game, oh well, I'll buy this other
game instead, sign."

If we add on- screen mapping, when is the latest date to get that infc
into this paragraph?

I assume you included Sorcerer since it's my only other fantasy, but it

jjst doesn't seem like i * has much name recognition these days. M a y b

e

I'm wrong, but I'd -just leave it out, or substitute Planetfall.

The photo captiors are a little overboard. There aren't really any

graphics that provide puzzle clues. And " breath- taking" is pretty
hype-ish. how about "Graphical touches enhance the richness of the
story" and "Integrating puzzles and graphics gives an exciting new
dimension to Zork Zero."
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A NEW L2GK, A NEW CHALLENGE? 3 NEW BEGINNING

The Great Underground E m r i r e is n<??rin : the end of its long and lavish career.

Upscale conao: c r o w d the massive caverns. Subterranean highiuays stretch from

Ar again to t u e r ublio Valley, Ana no adventurer has yet set foot in the ooer

field west of the white rouse.

But this is all on the verge of collapse. -A wizard's curse has already

disposed o f tie royal c
1 - t h e a d family. New it threatens to destroy the entire

kingdom -- unless you can stop it.

You'll seek out objects ranging from the absurd to the sublime? and learn how

to use them. The quixotic jester will test you with games? riddles? ana

tricks. Anc the immense Flathead oalace and its environs offer a multitude of

surprises.

r'

-2Zi< kill combines the best o * the legendary Zork 1 an universe with the latest

technology in inter ctiv® storytelling. I
+ has all + h e richness ana depth you

expect from Infocon interactive fiction, including such intriguing packaging

elements as a wizard's secret spell? a cryotic map? and a "Lives of the Twelve

F i a t h e a d s " calendar. Communicatin': with the story is easier than ever, with

all the features you've been asking for:

* a ne'w friendlier parser

* optional mouse interface

* * on-screen hints and m = o p i n

g

j-uthor s i^r-3 Xzky

^^ii^hikir^c iyice + o

characteristic whimsy

whose award-winning stories include ZIlQ^tf^ll, Jhe

ib£ llilZn ?nd L£iii2£E 2lt±221-22 it £ho^oi, lends his

to the tale.
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-HOTC CAPTIONSp
ENCYCLOPEDIA - - Vivid illustrations enhance the richness c f the story.

EGRjER - - Interactive fiction has reve'* looked so oood.
f*-

M A 5 -- Beautiful maps: one o f nsny friendly new features.

GAME - - G r a p h i c puzzles d d 3 « excitin' dimension to Z g r k Zero.



The Lives of the Twelve Flatheads
(package element for Zork Zero)

first draft
9/30/87

comments to S E ^

THE LIVES QF THE TWELVE FLATHEADS
by Boswell B a r w e 1

1

Tne c lathead dynasty had already ruled the land of Frobozz for a

when Mumberthrax Flathead, son of P h 1 c i d , ascended the throne of
Like almost all the -embers of the Flathead dynasty, Mumberthrax
of little accomplishment. In fact, he did only two things of any
during his fifteen-year reiar.

century
Quendor.
was a king

The first of these was his decree that made Double ^anucci the National Scort
of Quendor. Legends say that Double c a r u c c i was inverted by Zilbo III, the
exiled king who was the last member of the Eniharion dynasty which was
displaced by the Flatheads. Double Fanucci Championships had been an annual
event since 691 GUE, and Mumberthrax's Proclamation of 757 simply gave the
sport official royal approval.

Mumberthrax's second, and more signiticant place in history, was in the one
area where the Flatheads tended to excel: orocreatior. He sired twelve
amazing chilcren; twelve offspring who would transform the kingdom. As these
siblings grew in notoriety, they became known as The Twelve c latheads. These
are their stories.



f
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DIMWIT FLATHEAD
excessive ruler of the empire

(723 - 739)

Dimwit, as Mumberthrax's firstborn* greiu up as heir apparent to the throne
of Quendor. A notoriously spoiled brat* little Dimwit was fond of torturing
his nannies in the castle dungeon, and also enjoyed commandeering vehicles
from the Frotozz Magic Bulldozer Company and razing neighboring castles.

Dimwit spent most of his late youth and early adulthood vacationing (along
with four hundred thousand attendants) in the newly-di see vered eastlands
on the other side o f the Great Sea. Dimwit despised the outdoors^ and was
enthralled by the eastlands, which lay mostly in underground tunnels and
caverns •

When* to the unspoken horror of the populace* Dimwit became king in 770 GUE*
he immediately moved the capital o * Quendor to the eastlands* to a small
village callec Aragain, which he renamed Flatheadia. He also decreed that
Quendor be called " T h e Great Underground Empire" and that the Great Sea be
henceforth known as "The Flathead Ocean." (Nowadays* all these names are
used interchangeably.)

His outlandish coronaticr ceremony (which lasted one-and-a-half years and
consumed over ten ti m es the kingdom's annual G N P ) * quickly earned him the
nickname Lord Dimwit c lathead the Excessive.

Dimwit's grandiosity knew no bounds. On a whim* in 783, he ordered the
construction of p 1 c c d Control Dam *3* a massive underground project whose
uselessness was exceeded only by its cost. He ordered that volcanoes be
hollowed out f or his own amusement* and had enormous granola smelters
built near the Antharian Granola Mines, despite a kingdom wide aversion
to granola.

One of Dimwit's biggest tollies was his castle* which covered 8600 scuare
bloits* and which housed* at one time, over ninety percent of the empire's
population. Cne legend K ints that the castle was even larger, with a vast
hidden section that Dimwit would enter by mounting one of his thrones and
snapping his fingers.

Dimwit's last great project was the erection of a nine-bloit tall statue
of himself in the c u b 1 i o Valley* which necesitated the deforestation of
nearly half s million acres. At the time of his death, there were reports
tnat Dimwit was planning his most grandiose scheme ever: the construction
of a new continent in the center of the Flathead Ocean: a continent whose
contours would have been a vast reproduction of his own features.

Dimwit/s death, in 789, has always beer shrouded in mystery.

Dimwit hated the open sky because he mistrusted umbrellas and was deathly
afraid of rain, which would puddle embarrassingly on his level pate. This
gave rise to rumors that his head was not merely flat, but even slightly
concave.

CA portrait show/vDimwit sitting on a golden throne, completely dwarfed by
its immense size. He is holding a jeweled sceptre and wearing a gaudy
crown. The crown rests in + he center of his plateau-like head.]



J. PIERPOINT C LATHEAD
ruthless barker and financier

C 7 2 5 - 7 3 9 )

As a child* J. Pier point demonstrated both the flair for capitalism and
the ruthlessness which would make him the most successful banker in all
of Quendor . he opened a lemonade stand in the center of Flathead is and
used the royal militia to force citizens to buy lemonade. At spearpoint*
most people were willing to pay even J. p ierooint 's exorbitant price of
300 zorkmids per glass. (Ice was extra).

He used the militia to stamo out every other lemonade stand in the city*
and later to shut off ail other beverage sources as well. As the prices
at nis lemonade stand soared into quad^uoie digits* J. Pierooint quickly
realized the benefits of monopolies.

In 744* at the age of 19* J. Pierpoint became a clerk at the Bank of
Zork. Six weeks later, following a r a s u of unexplained disappearances
by his successive bosses* J. Pierpoint became the Chairman of the Board.

As Chairman* he usee his royal connections to eliminate all competing
barks* increasing the Bark of Zork's market share from 99.2% to 100%.
(He was later able to increase this number to 131% by requiring many
customers to deposit their money several times.)

He also supervised the installation of the latest magic-based security
techniaues to guard t h ® bark's famous vault and security deposit box
areas. For unkrowr reasons* J. Pierpoint exclusively hirel gnomes to
fill all his teller positions. (y

J • Pierpoint Flathead served as Chairman of the Board until his odd
disappearance in 789 G U E , when he entered one of the bank's vaults
and never re-emerged. Although gene* he is not forgotten? reproductions
of his portrait still hang in every branch of the Bark of Zork.

CA portrait shows the *l=t-tcpped barker, nattily dressed in a silk
pin-striced suit and tie. He sits behind a gleaming desk* empty except
tor a oen, a rubbe r stamp wnich reads -- in mirror image, of course —
"foreclose*'* and a VERY tall stack of crisp zorkmid bills. 3



JOHANN SEBASTIAN FLATHEAD
music si genius
(728 - 789)

In 732 G U E » the Frobozz Philharmonic Orchestra was formed. Because of the
woeful lack of orchestral music in existence, the C PC usually settled for
playing barooue versions of old folk tunes and popular dance numbers.

Seven years later, the FPO performed their first symphony. Though the
piece was not musically excellent, it was notable because of the age of
its author, a precocious 1 1 - y e a r— old name Johann Sebastian Flathead.

As he matured, Johann's symphonies did not increas efaj in Quality, but they
certainly increased in length. His Symphony *981, the so-called Infinite
Symphony, contained over s i xt y- thousand movements? over the course of its
only performance, several members of the orchestra retired and were
replaced by their children or grandchildren.

Dimwit recogrized a kindred spirit in his younger brother, and appoirted
him official court composer in 771. He spent his latter years composing
music for ever more grandiose instruments, such ss his Concerto for
Woodwinds anc Waterfalls.

Johann was killed in 789 when a mishap occurred during a rehearsal of
his ^inuet for Violin and Volcano.

CJohann is portrayed wearing a curly wig of white hair, which does absolutely
nothing to conceal the ^ a c t that his head lacks the slightest curvature. He
is standing a music stand overflowing with sheets of music. Next to the stand
is a quill Teen ir an inkwell. Johann is holding a handsome violin. In the
background ,1 understated, are three elephants and a volcano.!



JOHN D. FLATHEAD
cactain of industry

C73G - 789)

King DuncantHrax ^or^?d the p roboz’ Magic Construction Company in 667 GUE
to enlarge the underground caverns of the Eastlands. Affiliated companies)
such as the Frobczz Magic Dirt Disposal Company, and the = r obozz Magic
Underground Sewer Installation Company, soon followed. The next year,
"robozzCo International a a s formed as a parent company for the burgeoning
subs id i arie s .

£y 748, there were more than twelve thousand subsidiaries in FrobozzCo.
That same year, a young entrepeneur named John D. ^l-thead graduated from
the venerable Borphee Business School.

3y the age of twenty-two, Jo h n D. was owner and president of c lathead
Industries, a company with an annual income of thirty million zorkmids.
FI's business was inventing other companies, which it would then sell to
FrobozzCo. Eventually, the conglomerate decided to buy FI, turning it
into the Frobozz Magic Company Company. John D. became one of Frobozzco's
thirty-two thousand vice-presidents.

It didn't take John D. long to parlay his business acumen and royal
connections into the chairmanship of FrobozzCo. Years of heady growth
followed. When John D.'s older brother Dimwit became king, FrobozzCo
received every contract for Dimwit's incredible projects. Hundreds of
new subsidiaries were formed daily; in 781 a huge 400-story headquarters
opened in Flstheadia.

John D.'s long time goal was tor FrobozzCo to control ever single dollar
of commerce in the Great Underground Empire. The lone holdout, a small
rutabaga farm in Mithicus, finally sold out to FrobozzCo in 789. John D.
never heard the news, however. He disappeared, along with a huge entourage,
while touring the factories of the c robozz Magic Snowmaking Equipment
Company in the Gray Mountains.

LJohn C. is portrayed seated at the head of a long, gleaming table of the
sort that a corporate board might meet around. He is chewing or a cicar, and
clutching s stock certificate in his hand. Behind him are one or more charts
showing jagged profit lines moving dramatically upwards.!



THOMAS ALVA FLATHEAD
invertor extraordinaire

(730 - 799)

Many have mastered the magical arts? few applied the magic arts for the

creation of pratical devices as masterfully as the great inventor Thomas

Alva Flat head

.

Thomas Alva, the sixth sen in his family, was being constantly tormented
by his siblings. No sooner would he get 3 toy to play with, than some

older brother would snatch it away. Thomas Alva Quickly remedied the

situation by inventing powerful steel traps which, at first glance,
looked exactly like toy boats or stuffed dornbeasts.

As an adult, Thomas Alva produced a seemingly endless stream of inventions
from his laboratory, f r o b 1 o p a r k • His most famous inventions include
the magic room srirner and the magic compressor, but he is probably most

well-known as the in venter of the battery-powered brass lantern.

All of these inventions were marketed by FrobozzCo International, and

Thomas Alva received generous royalties, but he spurned wealth, living
in a small room behind his laboratory and sleeping on an unfinished
wooden board. Thomas Alva died in 789 CUE from a severe case of splinters

•

CIn his portrait, Thomas Alva is poring over a workbench, wearing a smock,

a pencil behind His e a m . C n the workbench are a mouse, a candle, a battery
powered brass lantern, a screwdriver, and a thick book opened to a table

of figures.!



LEONARDO c LATHEAO
artist and scientist

C 7 3 1 - 7 39)

Little notice was taken of Leonardo as a child* He was shy and quiet, and
quite overshadowed by his agressive older brothers. It wasn't until his
arrival at Gale path University that * i s genuis blossomed and the world began
to take not ice.

While at the University, Leonardo wrote several major treatises which
revolutionized .scientific thought. The most famous of these treatises
disproved the hoary myth that the world sits on the back of a giant
turtle, proving instead that the world actually ^ests on the head of
an enormous troll.

AT
After his University days were over, Leonardo turned f

r
^am science to art.

He became the most famous painter in the land, and no b/1 erren would come
from every province to implore Leonardo to paint th efr'e) portraits. His
most famous work, reproduced for this volume, were tVe twelve portraits
of himself and his siblirgs, painted over a seventeen year span beginning
in 7 £ 6 GUE.

r*

During his later years, Leonardo became quite senile, and his painting style
deteriorated. He took to flinging paint at his canvasses in much the same
way that a Eorphee baker would fling bits of dough into a hot oven tc make
Hrobclli Cakes. His studio became caked with layer ucon layer of splattered
paint. It was during this period that his famous incomplete work,
"Obstructed View of Fjord," was lost.

Leonardo made a. final, feeble attempt to recapture his former greatness
by moving into other media beside paint, but these efforts led to his
tragic end. In 739, while working on a large statue to rise above the
harbor of Antharia, he plunged into a vat of molten granola.

[Leonardo's self-portrait shows what is obviously a mirror. In th© mirror,
we see the back of an easle. A canvas, blank on the side facing the mirror,
rests on the essle. Leonardo, holding a ping-ocng-caddle- sized scatula in
his hand, is peering — with difficulty -- around the corner of the canvas. 3
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LUCREZIA PL a THE AD
criminal mastermind

C 7 3 5 - 759)
1

With none of the other "lathcads is it more difficult to seoarate history
from legend tnan with Lucrezia. T he only sister to eleven aggressive
Drothers* even here defenders would admit that Lucrezia was more than
si ight ly warped .

At the tender age of sixteen? Lucrezia married a very rich but very old
nobleman from Gurth? Marcus Bzart-Poodle. p a c 1 1 T en and a half-months later
he died in bed with his bride. Not confirmed: a zer t-Foodle's doctor had
warned Lucrezia that? due to her husband's weak heart? she should avoid
"exciting" him in any way.

Lucrezia's second husband? a wealthy land baron from v areilor named
Dddzce Giorb III? was found dead just five weeks after the wedding?
his tody mancled by hellhounds. Not confirmed: A week later? a librarian
reports that the widowed Lucrezia returned a multi-volume hellhound
training manual.

Just three months later? Lucrezia married a third time? this time to
the Governor of Antharia, Hirsx M umbleton. Fact: Three days later?
Antharia was without a governor , Hirax was discovered in his office?
smothered under a tor of raw granola. Not confirmed: Lucrezia was her
school's all-time champion granola shoveler.

Several of Lucrezia's uncles and cousins all died in mysterious ways?
always with some connection to Lucrezia. Her growing notoriety was an
em harassment to the royal family. After Lucrezia's next fifteen husbands
all died on their wedding nights? her elder brother Dimwit was finally
forced into action? throwing her into a cell in the dungeon where she
languished for the remaining fifteen years of her life. Curing this
period? some 1800 prison guards were mysteriously poisoned. Some legends
say th3t her own death? in 789? was self-induced.

0 T he accompanying picture of Lucrezia should show a beautiful but darkly
evil woman? her head as flat as any of her brothers. She is holding a fan
in one hand and a flask of vaporous liouid in the otner. The flask should
be marked with a skull and crossbones. A knife? a cobra? and a large soider
should be partially concealed on her person. Other murder implements should
be visible ir the back.round.I3



RALPH WALDC c LATHEAD
the poet of the empire

(73 7 - 73?)
>

An unspoken Flathead 4 a m 1 1 y motto mas "quantity over quality,” and no one

demonstrated that tenet tetter than Ralph Waldo* During his forty-olus
years of putting pen to parchment, he wrote nine hundred and twelve novels,
tour thousand short stories, and an incredible eighty-seven thousand sonnets.

Ralph waido spend eleven years at Antharia University, collecting a chestful
of degrees, including three coctoratest Doctor of Idyllic p oetry, Doctor of

Excellent Elegies, and Doctor of Octameter Odes. He was very proud of his

academic accomplishments, and would always sign his name "Ralph Waldo
Flathead, C.I.P., D.E.E., D.0.0."

Ralph Waldo wrote a whole bunch of nest stuff, to be described in more detail
eventually.

Later in life, he developed a tendency to get stuck in ruts. Witness his last
tour sonnets, discovered next to his death bed:

Sonnet *87,177 "Ode to a Tiny Moist Avocado Pit"
Sonnet #87,178 "Ode tc a Another Tiny Moist Avocado Pit"
Sonnet *37,179 "Ode tc Two Tiny Moist Avocado 0 i t s "

Sonnet *37,180 "Ode tc Two Still-Tiny-But-less-^oist Avocado D its"

Ralph Waldo died in 739 GUE. An autopsy revealed that the cause of death
was an overdose of avocadoes.

CRalph Waldo's portrait shows him sitting at a

from a manuscript spread before him. He is dip
A black crow is perched on his shoulder and a^globe
Quendor, not Earth -- sits on a pedestal next

iting desk, pages
11 pen in an inkwell,
icturing the lands of

/Uwi



JOHN PAUL FLATHEAD
seaman and explorer

C 7 3 3 - 7 99)

All the Flathead aunts ard uncles guessed early on that John Paul mould
find his destiny at sea. He loved boats; he ordered the royal cacenters
to produce a flotilla of fourteen hunched vessels for his bathtub. (His
bathtub had to be consequently enlarged; a large in land sea resulted.)

As an adventuring adult* John Paul's feats ranged f rom courageous (he
mas the first person to reverse the Great Sea in a cne-rran ship) to the
trivial (he set a neui record for most circumnavigations of Anth * on a

In 766 G U E » at the ace of 23* John Paul joined the royal navy; by 771* he

was the ranking admiral; by 773* every ship in the navy had been sunk or
lost at sea. John Paul retired shortly thereafter.

He spent his latter days touring the worlds oceans* collecting curios and
unusual oets from every corner o * the world. Among the most interesting;
a large blue toad named ’’Otto" mho mas known for his extraordinary appetite
and his curmudgeonly personality.

John Paul died during a vacticn in G ru b b c- by- 1 h e~ S e a * when his old nemesis*
the great white jellyfish, finally caught up with him.

CJohn Paul's portrait depicts him on the bridge of a wooden sailing ship,
one hand on a typical ship's steering wheel, the other holding a nautical
spyglass. He is wearing a button which reads "Hello, Sailor". A suckered
tentacle is undulated across the deck toward him.

3

raft towed by groupers)



c S A N K LLOYD FLATHEAD
royal architect

(741 - 789)

All the Flathead siblings* as cnildren* adored claying with blocks. (Many
even had teams of slaves whose exclusive job it was to move the larger
blocks.) However, only Frar< Lloyd would draw plans before buidling.

Frank Lloyd got his big break at the tender age of 17, when his father* King
Mumberthrax, commissioned him to design a new wing for Castle Egreth. The
resulting wing was bresthtakingly impressive. As Frank Lloyd himself wrote*
"the conjunction of space and time seems to interface in a pre-sub jected
instantiation of the underrepresented whole." Frank Lloyd became* overnight,
the hottest architect in the Kingdom. (The fact that the new wing of Egreth
collapsed two years later, killing ove*" four thousand royal guests* never
seemed to dim c rank Lloyd's reputation.)

His reputation established, Frank Lloyd designed virtually every important
Quendorian building du-ing nis three decades as Official Court Architect.
Although his buildings ranged from vacation chalets in the Gray Mountains
to the Great Meeting Hall of the Enchanters Guild in Borphee, Frank Llcyd
is best known for his most ambitious work: the four-hundred story FrobozzCo
Internatio n^jko Headquarters ir Fia+headia.

Despite exagerations such g 3 "on a clear day you can see the FrobozzCo Building
from anywhere in the world," it was the most ambitious building designed before
or since the era of Frank Lloyd p i a -thead. An office address in the FrobozzCo
Building was most presticous, and c r a n k Lloyd took a penthouse office, until
a slight case of acrophobia forced him to relocate tc the nineteenth s 4 o r y .

The carcinogenic chemicals that were used in the eighth century to create
blueprints finally caught up with f rsnk Lloyd, and he died in 739 GUE.

LThe portrait of Frank Lloyd shows him sitting at a drafting table. An ornate
T-square hancs from a Hock at the side of the table. c r a r. k Lloyd is holding a

pencil and template. The template, of translucent green clastic, has several
ordinary symbols - - a circle, a compass rose, a toilet bowl - - and several
completely bizarre symbols as well. Behind him are several models of castles.)are



BABE PLATWPflQ

athletic superstar
(748 - 789)

Otter called the flattest of the Flatheads, the youngest of the twelve
was bo^n with an aptitude for sport. He demonstrated his dexterity and
coordination early by throwing baby blocks at his older siblings with
impressive speed and accuracy.

As a youth, he was always captain of the Little League teams, thanks in
part to pressure applied by his uncle, Mayor ^iorello c lathead. Even as
a teenager, he was something o + a ladies man and a party animal, and his
older brother Dimwit would frequently have to bail the Babe out of jail
following one infraction or another. By all accounts, Babe and Dimwit,
despite their 25 year age difference, were the closest of all the ^lathead
si bl ings.

when he reached college age, Babe selected Mithicus Province University
from amongst many eager suitors. At m p u , Babe was a forty-three letter
man, leading his team to championships in every existing college sport
and several non-existent ones as well. (Many experts feel that Babe's teams
would have wen these championships even if every competing school had NOT
had their F C A A memberships revoked.)

t

Throughout the Babe's professional sports career, he excelled in every-
thing he tried: bocce, team tag kayaking, full-court furbish. There was
only one exception. Try as hard as he could, Babe could not master
Double Fannucci. Even the unexplained disappearances of three hundred
and thirty-nine leading Double fannucci players failed to get Babe into
the championships.

By 782 GUE, the Babe was such a phenomenal drawing card that Dimwit
constructed the kingdom's largest snorting arena, ^lathead Stadium, in
his honor. It was there that the youngest of the Twelve Flatheads met
his end, during the shark- wrestling semi-finals in 789 GUE.

LThe Babe is shown wearing a bizarre combination basketball shorts,
football shoulder cads, and a racing car helmet (flat- topped, of course).
He is carrying a baseball bat, a tennis racket, a soccer ball, and several
other pieces of completely fantastical sporting goods.!
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Suendor had already known the benevolent rule of the noble Flstheads for a

century, iwher M urrbe-rthrax P l?t t'&ac , so r of P h 1 o i d , ascended the throre.
Lixe most of the kings o * the ^lathead dynasty, Mymberthrax was a ruler
of little accomplishment. In f a c t

, he A ii only tu.o things o * significance
during his fifteen -year reign.

The first of these was his decree that mace Double C anrucci the la + icnal
Sport of Quendor. Legends say that Double Fannucci was invented by Zilbo
III, the last kirg of The Entharion dynasty. Double Fannucci Charrpiorshics
had been an annual event since 6 91 GUE, and dumber thrax's Proclamation of
757 simply gave the sport official ncyal approval.

dumber thrax's second (and "ore significant) place in history was in the
one area where the P 1 a t heads tended t c excel! procreation. He sired twelve
amazing cmlcren ; twelve offspring whc would transform the kingdom. As these
magnificent siblings grew in notoriety, as their v a s + achievements became
legendary, they became krown as The Twelve "laTheads. 'r

h e a e are their stories.

r
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DIMWIT FLA T HEAO
excessive ruler cf the empire

C 7 2 ? - 7 89)

Dimwit* s s Mumberthrsx 's firstborn* crew up as heir apparent to the throne
of luendor . A tad spcilec* little D i m m i e was fond of torturing his nannies
in the castle dungeon, arc also enjoyed commandeering vehicles from the
r r obozz Magic Bulldozer Company and razing neighboring castles.

Dimwit spent most of his late y o u t h and early adulthood vacationing (along
with four hundred thousand attendants) in the newly-discovered eastlands
across the Great Sea. Dimwit* who despised the outdoors#* was enthralled by
the underground tunnels and caverns cf the eastlands.

When King M u rr b e r t h r a x at last felt the touch of death's icy hand* in
770 GUE, Dim wit began his always-vi brant rei~n. He immediately moved the
capital of Qtendcr from Fcreth, in the westlends, to Aracain, in the
eastlands. Aragsin > up tc that time a small village, was transformed
and renamed Flathead is. Cimwit also decreed that Cuendo r be called
" The Great Underground Empire” and that the Great Sea be henceforth
known as "The “la the a a Ocean." (Nowadays* all these names are used
interchangeably.

)

His wondrous coronation ceremony (which lasted one- and- a -half years and
consumed over ten tires the kingdom's annual G N P ) » quickly earned him the
nickname Lord Dimwit Flathead the Excessive.

Dimwit's grandiosity knew no bounds. Dr a whim* in 783* he ordered the
construction of Flood Control D a ~ *3, r massive underground project whose
uselessness and extreme cost could not conceal its magnificence. He
ordered that volcanoes be hollowed out for his own amusement, and had
enormous granola smelters built near the Antharian Granola Mines,
courageously ignoring the kingdomwide aversion to granola.

Some bitter, unappreciative chroniclers have described Dimwit's castle
as his biggest folly. It covered 8600 square fclcits* and housed, at one
time, over ninety percent of the empire's copulation. One legend hints that
the castle was even larger! that Cimwit could ^ a k e a secret passage tc a

hidden wing appear, by mounting one of his thrones and snapping his fingers.

Dimwit's last great project was the erection of a huge statue of himself
in t h e Public Valley. Mire blcits tall, it necessitated the deforestation
of nearly fourteen hundred square bloits. During this period, it was
rumored that that Dimwit was planning the construction of a new continent
in the center of the Flathead Ocean; a continent whose contours would have
been a vast reproduction of his own features.

Sadly, Dimwit's passed away in 799 before he could realize this
incomparable goal. His death has always been shrouded in mystery.

Dimwit hatec open sky because re was deathly afraid of rain, which would
puddle embarrassingly on his level pate. THis gave rise to rumors that his
head was not merely flat, out in fact slightly concave.

DA portrait shows Dimwit sitting on a golcen throne, completely dwarfed by
its immense size, ne is holding a jeweled scectre and wearing a gaudy
crown. The crown rests in the center of his plateau-like head.D

r



J. PIER POINT = L AT HEAD
ruthless banker and financier

(72 5 - 789)

As a child, J. Pier point demonstrated both t^e 4 1 a i r for capitalism and
the ruthlessness which would make h i ^ the most successful banker in all
of Cuendor . He opened a lemonade stand in the center of p latheadia and
used the royal militia t c force citizens to Duy lemonade. At spearpoint
most people were willing to pay even J. Pierpoint's exorbitant price cf
300 zcrkmids per glass. (Ice was extra).

He used the militia tc quash the other lemonade stands ir the city, and
later to shut off all other beverage sources as well. As the prices at
his lemonade stand scared into quadruple digits, J. c iercoint auickly
realizea the benefit 0 of monopolies.

In 744, at the age of 19, J. Pierpoint became a clerk at the Bank of
Zork. Six weeks later, following a rash of disappearances by his
successive bosses, J. r ierpoint became the youngest Chairman o * the
Soarc in the bank's history, a testament to his financial acumen.

As Chairman, he used his royal connections to eliminate all competing
banks, increasing the lark o * Zork 's market share from 9 9.2% to 100%.
(he was later able to increase this number to 121% by encouraging
customers to deposit their money several times.)

He also supervised the installation of the latest macic-based security
techniaues to guard the bank's vault and deocsit box areas. c or unknown
reasons, J. p ierroint exclusively hired gnomes to fill all his teller
and security positions.

J. Pierpoint Flathead senved as Chairman of the ° o a r d until his odd
disappearance in 789 CUE, when he e n 4 e r e d one of the bank's vaults
and never re-emerged. Although gone, he is not forgotten? reproductions
of his portrait still h a r g ir, every branch of the Bark of Zork.

la portrait shows the flat-topped banker, nattily dressed in a silk
pin-striped suit and tie. T he tie is gray, with little green zorkmid
("zm") signs. u e sits behind a gleaming desk, empty except for a pen,
a rubber stamp which reads -- in m i r r o r image, of course -- "foreclose,
and a VERY tall stack of crisp zorkmid bills .

j



S T QNEW ALL FLA^HEAC
military hero
(726 789)

7. J. "Stonewall" : icthead received his celebrated nickname while serving
as a Squire in the Royal Army during the famous Battle o * The Stonewall
in 747 GUE.

The Stonewall was a strategically vital lccaie» commanding the two most
important caverns of the eas^lands. When reports came in that rebellious
natives had captured The Stonewall, 7. j. Flathead srd his garrison were
assigned the mission 0 * retaking it.

After 3 battle lastirg seven weeks* during which T.J.'s men suffered a

casualty rate of nearly 75 ^, the garrison storied The Stonewall. Once
in command o * it* they discovered that the reports had been erroneous:
Tne Stonewall was completely undefended, and the supposedly rebellious
natives were actually all vacationing in the Gray Mountains.
Nevertheless, T.J.'s tactics ana strategies during the battle were
brilliant* and he would henceforth be known as Stonewall c lathead.

Stonewall performed equally well in subsequent engagements* usually
astride his prized unicorn, Wilms. He rose quickly through the ranks,
and in 755 GUE he became General o * the Royal Army.

During his 34 years ir command* he squelched three provincial rebellions
and over twelve thousand tax riots, "crtunstely, his unlimited conscription
powers helped mitigate t u e 9 °°4 casualty rates his army suffered during
these difficult battles.

Stonewall died in 789 GUE wnen he was shot by one of his own men during
a battle, possibly accidentally.

CIn his portrait* Stonewall is depicted astride a muscular unicorn*
carrying a pointy lance. The unicorn 's saddle is marked "Wilma." He
is wearing a suit 0 * gray armor; although his head is hidden within
the armor's helmet, the Top of the helmet is flat as a board. On t^e
shoulders of his armor are epaulets like a Latin dictator? pinned to
the chest of the armor is a medal consis+ing of a metal "Z" dangling
from a r ibbor .

Z



T H C M A S ALVA FLATHEAD
inventor extraordinaire

C 7 3 0 - 789)

Many have mastered t u e magical arts; few applied the magic arts for the
creation of cractical device- as maste r fuily as the g r ° a t inventor Thomas
Alva FI athead

.

r'

Thomas Alva, the sixth sen k his family, was being constantly torme r ted
by his siblings. No sooner would he c e + a toy to olay with, than some

^ older brother would s n a 4 c h it away. Thomas Alva cuickly remedied the
situation by inventing powerful steel traps which, at first glance,
locked exactly 1 i k e toy boats cr stuffed dornbeasts.

As an adult, Thomas Alva produced a e seminqly endless stream of invertions
f roin his laboratory, p r o fc 1 o Park. >-< i s most famous inventions include

^ the magic rocm spinner and the magic compressor, but he is probably most
well-known as the in venter of the battery-powered brass lantern*

Thomas Alva also mace a rubber o * breakthroughs in the area of
personally-ingested magic. His most famous i^ven^ion in this area was
a yellowish-green potion which allowed humans to talk to plarts.

Ail of these inventions were marketed by FrobozzCo International, and
Thomas Alva received generous r oyaltie c

, but he spurred wealth, living
in a small room behind his laboratory and sleeping on an unfinished
wooden board. Thomas Alva died ir 739 GU C from a severe case of splirters.

f [In his portrait, Thomas
a pencil behind his ear.
powered brass lantern, a

of figures.]

Alva is poring over a workbench, wearing
Cn the workbench are a mouse, a candle,
screwdriver, and a thick bock opened to

a - s rr ock ,

a battery
a table

r*

r*

r*
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LEONARDO -LATHEAD
artist and scientist

C 7 ? 1 - 7 89)

Little notice mas taker of Leonardo as a child, was shy and quiet, and
quite overshadowed by his agressive older brothers . It wasn't until hi.c

arrival at Sale path University that h is genu is blossoneo and the world
began to take notice.

While at the University, Leonardo wrote several major treatises which
revolutionized scientific thought. The no s t fa-nous of 4, hese treatises
disproved the hoary myth that the world sits on the back c * a giant,
turtle* proving instead that the world actually rests on the head of
an enormous troll.

After his University days were over, Leonardo turned f^o^ science to art.
He became the most famous painter in the land, and noblemen would come
from every province to implore Leonardo to paint their portraits. His
most famous work, reproduced for this volume, were the twelve portraits
of himself ana his siblings, painted ever a seventeen year spar beginning
in 766 GU£.

Curing his later years, Leonardo became quite senile, and his painting style
deteriorated. u e took to flinging saint at his canvasses in much the same
way that a Borphee baker would fling bits of dough into a hot oven to make
; ro belli Cakes, his studio became caked with 1 a y e r upon layer of splattered
paint. It was during this period that his famous incomplete work,
"obstructed View of = jorc, M was lost.

Leonardo made a final, feeble attempt to recapture his former greatness
by moving into other media beside paint, but these everts led to his
tragic end. In 789, while working on a large statue to rise above the
harbor o * Antharia, h e plunged into a vat of molten granola.

[Leonardo's
we see the b

rests on the
his hand, is

self-portrait shows what is obviously a mirror. In the mirro^,
ack cf an easle. A canvas, blank on the side facing the mirror,
easle. Leonardo, holding a pin g-porg -raddle-sized spatula l

n

peering -- with difficulty -- around the corner of the canvas. D
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LUCREZIA C LATHEAD
criminal mastermind

C 7 3 5 - 7 99 )

Of all the Twelve Fiatheads, it is most difficult to separate history
from legend nhsn studying Lucrezia. T he only sister to eleven aggressive
br other s » detractors have cruelly +ried to claim that lucrezia had a
u/arped mind.

At the tencer age of sixteen? Lucrezia married a very rich but very clb
nobleman from 3 u r t h , ‘‘arcus P z3rt- c ood le . Ten and a halt-months later, he
died in bed with his b»~ice. Afterward, Bzart- Foodie's doctor could not
recall whether he hac warned Lucrezia to avoid over-exciting her husband's
oieaK heart.

Lucrezia 's second husband, a wealthy land baron from Mareilor named
D d d z c e G 1 c r b III, was t © u n d dead just e i v? weeks a f t e r the wedding,
his body mangled by hellhounds. It was quite understandable that Lucrezia
had her multi-volume hellhound training manual removed from the house at
once! the sight cf it must have brought back tragic memories.

r
r

Just five days later, Lucrezia ^-r^ied a t*ird time, tc the Governor cf
Antharia, hirax kumbletor. Two days later, Anthsria was without a governor.
Hirax was ciscover^d in his office, smothered under a tor o * raw grarola.
A sobbing widow immediately, and understandably, cancelled Delivery cf her
daily truckloads of granola, in c r d e ^ to avoid ary similar trsnedies.

After her next .fifteen husbands, all wealthy lords, died or their wedding
nights, elder brother C i m w i t was finally forced into action. He had H er
put into a cell in t h e dungeon. Presumably, she was so distraught by her
tragic string c * bad luck that she was becoming dangerously suicidal, and
had to D e locked up for Her owr safety. She languished in that ceil for the
remaining fifteen years cf her life. Curing t h is period, some 1800 prison
guards were mysteriously poisoned. Some legends say that her own death* in
789, was self-incuced.

CThe accompanying picture of Lucrezia shows a beautiful but darkly evil
w o m a r, , her head as flat as any o * h e r brothers. She is holdirc a delicate
paper fan. A flask of vacorous liquid (marked with a skull and crossbones),
a knife, a cobra, and a large spider should all be partially concealed on
her person. Other murder implements should be visible in the background.!

n-
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? ALPH WALD
the poet of

C 7 3 7 -

FLATHEAD
the empire
799)

r no oneAn unspoken c lathead family motto was "quantity over quality*" ana nc
demonstrated that tenet tetter than Ralph Walco. During his fc^ty-plus
years of putting pen to pa^c^ment, ne a' rote nine hundred and twelve novels*
* o u r thousand short stories* snp an incredible eighty-seven thousand sonnets
His essays have never been successfully counted.

Ralph Waldo spent eleven yeans at A nth aria University* collecting a chestful
of degrees* including three doctorates: doctor of Idyllic Poetry* Doctor of
Excellent Elegies* and Doctor of Octameter Odes. He a- as very proud of his
academic accomplishments* and would always sign his name "Ralph Waldc
Flathead* 0.1.“ - - ~ -----

•
n c c rU . Z. . _ . * L .

r

= resh out of college and flush with + he enthusiasm of youth, Ralph Waldo
wrote a series c* lengthy essays which he hoped would uplift the human
spirit. Sadly ana inexplicably* these essays lifted little other than the
profits of the
period include

Frobcz: M a g i c Writing Paper Comoary. The essays fnom this
"On the Eenefits of Keening Ears Clean" and "Why Doorknobs

are Necessary." Also d u r i r g
+ his period* he w r o t <= "On the Discoloration

of Roadside Slush," but the manuscript was lost bef one it could be
published, leaving Ralph * a 1 c o disconsolate for years.

During his middle years, Ralph Waldo scent nearly half a decade living in
the gran o Is mines of Anthari3. It was during this period that he wrote his
longest work* s sixty-thcusard verse epic about the varieties of moss that
one finds in grar. ola mines.

Later in life, he developed a Tendency to get stuck in ruts. Witness his last
four sonnets* discovered next to his death bed:

tc a Tiny Moist Avocado Pit"
a Another Tiny Moist Avocado Pit"
T wc Tiny Moist Avocado Pits"
Two Still-Tiny-cut-Less-Moist Avocado Pits"

Ralph Waldo died in 789 CUE. An autopsy revealed that the cause of death
was an overdose of svocacoes.

CRalpn Waldo's portrait shows him sitting at a wooder writing desk, pages
from a manuscript spread before him. He is dipping a quill pen in an inkwell.
A black crow is perched on his shoulder and a globe -- oicturing the lands of
Quenaor * net Earth - - sits or a pedestal next to him. Or perhaps it should be
a bregmeid holding up a flat m. a p ? ]

Sennet $ 87 , 1 7 7 " C d e t c

Sonnet *87 , 1 78 " G d e tc
Sennet *87,179 "Gd e T C

Sennet *87 * 180 "Ode to

r
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JOHN PAUL
sefmar and

C 7 3 3 -

FLA T H5AC
explore?"
7 99)

All the ^lathogci aunts a r d uncles guessed early or that John D aul would
find his destiny at sea, he loved boats? he ordered the royal carpenters
to produce a flotilla of fourteen hundred vessels * or his bathtub, C f i s

bathtub had to be consequently enlarged? a lame inland s^a resulted,)

c rom an early 3 g e , John °aul suffered from an inferiority complex derived
from being the second " J c h n " sibling among the Flathead children, (Ir his

biography, v umbertnrax explains that when he named John 2 aul he "simply
forgot about John 0 • " ) This complex made John p aul determined to become

^ a world famous seafaring adventurer.

At sea, his feats ranged from courageous Che was the * i r s t person to
"*' traverse the Great Sea ir a one-man shio) to the trivial Che set a new

record for most circumnavigations of Antharia on a raft towed by groupers).

r-

In 7 66 G U E , at the ace of 28, John Paul joined the royal navy? by 771, he

was the ranking admiral; by 7 7 3, every ship in the r. a v y had been sunk or

lost at sea. John r a u 1 retired shortly thereafter.

hie spent nis latter days touring the worlds oceans, collecting curios and

unusual pets from * v e r y corner of the world. Amo^g the most interesting!
a large blue toad named " 0 1 1 c " who was known for his extraordinary appetite
and his curmudgeonly personality.

John Paul died during a vsction in Grubbo-by-th e-Sea, when his old nemesis,
the great white jellyfish, finally caught up with him.

[John Paul's portrsif depicts him on the bridge of a wooden sailing ship,
one hand or a typical ship's steering wheel, the other holding a nautical
spyglass. He is wearing a seaman's cap and a outtor which reads "Hello,
Sailer". A suckered tentacle is undulated across the deck toward him.)
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c R A K K LLCYD c L A T HE A D

royal architect
(741 - 7*9)

All the Flathead siblings, as children, adored playing with blocks. (Many
even had teats of slaves whose exclusive jot it was to move the larger
blocks.) However, only "rank Lloyd would draw plans before building.

Frank Lloyd got his big break at the tender age of 17, w w e n his father, King
Mumberthrax, commissioned him to design a new wing for Castle Egret h . The
resulting wing was breathtakincly impressive. As Frank Lloyd himself wrote,
"the conjunction c 4 space snc time seers to interface in a ore-subjected
instantiation of the underrepresented whole." "rank Lloyd became, overnight,
the hottest architect in the Kingdom. (The fact that the new wing of Egreth
collapsed two years later, killing over four thousand royal guests, rever
seemed to dim "rank Lloyd's reputation.)

His reputation established, Frank Lloyd designed virtually every important
Quendorian building d u r i n g his three decades as Official Court Architect,
his designs ranged from his vaca + ion chalet in the Gray Mountains to the
Great Meeting Hall of the Enchanters Guild in orc h ?e, but Frank Lloyd is
best known for his most ambitious wo r kt the ACC-stc^y r robozzCo Building
in Fla the a die.

Overlooking exaggerations such as "or a clear day you can see the FrcbczzCo
Building from anywhere in the world," it was s m i 1 1 t u e most ambitious building
ever designee or built. A ^robozzCo Building address was most cresticcus, and
Frank Lloyd took a penthouse office, until a slight case of acrophobia forced
him to relocate to a nineteenth story office with a pleasant southern exposure

The carcinogenic chemicals t h at were used in the eighth century to create
blueprints finally caught up with c r a r, k Lloyd, a ~ d he died in 739 GUE.

CThe portrait of c rank Lloyd shows him sitting at a drafting table. An ornate
"-square hangs from a hock at the side of the table. Frank Lloyd is holding a

pencil and template. The template, o * translucent green plastic, has several
ordinary symbols -- a circle, a compass rose, a toilet, bowl -- and several
completely bizarre symbols as well. Behind him are several models of castles
and skyscrapers.

]



r
?

‘

EASE C LAT^EAD
athletic superstar

C 748 - 789)

Cften called the flattest of the Flat heads? the youncest of the twelve
*

ui33 born with an aptitude ^or sport, he demonstrated his dexterity ard
coordination early by throwing baby blocks at his older siblings with
impressive speed and accuracy.

r

"

rK

As a y o u t n , he was always captain of the Little League teams? thanks in
part to pressure applied by his uncle, M = y o r Fiorellc c lathead. Even as
a teenager, he was something of a ladies man and a party animal, and his
older brother Dimwit would frequently h a v e tc bail the S a b e out of jail
following one infraction or another. By all accounts, Babe and Dimwit,
despite thei r 25 year age difference, were the closest of all the Flathead
siblings.

When he reached college age, Babe selected Mithicus Province University
from amongst many eager suitors. At M PU» Babe was a forty-three letter
man, leading his team to championships in every existing college sport
and several non-existent c^es as well. (

w any experts feel that Babe's teams
would have wen these champion ships even if every competing school had NG T

had their P C A A memberships revoked.)

Throughout the Babe's recessional sports career, he excelled in every-
thing he tried: bocce, tear tag kayaking, full-court furbish. There was
only one exception. Try as hard as he could. Babe could rot master
Double = annucci. Ever the unexplained disappearances of three hundred
and thirty-nine leading Double Fannucci players failed to get Babe into
the championships.

r- By 792 GUE, the Babe was sue 11 a phenomenal drawing card that Dimwit
constructed the kingdom's largest sporting arena, = 1 at head Stadium, in
his honor. It was there 4 hat the youncest of the Twelve Flathead s met

z**' nis end, ouring the shark- wrestling semi-finals in 799 GUE.

[The cabe is shewn wearing a bizarre combination
football shoulder pads, and a racing car helmet
He is carrying a baseball bat, a tennis racket,
weights, ana several other pieces of completely

o* basketball shorts,
(flat -topped, of course),
s soccer ball, a set o f

fant?s + icsl sporting goods. 1
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[introduction]

«

THE TWELVE FLATHEADS

As every student of history knows , the Twelve Flatheads were the
greater part of the Thirteen Significant Accomplishments of King
Mumberthrax the Insignificant. *

In the immortal words of Boswell Barwell , the royal biographer:

Mumberthrax ' s place in history was secured by the one
thing at which the Flatheads tended to excel

:

procreation. He sired twelve amazing children? twelve
offspring who would transform the kingdom. As these
magnificent siblings grew in notoriety, as their vast
achievements became legendary, they became known as The
Twelve Flatheads . **

In 783 GUE, the coronation of Lord Dimwit Flathead the Excessive,
Mumberthrax ' s firstborn, began at Flatheadia. This calendar,
brought to you under the auspices of the Flatheadia Chamber of
Commerce and the Frobozz Magic Calendar Company , celebrates the
centennial of that memorable occasion.

Reproduced for this calendar are Leonardo Flathead's famous
portraits of the Twelve Flatheads. *** Leonardo brilliantly
captured the varied personalities of the siblings on canvas over
a span of seventeen years, starting with his own self-portrait in
766 GUE (see Jelly) and finishing with his Coronation Portrait of
King Dimwit in 783 GUE (see Estuary)

.

We are grateful for permission to reprint the accompanying
excerpts from Boswell Barwell ' s exhaustive biography, "The Lives
of the Twelve Flatheads .

" ****

*The thirteenth accomplishment was a decree that made Double
Fanucci the National Sport of Quendor. Legends say that Double
Fanucci was invented by Zilbo III, the last king of the Entharion
dynasty. Double Fanucci Championships had been an annual event
since 691 GUE, and Mumberthrax ' s Proclamation of 757 simply gave
the sport official royal approval.

**From the introduction to "The Lives of the Twelve Flatheads."

***The originals can be seen in the gallery at Flatheadia
Castle. Acknowledgement is gratefully made to Winifred Booblort
of the Flatheadia Castle Preservation Society for her invaluable
help.

****Copyright 804 GUE, Frobozz Magic Biography Publishing
Company.
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DIMWIT FLATHEAD

Excessive Ruler of the Empire

(723 - 789)

Dimwit, as Mumberthrax ' s firstborn, grew up as heir apparent to
the throne of Quendor. A tad spoiled, little Dimmie was fond of
torturing his nannies in the castle dungeon. He also enjoyed
commandeering vehicles from the Frobozz Magic Bulldozer Company
and razing neighboring castles.

Dimwit spent most of his late youth and early adulthood
vacationing (along with 400,000 attendants) in the still mostly
unpopulated Eastlands across the Great Sea. Dimwit, who despised
the outdoors*, was enthralled by the underground tunnels and
caverns there.

When King Mumberthrax at last felt the touch of death's icy hand,
in 770 GUE, Dimwit began his always-vibrant reign. He
immediately moved the capital of Quendor from Egreth, in the
Westlands, to Aragain, in the Eastlands. Aragain, up to that
time a small village, was transformed and renamed Flatheadia.
Dimwit also decreed that Quendor be called "The Great Underground
Empire" and that the Great Sea be henceforth known as "The
Flathead Ocean."**

His wondrous coronation ceremony*** quickly earned him the
nickname Lord Dimwit Flathead the Excessive.

Dimwit's grandiosity knew no bounds. On a whim, in 78 3, he
ordered the construction of Flood Control Dam #3, a massive
underground project whose uselessness and extreme cost could not
conceal its magnificence. He commanded that volcanoes be
hollowed out for his own amusement, and had enormous granola
smelters built near the Antharian Granola Mines, courageously
ignoring the kingdomwide aversion to granola.

Some bitter, unappreciative chroniclers have described Dimwit's
castle as his biggest folly. It covered 8,600 square bloits, and
housed, at one time, over 90 percent of the empire's population.

Dimwit's last great project was the erection of a huge statue of
himself in the Fublio Valley. Nine bloits tall, it necessitated
the deforestation of nearly 1,400 square bloits. During this
period, it was rumored that Dimwit was planning the construction
of a new continent in the center of the Flathead Ocean; a

continent whose contours would have been a vast reproduction of
his own features.

3



Sadly, Dimwit passed away in 789 before he could realize this
incomparable goal. His death has always been shrouded in
mystery.

Dimwit hated open sky because he was deathly afraid of rain,
which would puddle embarrassingly on his level pate. This gave
rise to rumors that his head was not merely flat, but in fact
slightly concave.

Nowadays, these names are used interchangeably.

The ceremony, which took thirteen years to prepare and lasted
eighteen fun-filled months, consumed over ten times the Kingdom's
annual GNP.
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^ JOHN D. FLATHEAD

Captain of Industry

(725- 789)

King Duncanthrax formed the Frobozz Magic Construction Company in
667 GUE to enlarge the underground caverns of the Eastlands.
Affiliated companies, such as the Frobozz Magic Dirt Disposal
Company, and the Frobozz Magic Underground Sewer Installation
Company, soon followed. The next year, FrobozzCo International
was formed as a parent company for the burgeoning subsidiaries.

By 743, there were more than 17,000 subsidiaries of FrobozzCo.
That same year, a young entrepreneur named John D. Flathead
graduated from the venerable Borphee Business School.

At age 22, John D. founded Flathead Industries. FI's business
was inventing other companies, which it would then sell to
FrobozzCo. Within three years, FI had an annual income of
80,000,000 zorkmids. Eventually, the conglomerate decided to buy
FI, renaming it the Frobozz Magic Company Company. John D.
became one of Frobozzco 's 39,000 vice-presidents.

It didn't take John D. long to parlay his business acumen and
royal connections into the chairmanship of Frobozzco. Years of
heady growth followed. When John D.'s older brother Dimwit
became king, FrobozzCo received every contract for Dimwit's
incredible projects. Hundreds of new subsidiaries were formed
daily; in 781 a huge 400-story headquarters opened in
Flatheadia.

John D.'s long-time goal was for Frobozzco to control every
single dollar of commerce in the Great Underground Empire. The
lone holdout, a small rutabaga farm in Mithicus, finally sold out
to Frobozzco in 789. John D. never heard the news, however. He
disappeared, along with a huge entourage, while touring the
factories of the Frobozz Magic Snowmaking Equipment Company in
the Gray Mountains.

5



STONEWALL FLATHEAD

Military Hero

(726 - 789)

T. J. “Stonewall” Flathead received his celebrated nickname while
serving as a Squire in the Royal Army during the famous Battle of
The Stonewall in 747 GUE.

The Stonewall was a strategically vital locale, commanding the
two most important caverns of the Eastlands. When reports
arrived that rebellious natives had captured The Stonewall, T. J.
Flathead and his garrison were assigned the mission of retaking
it.

After a battle lasting seven weeks, during which T.J.'s men
suffered a casualty rate of nearly 75%, the garrison stormed The
Stonewall. Once in command of it, they discovered that the
reports had been erroneous: The Stonewall was completely
undefended, and the supposedly rebellious natives were actually
all vacationing in the Gray Mountains. Nevertheless, T.J.'s
tactics and strategies during the battle were brilliant, and he
would henceforth be known as Stonewall Flathead.

Stonewall rose quickly through the ranks, and in 755 GUE he
became General of the Royal Army.

During his 34 years in command, he squelched three provincial
rebellions and over 12,000 tax riots. Fortunately, his unlimited
conscription powers helped mitigate the 98% casualty rates his
army suffered during these difficult battles.

Stonewall died in 789 GUE during the Battle of Ragweed Gulch,
when he was accidentally shot by one of his own men.
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JOHANN SEBASTIAN FLATHEAD

Musical Genius

(728 - 789)

In 732 GUE, the Frobozz Philharmonic Orchestra was formed.
Because of the woeful lack of orchestral music in existence, the
FPO usually settled for playing baroque versions of old folk
tunes and popular dance numbers.

Seven years later, the FPO performed their first symphony. The
piece was notable because of the age of its author, a precocious
eleven-year-old named Johann Sebastian Flathead.

As he matured, Johann’s symphonies increased in length, while his
audiences mysteriously decreased in size.* His Symphony #981, the
so-called Infinite Symphony, contained over 60,000 movements;
over the course of its only performance, several members of the
orchestra retired and were replaced by their children or
grandchildren

.

Dimwit recognized a kindred spirit in his younger brother, and
appointed him official court composer in 771. Later that year, he
wrote his famous "Flatheadia Overture for Rack and Pendulum" to
celebrate the dedication of Dimwit’s new dungeon.

He spent his latter years composing music for ever more grandiose
instruments, such as his Concerto for Woodwinds and Waterfalls.
Johann was killed in 789 when a mishap occurred during a
rehearsal of his Minuet for Violin and Volcano.

*No reasonable postulation has been made to explain Johann's lack
of popularity. It is the belief of this author that the short
attention span of the general public precluded it from sitting
still for the whole of one of his symphonies.
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J. PIERPOINT FLATHEAD

Dauntless Banker and Financier

(730 - 789)

As a child, J. Pierpoint demonstrated both the flair for
capitalism and the resourcefulness which would make him the most
successful banker in all of Quendor. The enterprising
eight-year-old opened a lemonade stand in the center of Egreth
Village, using the royal militia to force citizens to buy
lemonade. At spearpoint, most people were willing to pay little
J. Pierpoint' s exorbitant price of 300 zorkmids per glass.*

He also used the militia to quash the other lemonade stands in
the city, and later to shut off all other beverage sources as
well. As the prices at his lemonade stand soared into quadruple
digits, J. Pierpoint quickly realized the benefits of
monopolies.

In 749, at the age of nineteen, J. Pierpoint became a clerk at
the Bank of Zork. Six weeks later, following a rash of
disappearances of his successive bosses, J. Pierpoint became the
youngest Chairman of the Board in the bank's history, a testament
to his financial acumen.

As Chairman, he used his royal connections to eliminate all
competing banks, increasing the Bank of Zork's market share from
99.2% to 100%.** He also supervised the installation of the
latest magic-based security techniques to guard the bank's vault
and deposit box areas. For unknown reasons, J. Pierpoint hired
exclusively gnomes to fill his teller and security positions.

J. Pierpoint Flathead served as Chairman of the Board until his
odd disappearance in 789 GUE, when he entered one of the bank's
vaults and never re-emerged. Although gone, he is not forgotten;
reproductions of his portrait still hang in every branch of the
Bank of Zork.

*Ice was extra.

**He was later able to increase this number to 131% by
encouraging customers to deposit their money several times.
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THOMAS ALVA FLATHEAD

Inventor Extraordinaire

(730 - 789)

Many have mastered the magical arts; few applied them to the
creation of practical devices as masterfully as the great
inventor Thomas Alva Flathead.

His brilliance was evident even in childhood. Thomas Alva, the
sixth son in his family, was constantly tormented by his
siblings: no sooner would he get a toy to play with than some
older brother would snatch it away. Thomas Alva quickly remedied
the situation by inventing powerful steel traps which, at first
glance, looked exactly like toy boats or stuffed dornbeasts.

As an adult, Thomas Alva produced a seemingly endless stream of
inventions from his laboratory, Froblo Park. His most useful
inventions include the magic room spinner and the magic
compressor, but he is probably best-known as the inventor of the
battery-powered brass lantern.

Thomas Alva also made a number of breakthroughs in the area of
personally-ingested magic. His most famous invention in this
area was a yellowish-green potion which allowed humans to talk to
plants.

•'*

All of these inventions were marketed by FrobozzCo International,
providing Thomas Alva with generous royalties. But he spurned
wealth, living in a small room behind his laboratory and sleeping
on an unfinished wooden board. Thomas Alva died in 789 GUE from
a severe case of splinters.



LEONARDO FLATHEAD

Artist and Scientist

(731 - 789)

Little notice was taken of Leonardo Flathead as a child. He was
shy and quiet, and quite overshadowed by his aggressive older
brothers. It wasn't until his arrival at Galepath University
that his genius blossomed and the world began to take notice.

While at the University, Leonardo wrote several major treatises
which revolutionized scientific thought. The most famous of
these disproved the hoary myth that the world sits on the back of
a giant turtle, proving instead that the world actually rests on
the head of an enormous troll.

After his University days were over, Leonardo turned from science
to art. He became the most famous painter in the land: noblemen
from every province were escorted to his studio by Dimwit's
personal militia to have their portraits painted.

Unfortunately, during his later years Leonardo became quite
senile, and his painting style deteriorated. He took to flinging
paint at his canvasses in much the same way that a Borphee baker
flings bits of dough into a hot oven to make Frobolli Cakes. His
studio became caked with layer upon layer of splattered paint.
It was during this period that his famous incomplete work,
"Obstructed View of Fjord," was lost.

Leonardo made a final, feeble attempt to recapture his former
greatness by moving into other media beside paint, but these
efforts led to his tragic end. In 789, while working on a large
statue intended for the harbor of Antharia, he suffered a fatal
plunge into a vat of molten granola.
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LUCREZIA FLATHEAD

Legendary Murderess or Innocent Widow?

(735 - 789)

Of all the Twelve Flatheads, it is most difficult to separate
history from legend when studying Lucrezia, the only sister to
eleven aggressive brothers. Showing a total lack of
understanding for her delicate position, detractors have cruelly
tried to claim that Lucrezia had a warped mind.

At the tender age of sixteen, Lucrezia married a very rich but
very old nobleman from Gurth, Marcus Bzart-Foodle.
Ten-and-a-half months later, he died in bed with his bride.
Afterward, Bzart-Foodle ' s doctor could not recall whether he had
warned Lucrezia to avoid over-exciting her husband* s weak heart.

Lucrezia' s second husband, a wealthy land baron from Mareilon
named Oddzoe Glorb III, was found dead just five weeks after the
wedding, his body mangled by hellhounds. It was quite
understandable that Lucrezia had her multi-volume hellhound
training manual removed from the house at once; the sight of it
must have brought back tragic memories.

Five days later, Lucrezia sought consolation in a third marriage,
to the Governor of Antharia, Hirax Mumbleton. Only two days
after that, Antharia was without a governor. Hirax had been
discovered in his office, smothered under a ton of raw granola.
His sobbing widow immediately cancelled delivery of her daily
truckloads of granola, in order to avoid any similar tragedies.

After her next fifteen husbands, all wealthy lords, died on their
wedding nights, royal insiders reported that she was so
distraught by her tragic string of bad luck that she was becoming
dangerously suicidal. Elder brother Dimwit was finally forced
into action, and had her locked up in a cell in the dungeon for
her own safety. She languished in that cell for the remaining
fifteen years of her life. During this period, some 1,800 prison
guards were mysteriously poisoned. Some legends say that her own
death, in 789, was self-induced.
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RALPH WALDO FLATHEAD

The Poet of the Empire

(737 - 789 )
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SUE. An autopsy revealed that the causeof death was an overdose of avocados.
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JOHN PAUL FLATHEAD

Seaman and Explorer

(738 - 789)

All the Flathead aunts and uncles predicted early on that John
Paul would find his destiny at sea. He loved boats so much that
the royal carpenters were ordered to produce a flotilla of 1,400
vessels for his bathtub.*

From an early age, John Paul suffered from an inferiority complex
derived from being the second "John" among the Flathead
children.** This complex made John Paul determined to become a
world-famous seafaring adventurer.

At sea, his feats ranged from the courageous (he was the first
person to traverse the Great Sea in a one-man ship) to the
curious (he set a new record for the most circumnavigations of
Antharia on a raft towed by groupers)

.

In 766 GUE, at the age of 28, John Paul joined the royal navy; by
771, he was the ranking admiral? by 773, every ship in the navy
had been sunk or lost at sea. John Paul retired shortly
thereafter.

He spent his latter days touring the Flathead Ocean, collecting
curios and unusual pets from all corners of the world. Among the
most interesting: a large blue toad named "Otto" who was known
for his extraordinary appetite and his curmudgeonly personality.

John Paul died during a vacation in Grubbo-by-the-Sea, when his
old nemesis, the great white jellyfish, finally caught up with
him.

*His bathtub had to be consequently enlarged? a large inland sea
resulted.

**In his autobiography, Mumberthrax explains that when he named
John Paul he "simply forgot about John D."
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FRANK LLOYD FLATHEAD

Royal Architect

(741 - 789)

As children, all the Flathead siblings adored playing with
blocks.* However, only Frank Lloyd drew plans before building.

Frank Lloyd got his big break at the tender age of 17, when his
father, King Mumberthrax, commissioned him to design a new wing
for Castle Egreth. The resulting wing was breathtakingly
impressive. As Frank Lloyd himself wrote, "the conjunction of
space and time seems to interface in a pre-subjected
instantiation of the underrepresented whole.” Frank Lloyd
became, overnight, the hottest architect in the Kingdom.**

His reputation established, Frank Lloyd designed virtually every
important Quendorian building during his three decades as
Official Court Architect. His designs ranged from his vacation
chalet in the Gray Mountains to the Great Meeting Hall of the
Enchanters' Guild in Borphee, but Frank Lloyd is best known for
his most ambitious work: the 400-story FrobozzCo Building in
Flatheadia.

Overlooking exaggerations such as "on a clear day you can see the
FrobozzCo Building from anywhere in the world," it is still the
most ambitious building ever designed or built. A FrobozzCo
Building address is most prestigous, and Frank Lloyd himself had
a penthouse office, until a slight case of acrophobia forced him
to relocate to a nineteenth-story office with a pleasant southern
exposure

.

The carcinogenic chemicals used in the eighth century to create
blueprints finally took their toll on Frank Lloyd, and he died in
789 GUE.

*Nanny Beeble, governess to the children, recalls that many had
teams of slaves whose exclusive job it was to move the larger
blocks.

**The fact that the new wing of Egreth collapsed two years later,
killing over 4,000 royal guests, was credited to a miscalculation
on the stonemason's part. He was summarily executed.
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BABE FLATHEAD

Athletic Superstar

(748 - 789)

Often called the flattest of the Flatheads, Babe, the youngest of
the twelve, was born with an aptitude for sport. He demonstrated
his dexterity and coordination early on, throwing baby blocks at
his older siblings with impressive speed and accuracy.

As a youth, he was always captain of the Little League teams,
thanks in part to pressure applied by his uncle, Mayor Fiorello
Flathead. Even as a teenager, he was something of a lady's man
and a party animal, and his older brother Dimwit would frequently
have to bail the Babe out of jail following one infraction or
another. By all accounts, Babe and Dimwit, despite their 25-year
age difference, were the closest of all the Flathead siblings.

When he reached college age, Babe selected Mithicus Province
University from amongst many eager suitors. At MPU, Babe was a
4 3 -letter man, leading his team to championships in every
existing college sport and several non-existent ones as well.*

Throughout the Babe's professional sports career, he excelled in
everything he tried: bocce, tag-team kayaking, full-court
furbish. There was only one exception. Try as he might. Babe
could not master Double Fanucci. Even the unexplained
disappearances of the 339 leading Double Fanucci players failed
to get Babe into the championships. Fanucci experts believe that
Babe's difficulty with the game could be traced to one weakness:
his failure to remember that three undertrumps after an
opponent's discard of a Trebled Fromp is an indefensible gambit.

By 782 GUE, the Babe was such a phenomenal drawing card that
Dimwit constructed the kingdom's largest sporting arena, Flathead
Stadium, in his honor. It was there, during the shark-wrestling
semi-finals in 789 GUE, that the youngest of the Twelve Flatheads
met his end.

*Many experts feel that Babe's teams would have won these
championships even if every competing school had NOT had their
FCAA memberships revoked.
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DIMWIT FLATHEAD 1

Excessive Ruler of the Empire

(723 - 789)

Dimwit, as Mumberthrax ' s firstborn, grew up as heir to the throne
of Quendor. A tad spoiled, little Dimmie was fond of torturing
his nannies in the castle dungeon.

Dimwit spent most his early adulthood vacationing (with 40,000
attendants) in the sparsely populated Eastlands across the Great
Sea. Dimwit, who despised the outdoors*, was enthralled by the
underground caverns there.

When Mumberthrax felt death's icy hand in 770 GUE, Dimwit began
his vibrant reign. He immediately moved the capital of Quendor
from Egreth, in the Westlands, to Aragain, in the Eastlands.
Aragain, a small village, was transformed and renamed
Flatheadia. Dimwit also decreed that Quendor be called "The
Great Underground Empire."**

Dimwit's grandiosity knew no bounds. His wondrous coronation
ceremony*** quickly earned him the nickname Lord Dimwit Flathead
the Excessive. On a whim, in 783, he ordered the erection of
Flood Control Dam #3, an underground project whose uselessness
and cost did not diminish its magnificence. He also had huge
granola smelters built near the Antharian Granola Mines.

Some bitter, unappreciative chroniclers have described Dimwit's
castle as his biggest folly. It covered 8,600 square bloits, and
housed, at -one time, over 90% of the empire's population.

Dimwit's last great project was the erection of a huge statue of
himself in the Fublio Valley. Nine bloits tall, it necessitated
the deforestation of 1,400 square bloits.

It was rumored that Dimwit was planning the construction of a new
continent in the Flathead Ocean; a continent whose contours would
have resembled his own features. Sadly, Dimwit passed away in
789 before he could realize this incomparable goal. His death
has always been shrouded in mystery.

*Dimwit was petrified of rain, which puddled embarrassingly on
his level pate.

**Nowadays, these names are used interchangeably.

***The ceremony took thirteen years to plan and lasted eighteen
fun-filled months.
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SEM'S COMMENTS ON ILLUSTRATIONS - 3/11/88

t Ho-f-initplv think that there should be other items pictured

Lsides^e "right" ones, and that the "right" ones should be any

3S STiSS ’St" °a
n
nd
S

-
2 in^eacS

illustration would be good.

Tn "Lives " I have sometimes listed just the two "right" items,

and sometimes I have included some "wrong” items as well. Feel

free to make up "wrong” items where needed, but clear them with

me before giving them to the illustrator. For example, we

couldn't include a hammer, because there IS a hammer in the game

but it isn't a Flathead Item, and that would confuse people.

Here are the 24 Flathead Items.

Dimwit: sceptre and crown

Babe: dumbell and baseball bat

Lucrezia: flask of poison and hand-held fan

Frank Lloyd: t-square and scale model of the FrobozzCo Building

John Paul: seaman's cap and spyglass

Stonewall: lance and saddle

Ralph Waldo: quill pen and manuscript

Leonardo: painting and easel

Thomas Alva: brass lantern and screwdriver

Johann Sebastian: violin and metronome

John D: stock certificate and diploma

J. Pierpoint: zorkmid bill and silk tie

1



comments of

IMWIT:
r

JOHANN:

LEONARDO:

JOHN O:

stonewall:

FRANK LLOYD:

3 A BE :

THDMAS ALVA

:

Lives of the Twelve Flatheads pencil sketches:

He could look stupider, less noble.

The metronome MUST be pictured!

Please emphasize the easel a little bit more.

Change "1 share" to "...000,000 shares"

It's not really clear enough that the saddle is a

saddle. (The word "Wilma" can be left out, if that
helps.)

I think that the right-hand wing of his scale
model looks a bit too modern.

The bat shouldn't have a hole. The hockey club
could have the hole, if you like.

The lamp is wrong. I talked to about a dozen people
(the lamp has been in every Zork game) ar.d everyone
has a mental image of the lamp that's sort of like
this (with the battery concealed internally):
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THETWELVE FLATHEADS
As every student ofhistory knows, the Twelve Flatheads were the greaterpart

ofthe Thirteen SignificantAccomplishments ofKing Mumberthrax the Insignificant

*

In the immortal words ofBoswell Barwell, the royal biographer:

Mumberthrax’s place in history was secured by the one thing at which the

Flatheads tended to excel: procreation. He sired twelve amazing children; twelve

offspring who would transform the kingdom. As these magnificent siblings grew in

notoriety, as their vast achievements became legendary, they became known as The
Twelve Flatheads*

*

In 783 GUE, the coronation ofLord DimwitFlathead the Excessive,

Mumberthrax’sfirstborn, began at Flatheadia. This calendar, brought to you under

the auspices ofthe Flatheadia Chamber ofCommerce and the Frobozz Magic
Calendar Company, celebrates the centennial ofthat memorable occasion.

Reproducedfor this calendar are Leonardo Flathead’sfamous portraits ofthe

Twelve Flatheads *** Leonardo brilliantly captured the variedpersonalities ofthe

siblings on canvas over a span ofseventeen years, starting with his own
self-portrait in 766 GUE (see felly) andfinishing with his Coronation Portrait of

King Dimwit in 783 GUE (see Estuary).

We are gratefulforpermission to reprint the accompanying excerptsfrom
Boswell Barwell’s exhaustive biography, “The Lives ofthe Twelve Flatheads.’’*

***

I ’The thirteenth accomplishment was a decree that made Double Fanucci the National Sport ofQuendor. Legends say that Double
Fanucci was invented by Zilbo III, the last king ofthe Entharion dynasty. Double Fanucci Championships had been an annual event

since 691 GUE, and Mumberthrax’s Proclamation of 757 simply gave the sport official royal approval.
* 'From the introduction to "The Lives ofthe Twelve Flatheads.”

'The originals can be seen in the gallery at Flatheadia Castle. Acknowledgement is gratefully made to Winifred Booblort of the
Flatheadia Castle Preservation Societyfor her invaluable help.

'Copied right in 804 GUE by the Frobozz Magic Biography Publishing Company.



DIMWIT FLATHEAD
Excessive Ruler of the Empire

(723-789)

dimwit, as Mumberthrax's firstborn, grew up as heir to the throne of

Quendor. A tad spoiled, little Dimmie was fond of torturing his nannies

m
Dim^ts^ntmost of his early adulthood vacationing (with 40,000 attend-

ants) in the sparsely populated Eastlands across the Great Sea. Dunwit, who

despised the outdoors,* was enthralled by the underground caverns there.

When Mumberthrax felt death’s icy hand in 770 GUE, Dimwit began his

vibrant reign. He immediately moved the capital of Quendor from Egreth, in

the Westlands, to Aragain, in the Eastlands. Aragain, a small village, was

transformed and renamed Flatheadia. Dimwit also decreed that Quendor be

called “The Great Underground Empire."*
*

Dimwit’s grandiosity knew no bounds. His wondrous coronation

ceremony*
*
* quickly earned him the nickname Lord Dimwit Flathead the

Excessive. On a whim, in 783, he ordered the erection of Flood Control Dpi

#3, an underground project whose uselessness and cost did not diminish its

magnificence. He also had huge granola smelters built near the Antharian

Granola Mines. _ , ..

Some bitter, unappreciative chroniclers have described Dimwit s castle

as his biggest folly. It covered 8,600 square bloits, and housed, at one time,

over 90% of the empire’s population.

Dimwit’s last great project was the erection of a huge statue of himself

in the Fublio Valley. Nine bloits tall, it necessitated the deforestation of

1,400 square bloits.

It was rumored that Dimwit was planning the construction of a new

continent in the Flathead Ocean; a continent whose contours would have

resembled his own features. Sadly, Dimwit passed away in 789 before he

could realize this incomparable goal. His death has always been shrouded

in mystery.

’Dimwit was petrified ofrain, which puddled embarrassingly on his level pate.

* *Nowadays,
these names are used interchangeably.

*
'The ceremony took thirteen years to plan and lasted eighteen fun-filled months.
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Dimwit’s Birthday
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19
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23 24 25 26
Dimwit’s Birthday

Observed

27 28

29 30
Flood Control Dam #3
dedicated (783 GUE)

31 O DID U KNOW? Dimwit’s Birthday, now associated with

big sales at U-Mart and J.C. Zorkmids, was once a day

when everyone in the kingdom was required to give the

king a present.

Frob Day is a traderune ofthe Frobozz Magic Day Company.



JOHN D. FLATHEAD
Captain of Industry

(725-789)
King Duncanthrax formed the Frobozz Magic Construction Company in 667
GUE to enlarge the underground caverns of the Eastlands. Affiliated com-
panies, such as the Frobozz Magic Dirt Disposal Company, and the Frobozz
Magic Underground Sewer Installation Company, soon followed. The next
year, FrobozzCo International was formed as a parent company for the
burgeoning subsidiaries.

By 743, there were more than 17,000 subsidiaries of FrobozzCo. That
same year, a young entrepreneur named John D. Flathead graduated from
the venerable Borphee Business School.

At age 22, John D. founded Flathead Industries. FI’s business was invent-
ing other companies, which it would then sell to FrobozzCo. Within three
years, FI had an annual income of 80,000,000 zorkmids. Eventually, the
conglomerate decided to buy FI, renaming it the Frobozz Magic Company
Company. John D. became one of FrobozzCo’s 39,000 vice-presidents.

It didn’t take John D. long to parlay his business acumen and royal
connections into the chairmanship of FrobozzCo. Years of heady growth
followed. When John D.’s older brother Dimwit became king, FrobozzCo
received every contract for Dimwit’s incredible projects. Hundreds of new
subsidiaries were formed daily; in 781 a huge 400-story headquarters
opened in Flatheadia.

John D.’s long-time goal was for FrobozzCo to control every single zorkmid
of commerce in the Great Underground Empire. The lone holdout, a small
rutabaga farm in Mithicus, finally sold out to FrobozzCo in 789. John D.
never heard the news, however. He disappeared, along with a huge entou-
rage, while touring the factories of the Frobozz Magic Snowmaking Equip-
ment Company in the Gray Mountains.

FR0BUARY883
Sand Day Mud Day Grues Day Wands Day Birthday Frob Day™ Star Day
FUN FAX FrobuaryTR was originally

called Fidooshiaiy until it was purchased
by the Frobozz Magic Month Company in

817 GUE.
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Frob Day is a traderune ofthe Frobozz Magic Day Company.



STONEWALL FLATHEAD
Military Hero

(726-789)

T T “Stonewall” Flathead received his celebrated mckname whde serving

as a Squire in the Royal Army during the famous Battle of The Stonewall m

^TheStonewall was a strategically vital locale, commanding the two most

important caverns of the Eastlands. When reports arrived that rebellious

nativafhad captured The Stonewall, T.J. Flathead and his garrison were

aS
^tCTa^alS^Usting^en\veeks, during which T.J.'s men suffered a

casualty rate of nearly 75%, the garrison stormed The Stonewall. Once

in command of it they discovered that the reports had been erroneous.

The Stonewall was completely undefended, and the supposedly rebellious

natives were actually all vacationing in the Gray Mountains. Nevertheless,

T J ’s tactics and strategies during the battle were brilliant, and he would

henceforth be known as Stonewall Flathead. _ , , aTT1p

Stonewall rose quickly through the ranks, and m 755 GUE he became

General of the Royal Army.
.

During his 34 years in command, he squelched three provincial rebellions

and over 12,000 tax riots. Fortunately, his unlimited conscription powers

helped mitigate the 98% casualty rates his army suffered during these

difficult battles. _ . . ,

Stonewall died in 789 GUE during the Battle of Ragweed Gulch, when

he was accidentally shot by one of his own men.
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JOHANN SEBASTIAN FLATHEAD
Musical Genius
(728-789)

In 732 GUE, the Frobozz Philharmonic Orchestra was formed. Because of

the woeful lack of orchestral music in existence, the FPO usually settled for

playing baroque versions of old folk tunes and popular dance numbers.

Seven years later, the FPO performed their first symphony. The piece

was notable because of the age of its author, a precocious eleven-year-old

named Johann Sebastian Flathead.

As he matured, Johann’s symphonies increased in length, while his audi-

ences mysteriously decreased in size? His Symphony #981, the so-called

Infinite Symphony, contained over 60,000 movements; over the course of

its only performance, several members of the orchestra retired and were

replaced by their children or grandchildren.

Dimwit recognized a kindred spirit in his younger brother, and appointed

him official corn! composer in 771. Later that year, he wrote his famous

“Flatheadia Overture for Rack and Pendulum” to celebrate the dedication

of Dimwit’s new dungeon.

He spent his latter years composing music for ever more grandiose

instruments, such as his Concerto for Woodwinds and Waterfalls. Johann

was killed in 789 when a mishap occurred during a rehearsal of his Minuet

for Violin and Volcano.

'No reasonable postulation has been made to explain Johann’s lack ofpopularity. It is the beliefof

this author that the short attention span of the general public precluded itfrom sitting stillfor the

whole ofone ofhis symphonies.
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J. PIERPONT FLATHEAD
Dauntless Banker and Financier

(730-789)

As a child, J.
Pierpont demonstrated both the flair for capitalism and the

resourcefulness which would make him the most successful banker in all of

Quendor. The enterprising eight-year-old opened a lemonade stand in the

center of Egreth Village, using the royal militia to force citizens to buy

lemonade. At spearpoint, most people were willing to pay little J. Pierpont’s

exorbitant price of 300 zorkmids per glass
*

He also used the militia to quash the other lemonade stands in the city,

and later to shut off all otherbeverage sources as well. As the prices at his

lemonade stand soared into quadruple digits, J. Pierpont quickly realized

the benefits of monopolies.

In 749, at the age of nineteen, J.
Pierpont became a clerk at the Bank of

Zork. Six weeks later, following a rash of disappearances of his successive

bosses, J. Pierpont became the youngest Chairman of the Board in the

bank’s history, a testament to his financial acumen.

As Chairman, he used his royal connections to eliminate all competing

banks, increasing the Bank of Zork’s market share from 99.2% to 100%.* *

He also supervised the installation of the latest magic-based security tech-

niques to guard the bank’s vault and deposit box areas. For unknown rea-

sons, J. Pierpont hired exclusively gnomes to fill his teller and security

positions.

J. Pierpont Flathead served as Chairman of the Board until his odd disap-

pearance in 789 GUE, when he entered one of the bank’s vaults and never

re-emerged. Although gone, he is not forgotten; reproductions of his portrait

still hang in every branch of the Bank of Zork.

'Ice was extra.

'
*He was later able to increase this number to 131% by encouraging customers to deposit their money

several times.
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THOMAS ALVA FLATHEAD
Inventor Extraordinaire

(730-789)

Many have mastered the magical arts; few applied them to the creation of

practical devices as masterfully as the great inventor Thomas AWa Fkthead.

His brilliance was evident even in childhood. Thomas Alva, the sixth son

in his family, was constantly tormented by his siblings: no sooner would he

get a toy to play with than some older brother would snatch it away. Thomas

Alva quickly remedied the situation by inventing powerful steel traps which,

at first glance, looked exactly like toy boats or stuffed dombeasts.

As an adult, Thomas Alva produced a seemingly endless stream of mven-

lions from his laboratory, Froblo Park. His most useful inventionsi molrnie

the magic room spinner and the magic compressor, but he is pro y

known as the inventor of the battery-powered brass lantern.

Thomas Alva also made a number of breakthroughs in the area of person-

ally-ingested magic. His most famous invention in this area was a yellowish-

green potion which allowed humans to talk to plants.

All of these inventions were marketed by FrobozzCo International, pro-

viding Thomas Alva with generous royalties. But he spurned wealth, living

in a small room behind his laboratory and sleeping on an imfimshed wooden

board. Thomas Alva died in 789 GUE from a severe case of splinters.
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LEONARDO FLATHEAD
Artist and Scientist

(731-789)

Little notice was taken of Leonardo Flathead as a child. He was shy and

quiet, and quite overshadowed by his aggressive older brothers. It wasn’t

until his arrival at Galepath University that his genius blossomed and the

world began to take notice.

While at the University, Leonardo wrote several major treatises which

revolutionized scientific thought. The most famous of these disproved the

hoary myth that the world sits on the back of a giant turtle, proving instead

that the world actually rests on the head of an enormous troll.

After his University days were over, Leonardo turned from science to art.

He became the most famous painter in the land: noblemen from every prov-

ince were escorted to his studio by Dimwit’s personal militia to have their

portraits painted.

Unfortunately, during his later years Leonardo became quite senile, and

his painting style deteriorated. He took to flinging paint at his canvasses in

much the same way that a Borphee baker flings bits of dough into a hot

oven to make Frobolli Cakes. His studio became caked with layer upon layer

of splattered paint It was during this period that his famous incomplete

work, “Obstructed View of Fjord,” was lost

Leonardo made a final, feeble attempt to recapture his former greatness

by moving into other media beside paint but these efforts led to his tragic

end. In 789, while working on a large statue intended for the harbor of

Antharia, he suffered a fatal plunge into a vat of molten granola.
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LUCREZIA FLATHEAD
Legendary Murderess or Innocent Widow?

(735-789)

Of all the Twelve Flatheads, it is most difficult to separate history from
legend when studying Lucrezia, the only sister to eleven aggressive broth-

ers. Showing a total lack of understanding for her delicate position, detrac-

tors have cruelly tried to claim that Lucrezia had a warped mind.

At the tender age of sixteen, Lucrezia married a very rich but very old

nobleman from Gurth, Marcus Bzart-Foodle. Ten-and-a-half months later, he
died in bed with his bride. Afterward, Bzart-Foodle’s doctor could not recall

whether he had warned Lucrezia to avoid over-exciting her husband’s

weak heart

Lucrezia’s second husband, a wealthy land baron from Mareilon named
Oddzoe Glorb III, was found dead just five weeks after the wedding, his

body mangled by hellhounds. It was quite understandable that Lucrezia had
her multi-volume hellhound training manual removed from the house at

once; the sight of it must have brought back tragic memories.

Five days later, Lucrezia sought consolation in a third marriage, to the

Governor of Antharia, Hirax Mumbleton. Only two days after that, Antharia

was without a governor. Hirax had been discovered in his office, smothered
under a ton of raw granola. His sobbing widow immediately cancelled deliv-

ery of her daily truckloads of granola, in order to avoid any similar tragedies.

After her next fifteen husbands, all wealthy lords, died on their wedding
nights, royal insiders reported that she was so distraught by her tragic

string ofbad luck that she was becoming dangerously suicidal. Elder

brother Dimwit was finally forced into action, and had her locked up in a
cell in the dungeon for her own safety. She languished in that cell for the

remaining fifteen years of her life. During this period, some 1,800 prison

guards were mysteriously poisoned. Some legends say that her own death,

in 789, was self-induced.
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RALPH WALDO FLATHEAD
The Poet of the Empire

(737-789)

An unsDoken Flathead family motto was “quantity over quality,’; ana no

— one demonstrated that tenet better than Ralph Waldo Dunng his 40-plus

years of putting pen to parchment, he wrote 912 novels, 4,000 short stones,

Ld an incredible 87,000 sonnets. His essays have never been successfully

Ralph Waldo spent eleven years at Antharia University, collecting a

chestful of degrees, including three doctorates: Doctor of Idyllic Poetry,

Doctor of Excellent Elegies, and Doctor of Octameter Odes He was very

proud of his academic accomplishments, and always signed his name

"Ralph Waldo Flathead, D.I.P., D.E.E., D.0.0.”

Fresh out of college and flush with the enthusiasm of youth Ralph Waldo

wrote a series of lengthy essays which he hoped would uplift the human

spirit. Sadly and inexplicably, these essays lifted little more than the profits

of the Frobozz Magic Writing Paper Company. The essays from this penod

include “On the Benefits of Keeping Ears Clean” and Why Doorknobs are

Necessary.” Also during this period, he wrote “On the Discoloration of

Roadside Slush,” but the manuscript was lost before it could be published,

leaving Ralph Waldo disconsolate for years.

During his middle years, Ralph Waldo spent nearly half a decade living m
the granola mines of Antharia. It was during this period that he wrote his

longest work, a 60,000-verse epic about the varieties of moss that one finds

in granola mines.
. , . . . ,

, ,

Toward the end of his life, Ralph Waldo specialized m exploring related

themes, as brilliantly demonstrated by the four sonnets found by his deathbed:

Sonnet #87,177 “Ode to a Tiny Moist Avocado Pit”

Sonnet #87,178 “Ode to Another Tiny Moist Avocado Pit

Sonnet #87,179 “Ode to Two Tiny Moist Avocado Pits”
tt

Sonnet #87,180 “Ode to Two Still-Tiny-But-Less-Moist Avocado Pits

Ralph Waldo died in 789 GUE. An autopsy revealed that the cause of

death was an overdose of avocados.
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JOHN PAUL FLATHEAD
Seaman and Explorer

(738-789)

'All the Flathead aunts and uncles predicted early on that John Paul would

find his destiny at sea. He loved boats so much that the royal carpenters

were ordered to produce a flotilla of 1,400 vessels for his bathtub
*

From an early age, John Paul suffered from an inferiority complex derived

from being the second “John” among the Flathead children
* * This complex

made John Paul determined to become a world-famous seafaring adventurer.

At sea, his feats ranged from the courageous (he was the first person to

traverse the Great Sea in a one-man ship) to the curious (he set a new record

for the most circumnavigations of Antharia on a raft towed by groupers).

In 766 GUE, at the age of 28, John Paul joined the royal navy; by 771, he

was the ranking admiral; by 773, every ship in the navy had been sunk or

lost at sea. John Paul retired shortly thereafter.

He spent his latter days touring the Flathead Ocean, collecting curios and

unusual pets from all corners of the world. Among the most interesting: a

large blue toad named “Otto" who was known for his extraordinary appetite

and his curmudgeonly personality.

John Paul died in 789 GUE, during a vacation in Grubbo-by-the-Sea,

when his old nemesis, the great white jellyfish, finally caught up with him.

*His bathtub had to be consequently enlarged a large inland sea resulted.

•
*In his autobiography, Mumberthrax explains that when he namedJohn Paul he “simplyforgot

aboutJohn D.”
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FRANK LLOYD FLATHEAD
Royal Architect

(741-789)

As children, all the Flathead siblings adored playing with blocks * However,

only Frank Lloyd drew plans before building.

Frank Lloyd got his big break at the tender age of 17, when his father,

King Mumberthrax, commissioned him to design a new wing for Castle

Egreth. The resulting wing was breathtakingly impressive. As Frank Lloyd

himself wrote, “the conjunction of space and time seems to interface in a
pre-subjected instantiation of the underrepresented whole.” Frank Lloyd

became, overnight, the hottest architect in the Kingdom*

*

His reputation established, Frank Lloyd designed virtually every impor-

tant Quendorian building during his three decades as Official Court Archi-

tect. His designs ranged from his vacation chalet in the Gray Mountains to

the Great Meeting Hall of the Enchanters’ Guild in Borphee, but Frank
Lloyd is best known for his most ambitious work: the 400-story FrobozzCo

Building in Flatheadia.

Overlooking exaggerations such as “on a clear day you can see the

FrobozzCo Building from anywhere in the world,” it is still the most ambi-

tious building ever designed or built. A FrobozzCo Building address is most
prestigious, and Frank Lloyd himself had a penthouse office, until a slight

case of acrophobia forced him to relocate to a nineteenth-story office with a
pleasant southern exposure.

The carcinogenic chemicals used in the eighth century to create blue-

prints finally took their toll on Frank Lloyd, and he died in 789 GUE.

*Nanny Beeble, governess to the children, recalls that many had teams ofslaves whose exclusivejob it

was to move the larger blocks.

*
*Thefact that the new wing ofEgreth collapsed two years later, killing over 4,000 royal guests, was

credited to a miscalculation on the stonemason’s part. He was summarily executed.
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BABE FLATHEAD
Athletic Superstar

(748-789)

Often called the flattest of the Flatheads, Babe, the youngest of the twelve,
was born with an aptitude for sport. He demonstrated his dexterity and
coordination early on, throwing baby blocks at his older siblings with
impressive speed and accuracy.

As a youth, he was always captain of the Little League teams, thanks in

part to pressure applied by his uncle, Mayor Fiorello Flathead. Even as a
teenager, he was something of a lady’s man and a party animal, and his

older brother Dimwit would frequently have to bail the Babe out of jail fol-

lowing one infraction or another. By all accounts, Babe and Dimwit, despite

their 25-year age difference, were closest of all the Flathead siblings.

When he reached college age, Babe selected Mithicus Province Univer-

sity from amongst many eager suitors. At MPU, Babe was a 43-letter man,
leading his team to championships in every existing college sport and sev-

eral non-existent ones as well*

Throughout the Babe’s professional sports career, he excelled in every-

thing he tried; bocce, tag-team kayaking, full-court furbish. There was only
one exception. Try as he might. Babe could not master Double Fanucci.

Even the unexplained disappearances of the 339 leading Double Fanucci
players failed to get Babe into the championships. Fanucci experts believe

that Babe’s difficulty with the game could be traced to one weakness: his

failure to remember that three undertrumps after an opponent’s discard of a
Trebled Fromp is an indefensible gambit.

By 782 GUE, the Babe was such a phenomenal drawing card that Dim-
wit constructed the kingdom’s largest sporting arena, Flathead Stadium, in

his honor. It was there, during the shark-wrestling semi-finals in 789 GUE,
that the youngest of the Twelve Flatheads met his end.

‘Many expertsfeel that Babe's teams would have won these championships even ifevery competing

school hadNOT had their QCAA memberships revoked.
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Work still to be performed in Phase Two:

• Removal of temporary passages

• Installation of emergency exits

• Installation of sprinkler system

• Construction of Concierge apartment

Frobozz Magic Construction Company 1 Of 1

Rockville Estates

Scale

Phase Two, showing all work

completed through 29-Mum-880

1:1440 drawn by S. Fzortbar
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>W ALK WEST
Edge of Chasm

You are standing at the precipice of a gaping chasm* which is spanned
bv a tramway. The tramway hangs from the cavern roof above the chasm.
Tunnels lead north* northeast* and east. On the south wall in an
unlabelled black button.

r- You can see a tram car and a jar of tomato sauce here.

>E XAMINE THE TRAM CAR
There's no one in the tram car.

>TAKE ALL
tram car: You've got to be kidding!
iar of tomato sauce: Taken.

>PUSH THE BLACK BUTTON
A smiling Dungeon Imp appears. "Hear ye the Riddle of the Chasm! Answer
incorrectly, and the Chasm shall collect your bones! Here goes...

"A boy was hurt and brought* unconcious* to a hospital. The doctor
on duty* Doctor Manson* said 'Oh* my! This is my son!' and proceeded to
treat the boy.

H Later, the boy awoke and Nurse Lanolin bustled to his side. It was
her first day at the hospital, and she was trying hard to do everything
riaht. She glanced at his medical chart, which included a message from
Doctor Manson to 'take good care of my son!' Nurse Lanolin told the boy,
'Your father, Doctor Manson, treated you himself!' The boy looked
ouzzled. 'Doctor Manson isn't my father!'

•’Assuming that neither the boy nor the doctor are lying, who is
Doctor Manson?"

>ANS WER "HIS MOTHER"
The Dunqeon Imp looks disappointed. "Correct. The chasm isn't going to be
haoov, that's for sure. Maybe we can fool it with some hellhound bones..."

^ Mumbling to itself, the Imp vanishes, and a passage opens to the soutn!

> S 0 U T H
- Meat Closet

This is a chilly room for the storage of meat and meat by-products.
The only exit is north.

A pepperoni is hanging here.

>N0RT H

Fdae of Chasm

>N0RTH
^ Dare 's Room

This is a large and ugly room, most of which is taken up by a large
and uqly ogre. The ogre sits next to a tunnel to the north. Other
oassaqes lead east and south.

INVENTORY
You are carrying a rusty lamp (providing light), a guidebook, and a jar
of tomato sauce. You are wearing a magic shawl.

^ >E XAMINE THE GUIDEBOOK
The is a field guide to the wonders and dangers of the underground
orovince of Gruntburg.

r
>READ ABOUT OGRES IN THE GUIDEBOOK
" Dares are strong, ill-tempered, and stubborn. They range in size up

r



to 25 feet tall* have hair over most of their bodies* and adore
oeooeroni pizza."

^NORTH
The oare stops you with a flick of his little finger. "I'm hungry.
And nobody passes by me when I'm hungry. Nobody."

>E AST
Kitchen

This is a tiny kitchen equipped with a small brick oven. Waves of
heat come from the oven. There are doors to the west and southwest.

Sitting on the counter is some dough.

>PUT THE TOMATO SAUCE ON THE DOUGH
You'll have to open the jar first.

>D PEN THE JAR. PUT THE TOMATO SAUCE ON THE DOUGH
Oo ened

.

You SDread the tomato sauce over the surface of the dough.

^ >PMT CHEESE ON DOUGH
TYou can't see any cheese right here.D

>sntJTHWEST
Fdae of Chasm

You can see a tram car here.

>GET IN THE TRAM
You are now in the tram car.
should probably examine.

There are some simple controls that you

>L00K AT THE CONFROLS
r I don't know the word "controls. "D

>00PS CONTROLS
The controls consist of a large red lever which can be push to the
past or west.

> P U S H LEVER WEST
The tram car moves along its track in a graceful arc* reaching the
middle of of the chasm.

r*-

>W AIT
Time passes. •

•

^ The tram car descends* reaching the far side of the chasm.

Far Edge of Chasm, in the tram car
— The western side of the chasm is almost identical to the eastern side*

making you wonder why anyone went through the trouble of building the
tramway.

z-' You can see a pile of cheese here.

> T A K E THE CHEESE^ You can't reach the cheese from the tram car.

>GET OUT OF THE CAR. PICK UP THE CHEESE. GET IN
r- You qet out of the tram car.

Taken.



You are now in the tram car,

>PUSH LEVER WEST
Nothing happens.

>PUSH LEVER EAST
The tram car moves along its track in a graceful arc* reaching the
middle of of the chasm,

>GET OUT GF THE TRAM CAR
You step into thin air* plunging douin into the rock-filled chasm.

You have died.

Do vou wish to RESTART, RESTORE, UNDO or QUIT? >UND

0

TUncione . 1

> W A I T

The tram car descends* returning you to the eastern side of the
chasm,

Edae of Chasm, in the tram car

>GET OUT OF CAR
You aet out of the tram car.

> S 0 U T H

Meat Closet
A pepperoni is hanging here.

>TAKE
Cthe oepperonil
Taken

•

The rusty lamp appears to be getting dimmer.

INVENTORY
You are carrying a rusty lamp (providing light), a guidebook, an empty jar
a oile of cheese and a pepperoni. You are wearing a magic shawl.

>NQRTH. NORTHEAST. PUT THE CHEESE ON THE PIZZA
Edae of Chasm

Kitchen
Sitting on the counter is some dough. Sitting on the dough is a jarful

of tomato sauce.

You sprinkle the cheese across the dough.

>PUT THE PEPPERONI ON THE PIZZA
You slice the pepperoni into pieces and scatter them across the surface.

>TAKE THE PIZZA
Taken

•

> W F S T

flnre's Room

>G I V E THE PIZZA TO THE OGRE



r*

The ogre looks disgusted. ’’This pizza's uncooked!” He looks hungrily
at you* as though considering you as a pizza alternative! but
ultimately restrains himself (with apparent difficulty).

>E AST .OPEN THE DVEN.PUT THE PIZZA IN THE OVEN. CLOSE IT
Kitchen

r'
Ooened

.

The pizza is noui in the oven.

You can't close a pizza!

>r I OSE THE OVEN
r. 1 need.

>waiT
Time passes...

>0 PE N THE OVEN
Ooeninq the oven reveals a bubbling pepperoni pizza.

>TAKc PIZZA
Ouch! You pick up the pizza* but burn your fingers in the process.

>E AST
Dare 's Room

^ The ogre smells the pizza and begins slobbering.

>r,IVE THE PIZZA TO THE OGRE
He swallows the pizza in a single gulp* and begins dozing.

>N0RTH
Lobby

You are in on the ground floor of the building which house the
National Ogre Institute* a public relations and governmental lobbying
aroup. A stair leads up* there are exits to the south and east.

You can see a tube of burn cream here.

r
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PREFACE TG THE STORY
(for Zork Zero manual)

(first draft — 4/27/88)
(comments to SEM)

rif vou've played Zork Zero* please let me know if this intro is
faithful* and if it leaves out anything important. If you haven't

f*' Dlayed Zork Zero* please let me know if there's any part of this
intro you found confusing, and whether or not it makes you want to
clay the game. Thanks.)

r~
r

93 years have passed since the great wizard Me gab oz cast the

Curse which destroyed Lord Dimwit Flathead the Excessive along with the

other members of the ruling family, the Twelve Flatheads. Now, the

Curse threatens now to bring down the Great Underground Empire itself!

Wurb Flathead, the current occupant of the throne, has sent

a clarion call to the remotest corners of the Empire: half the empire's

riches to the person who can allay the curse. From every province of

Guendor, courageous adventurers, scheming charlatans, and wild-eyed

crackpots have streamed into the Imperial Capital of Flatheadia.

You, a peasant from an unheard-of village in an obscure

province, are one such treasure-seeker. However, you have an important

advantage: An ancestor of yours was a servant in Dimwit's court,

witnessed Megaboz casting the curse, and obtained a small scrap of

wizardly parchment from the mage's pocket.

This parchment scrap has been passed down from generation

to generation, and is now in your possession. Thanks to it, you know

something that none of the other would-be cursebusters knows: To stop

the curse, you must find items that once belonged to each of the

Twelve Flatheads, and throw them into Megaboz's cauldron!

You arrive in Flatheadia to discover that most of the

ooculation, including all figures of authority, have already fled

to distant provinces. And when you awake on the hard floor of the

castle on Curse Day, you find that even the looters and the most

r



oersisent adventurers have departed

In fact, as you begin your desperate quest to find the

relics of the Twelve Flatheads, your only company is the court

iester, who spins rhymes for your amusement. Always appearing when

vou least expect him* the jester will confront you with riddles

and games, spring some deadly tricks* and give you helpful nudges

in the right direction. And throughout, he seems to be laughing

at some tremendous joke which you can't begin to fathom,,.

Zork Zero is the sequel to the Zork Trilogy, among the

best-loved computer games ever written, Zork Zero takes to back

to the age of the Flatheads, and allows you to glimpse the

Great Underground Empire during its heyday, and to witness its

monumental fall



r \

In fact* as you begin your desperate guest to^find the <£r

relics of the Empire you need tojstop the Curse# your only company

is the court jester, mho spins rhymes for your amusement, Always

appearing when you least expect him, the jester mill confront you
\

mitn riddles and games, spring some deadly tricks, and give you

helpful nudges in the right direction. And throughout, he seems

to be laughing at some tremendous joke which you can't begin to

fathom, •

•

Zork Zero is the prequel to the Zork Trilogy, one of the

^ most popular, best-loved computer games ever written, Zork Zero

t3kes you back to the age of the Flatheads, where you can glimpse

the Great Underground Empire during its heyday, and witness its

monumental fall.
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To: JD
Mike
Tom
Curtis

Steve 1/
Steve

From: Stella

Date: November 1 , .1 988
Re: Zork Zero Apple II disk labels

Please return this with comments/changes by Thursday, November 3.



Zork Zero Disk Labels

Zork (R) Zero
Apple (R) il Series Side 1

Program Copyright (c) 1988 Infocom, Inc. Other side is side 2

All rights reserved

ProDOS 1.4 (c) 1988 Apple Computer, Inc.

Apple is a registered trademark of Apple Computer, Inc. TD-IZ9-1-04

Zork (R) Zero
Apple (R) II Series Side 3
Program Copyright (c) 1988 Infocom, Inc. Other side is side 4
All rights reserved

ProDOS 1.4 (c) 1988 Apple Computer, Inc.

Apple is a registered trademark of Apple Computer, Inc. TD-IZ9-2-04



To:

From:
Date:

Re:

JD
Tom
Mike
Curtis

Steve
Steve

Stella

November 3, 1988
Zork Zero Apple II System Sticker

Rev 2-Please disregard previous version.

Please return this with changes and corrections to me today

to Hollywood by Monday, November 7. Thank you.



Zork Zero Apple 1

1

System Sticker

WITH
ON-SCREEN
HINTS
AND SPECTACULAR
GRAPHICS

Software for your

APPLE II SERIES
lie, lie, llc+, IlGSfrn lie mode)
(Contains 5.25 inch disks; requires 128K of memory.
Requires 2 5.25 inch disk drives, 1 3.5 inch disk drive,

or 1 disk drive and any large capacity storage device.)

TD-844-46

APPLE II SERIES
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Tester

:

Date: 9/19/88

Release: 243Product: Zork Zero

Phew!

That exclamation from an ardent and long-time fan carries with it a

double meaning: it most obviously is an understated reaction to the

deliciously massive scope of this game, but more significantly it

represents a sigh of relief. Just when I was beginning to think that my
"Info-tainment" had reached its nadir with an offering like Journey , along

comes Zork Zero. Thank God for Steve Meretzky.

I haven't had this much fun since Zork II . and that's saying a lot

considering the plethora of fine products you've put out over the

intervening years. While I would normally have some nitpicking little

criticisms of some kind with any game I play or test, there isn't a thing I

can knock about Zork Zero . My only regret is now that the legend of the GUE
has come so wonderfully full-circle, where can you possibly go from here?

I had the pleasure of playing part of Zork Zero on a Mac II at work. Wow!
The graphics were a knockout, and I'm sure your black and white version

will be almost as impressive. The way in which you utilized the graphics

to frame and highlight the story (as opposed to letting the graphics dictate

the limits of the story as in Journey's case) should silence the harshest of

critics who claim graphics would just water down your games.

The use of visual puzzles was a particular delight, especially since most

were familiar ones which weren't too demanding (the last time I tackled

the "Towers of Hanoi" was on my old 8K Commodore PET!). I was also

pleased by the liberal sprinkling of red-herring objects throughout the

game... a welcome return to the "olden days" where you never knew what

items might be useful in solving the game (I'm still trying to get that

friggin helicopter started in Planetfalh .

But it is the dogged faithfulness to the Zork legends that provide the

most delight in Zork Zero . From the missing stamp on the package to the

final explanation of the White House, Mr. Meretzky has concocted a

Zork-lover's feast of delight, and has added numerous classic touches of

his own to the legends of Quendar.

The puzzles were clever and well-crafted, yet none were overly taxing (I

must admit, however, that the addition of on-line hints would probably

make even Spellbreaker seem a breeze). Some were familiar puzzles

packaged in a new and entertaining fashion (the Borphbelly Stew, for

example). Others were wonderfully original with some real



head-scratching complications (the hardhat puzzle in particular). All,

however, were worthy of the Zork moniker.

Most of my testing time was spent just finishing this epic, and therefore

I didn't spend as many hours as I would have liked pounding away on it,

looking for problems... so excuse the relatively few bug sheets. I did have

reams of them until you sent out the recompiled version, then almost all of

those disappeared.

In my testing report on Leather Godesses Of Phobos . I mentioned to Steve

Meretzky that here in Hollyweird we're always on the lookout for

creatively warped talent such as his. If he's ever out west, my invitation

to "do lunch" still stands. Maybe NBC is ready to follow up Cosby with "The

Flatheads On Parade".

The best of luck with Zork Zero . Any reviewer giving this little gem
anything less than five mice deserves a swift kick off Aragain Falls.
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Zork Zero

I had never played any Jnfocom game before so I did not know what to

expect The graphics I believe make the game more playable especially the special

graphic puzzles - Double Fanucci, Snarfem, Tower of Bozbar. The title screen is

also a nice surprise, once you get through the prologue*

1 had problems with Double Fanucci, and could not figure it out after hours

of play. I also encountered trouble with Snarfem. The game was hard for me
since I did not know what to expect, but I feel it will be challenging to any one who
has a mind for this kind of a game. The hints also come in very handy. I did not

get as far a 1 would have liked because when I get frustrated with a game, I like

to set in down for a few days. But because of the deadline I did not and became

more frustrated. I also think that the wand should have one or two more uses in

it

1 enjoyed the logical puzzles such as the room with three doors (it should be a

special graphic puzzle showing each door and what each says), and the Inquisition.

The riddles were also enjoyable and show what challenging. I also liked the large

playing area, the many secret passages, transporting with the amulet, and the

gondola ride. The ability to save, restore, and undo is also helpful. Enjoyed the

joke about Michael Flathead and the Flathead five.

The first copy I received was full of bugs, but the second was very playable,

and no problems with dialogue. I included on the trouble sheets some minor

problems that 1 found. 1 enjoyed being a tester and hope that 1 have some help to

you. I am looking forward to seeing your product in the store. If there is anyway

I can help you out in the future, let me know. Thank you for the opportunity to

test Zork Zero and I wish you good luck in marketing it



September 19, 1988

The Zork Trilogy has always been my favorite Infocom games, and much
of the flair of the first three exists also in Zork Zero. However, in creating

such a large game, some of impact of the original games has been diluted. It

seemed there were fewer pitfalls, substituting puzzles instead. This

eliminates much of the sense of danger which made the earlier games
exciting. Rnd some of the puzzles seemed tedious (such as obtaining the six

gloops of water and especially the towers of Bozbar, which wasn't difficult,

merely extremely tedious). I liked the hiding of important in- formation in

the calendar. I would have liked to see more disguising of objects or events

in the story, though.

I played Zork Zero on the Mac Plus, and though I liked the idea of the

maps, performance seemed to lag. The same holds true for the hints section

and drawing new screens, as well as setting up the puzzles. Perhaps this

can be optimized in the final release.

Unfortunately, due to time considerations, I needed to resort to the

hints section more than I would have liked. There were two MRHINTS
numbers that were displayed (and only two, no matter what I did), which
were 12 and 26. Also, an interesting comment of "(Debugging info: PMEM 31

Left!]” appeared in the game. I assume you'll know what this means.

There were not a lot of bugs that I ran into, but I'm enclosing the ones I

found. Dne thing that proved less than obvious to me was that the picture of

the brain in the rebus meant "mind". This could merely be a deficiency on my
part, however.

Favorite problems: getting little toe fungus, passing the inquisition,

obtaining the elixir (I liked this, although the solution seemed obvious),

zilbeetha, getting the hardhat, and getting the rusty key.

Promising problem (but not developed fully): Entering IDishyfoo territory

(why couldn't we meet a lllishyfoo <ghost?> and learn information by talking

with him?).

Least liked problems: Playing towers of Bozbar, getting the flys to Dtto

to obtain the spyglass.

In summary, I liked the storyline (but next story, include more danger

and empower the player to battle his "nemesis"). The best fix you could do,

in my opinion, would be to optimize the speed of some of the new features

you have included in this game.
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From:

To:

Infocom
125 CambridgePark Drive
Cambridge, MA 02140

Thank you for letting me test Zork Zero. I have a few comments I would like to make here
which do not “fit into” the bug report form. First I would like to say that I am a little

disappointed with the graphics of the game. I understand that the updating and so on are

not supposed to be working in the version you sent me, but I thought that is why you
needed people with Mac IIs. How can one test for Mac II compatibility if the updating in

the program doesn't even work yet? Conflict checking against the palette manager, DAs,
MultiFinder, etc., assume the application at least tries to update correctly. Anyway, I guess
the game you sent me was just not in those stages of testing. . .1 hope.

The beginning of Zork Zero was great. I really like the idea of an interactive introduction.

(Excuse me for saying that if all your games begin the same way!)

Since I am not working for Infocom I really have not had as much time as I would liked to

have had to play Zork Zero. The past couple of weeks were especially bad for me. In fact

I think I can honestly say that I did not even come close to finishing the game (181 points

in 617 turns). It's big! One suggestion to “solve” this “problem” would be to have saved
games set up to send out on the test disk. This way everyone would get a chance to test the

game in general but you could assign people to specifically concentrate on a particular

section of the game. If they manage to get their on their own, fine, but if they cannot and
time is running short they could open saved game X and go from there. What do want for

nothing? A Rubbbberrrr biscuit?

Thank you again for letting me be a tester. I hope my comments and bug reports help you
in some way along the road to perfection. I eagerly await the next challenge. .

.

Oh yes, I almost forgot, MAXINTS went up to 24 but was usually 12 or 20.
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Report on Zork Zero, Beta version

Over a 1 1 impress i ons : This is a very successful game. It

manages to keep the -flavor o-f Zork while simultaneously having a

more interesting and involving plot. It's very rich, and that adds

a lot. And, o-f course, it's -funny.

The graphics are OK, though I can't say I think they add much

to the game. I also hate on-line hints - -for the same reason you

always advised people not to buy the Invisi Clues books

simultaneously with the games - but I realize that's a marketing

decision. It's well enough implemented, but the interface could be

better

.

I -finished the game in two nights and one day o-f intensive

playing (and when I say intensive, I mean staying up till 4 in the

morning). It's absorbing and challenging.

Now all we need is a game where you have to be one o-f Dimwit's

cour t i ers . .

.

Major probl ems : SCRIPT ing does not work at all on my system

(a Mac Plus with an original Imagewr i ter ) ,
which is why I have

enclosed no transcripts with this report. When I turn SCRIPT ing on,

the printer responds, but nothing is ever printed, and I get no

response when SCRIPTing goes o-f-f. Yes, I checked that I was using

the right printer driver, and my printer is -functioning fine.

I presume it's too late to do this with Zork Zero . but it

would be nice if in addition to the compass rose there were some

indication of the ability to go up and/or down.

As I mention on page 5 of my bug sheets, there's a problem

with the graphics when you boot from a saved game.

The game slows down oddly at some points, particularly when

you use a word it isn't sure it knows or it has to ask you a

question. Also unfortunate is that after you look at a graphic

screen (e.g. the rebus), when you come back to the game, all prior

text is gone from the screen. In the future I would love to see

this changed, or, even better, some scrolling back over previous

text allowed.
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Other notes and suooest i ons :

- The game of Snarfem really needs its interface improved.

Often, I accidentally hit the wrong number key when choosing a pile,

and there's no way to cancel that choice and hit the right key.

There also ought to be a way out of the game if you don't want to

play it at the moment.

- It would be a good idea to put some subtle indication in the

game that the wand has a limited number of charges, in its

encyclopedia entry or something. I used mine up once, testing to

see what the wand did and zapping the bedbug, and when it ran out, I

had to go back and replay hours worth of work. That was one of the

most frustrating aspects of Hi tchh i ker 's Guide , and I hated to see

it reappear here.

- The games are of widely varying challenge and interest. The

Towers of Bozbar <or whatever it was) is, of course, an old game,

and while there's some interest in doing it once, even if you know

the solution, having to do it two, or more likely three times (if

you do it before going through the other door in the room), gets

very tedious.

Snarfem, also an old game, gave me a lot more trouble. I was

stuck there, frustrated as hell, for a long time. My husband

finally worked out a system for me, but I discovered later that the

pattern of distribution of the stones changes radically.

I always hated Hi-Q, so of course I hated the peg game. After

a couple of desultory attempts, I just called up the hints and

imitated the moves. (That's why I don't like on-line hints, of

course .

)

Double Fanucci, on the other hand, was very clever, though it

took me an embarrassingly long time to figure out the trick (it had

been a while since I'd read the calendar bios). The jester's

statements and actions are hilarious, and there are enough different

ones that it doesn't get too tedious.

- Another spot that stuck me was the Mirror Lake - getting off

it, that is. I had to have recourse to the hints, and probably

shouldn't have, since I took physics at MIT. I suspect lots of

people will get stuck there.
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- The memo in the FrobozzCo building mentioning teleportation

tokens is an annoying red herring (unless there really is a token in

the game and I just missed finding it). I wasted a lot of time

searching for one before deciding that it didn't exist.

- Another red herring is the birch (I think) tree outside the

mine where you find the sapphire. It's described in such detail,

and described anew each time you enter that room (even in BRIEF

mode), that I presumed it must have some importance, but I couldn't

find a single use for it. If there is one, it's too well-hidden.

- One place where there aren't enough red herrings is in the

clues. I realize the clues are only partly done, but there should

be plenty of fake headings and long, useless answers like in the

clue booklets.

- You asked testers to report MAXINTS values. I'm not sure

what you meant by its maximum value, but I got the values 12, 16,

and 20, depending on how high my score was when I quit or got

killed. I never got anything lower than 12 or higher than 20.

- I love the comfy chair.

- I loved the problem of the chess pieces. It's clever and

well implemented, not terribly easy but quite amenable to logic.

The one thing I regret is that you can't watch a piece destroy

another piece whose space it lands on (since it gets there before

you do)

.

- The ending is funny and satisfying. I also like the touch

that if you get caught in the castle when it collapses you turn into

the rug in the living room. Delightful.
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(Warning: this report is disjointed, poorly written and just plain silly.)

This has got to he one of the best games I've played in a helluva long

time (if not my new favorite Infocom). The map's enormity played a big

part in that, but the main reason for my mega-enjoyment is the puzzles.

The mix of adventure type puzzles with more traditional problems (ie.

Tower of Bozbar, Peggleboz, riddles, stew) is fantastic.

1 don't know how hard you intended to make this game, but just to give

you an idea of how hard I found it, ill give you my gaming stats. I first

received this game on Wednesday, August 31. By Friday I had about 650

points without using any hints. ! finished on Tuesday, September 6 (and

barely played at all for 2 days). Overall I needed hints for 3 puzzles. My

max MAX INTS was 24.

The hunger spell had me stuck. Then I came exceedingly close to

solving the Rockville puzzle, but i didn't come up with bringing the knight

into the construction site. I kept trying to mirror moves or something

along those lines. The last hint ! used was finding the tie. I had no idea

where it was. In fact, that is my only real solid puzzle complaint. I don't

like it's discovery. It's too hit or miss. If you get it, great, but if you go

through that room and miss it, due to the BRIEF feature, you'll probably

never find it. Maybe if you see the nest each time you walk through even in

BRIEF mode.

My only other problem with puzzles is that maybe the Rockville puzzle

seemed a bit thin. I came close, but (and maybe it's me) I never



considered bringing the pieces down to Flatheadia. (By the way, I did see

the stuff about that puzzle in the encyclopedia.)

Well, as long as we're talking about puzzles, I may as well critique

puzzles right and left. ! really liked some of the riddles. They weren't

hard, but it was good to see a new cleverness in your games. The hardest

one had to be the musician one. Still, it didn't take too long to solve. 1

didn't like not being able to cross the stream afterward, however, i could

have sworn there was something besides the diploma over there.

The Inquisition was great! The stew was good. The fungus was great.

Snarfem could have smaller flowers, i got it too quickly. To be

honest, ! didn't want the answer to be given away. I enjoy working out the

puzzles and, although Joe tells me it took him 3 hrs, I would almost rather

have an easier puzzle that you solve instead of just figure the trick to.

The whole damn game was really good. Not too hard but significantly

harder in its second half than the first. That fact really allows you to run

through what looks like an easy game just to be faced with some really

tough problems. Nice. The oracle areas were much harder than running

around the castle. One really good thing about the puzzles was that they

weren't all in order. You could pretty much do it all in whatever order you

wanted. That's important. It lets you get into the geography in whatever

order you want. I didn't feel confined by an order in which to solve the

game. One thing about getting the candle though: once I got it, there was

so much territory to cover I didn't have time to do it in one sitting. A

LARGE portion of the game revolves around the candle - the candle

accessible only with the packaging. I like it.

Next is the rapid fire random stuff that makes these reports such a

pain to read (enjoy!):



The cursor is present in all the graphic screens, and it detracts from

the picture. That damn little vertical line kept grabbing my attention.
^

Also, the mouse pointer wouldn’t go away if the mouse was unused. For

instance, I would use the mouse for restoring my game and then have to

shove it off the screen so i could read again.

I noticed in the reference card that no system folder would be

provided with the sale copy. The finder 1 used had only the fonts that came

with my computer. Bluntly, the text for the status line and the hints

looked awful; I did not have the 14 point Geneva you used installed on mu

system disk. And I don't think that many people do. Will people who have

just gotten a Mac or who don’t know how to use it’s utilities be able to

find/install /use this font size? Are you planning to include this font with

the game? It would be a mistake not to. While instructions as to how to

install a particular font would be helpful, by not including the font itself

you are going to make the game ugly. Mis proportioned fonts are not

fun to look at.

I love encyclopedias in games. I tinkered with the Sorcerer one

forever, and 2-Zero‘s one didn’t impress me as being as big. it didn't have

K / / J J
words like "guano," "Mumberthrax," "Zilbo,” ’’Fenshire," "Granola" (although

it did have "granola riots"), the month names, “Zorkmid," any of Lucrezia's*

husbands, "guano," etc. Also you can look up "ear fungus" but not “toe

fungus."

I'm not even going to mention the black and white graphics. You know

it, i know it, my dog knows it. The graphics aren’t, ahem, good. Yes, I

know they aren’t finished yet, but, woo, do you have a ways to go. The

icons are nice, functional, simple and clean. (Although the back alley icon

in the village takes a while to focus properly on. i thought it was a weird



vase at first.) The maps and the encyclopedia entries and the game sceens,

however, need some serious work. I took Joe’s advice one day and went

down to a local Mac dealer to see what the completed color graphics look

like and i am impressed. Though the resolution wasn't what I expected (at

all), the drawings themselves were very good. And speaking of the

resolution, is it so low on the Mac 11 because of disk storage limitations?

The disk is already pretty full and it looks like you only used a fourth of

the graphics potential of the ii. Just wondering, because you might end up

with some disappointed 11 owners out there.

Though it would be neat to impress my friends with, you should

probably removed the ”$skip“ command. (Ask Liz how 1 knew about that!)

Also, don’t forget to remove the "parser notes" at the end of each game.

1 don’t know if you care about this or not, but when restoring the game

2-Zero also accepts saves from the following games: AMFV, Enchanter,

Sorcerer, Infidel, Seastalker, and possibly more. They all of course cause

a system error if loaded.

Why do the "LOOK" and "INVENTORY" commands take a turn? They

never have before and 1 hope they don't in the release version.

One problem 1 had was one 1 had with another application. 1 have Pyro

1.0 (a screen saver) installed on many of my disks, and it gave me a

problem. (When playing an Infocorn they come in handy when 1 walk around

the room to think.) Well, Pyro kicked in and when 1 turned it off, 1 was

rewarded with a totally blank screen. 1 blindly typed REFRESH and that

worked fine. But come on, it was a blank screen. Very sloppy.

How about a secondary solution to getting off the mirror in the Gray

Mountains? You could drop the gravel on the mirror and stand on it for

traction.



While checking the dates of everything I could find looking for

mistakes., 1 noticed that no work has been done on Rockville Estates for 3

years. The dam was built in only 1 year; just thought I'd point it out.

One thing I’m not crazy about in the hints was that after you see a

hint, it stays on the screen. For some reason it just doesn't appeal to me.

I would rather "uncover" them each time. Also, how will the player see the

first hints in a long list that scrolls off the bottom?

1 noticed the fanucci hint hasn't been written yet. You could write

something like the clues to answer Belboz in the Spellbreaker invisiclues.

They were well done and applicable here.

The hints concerning the jester shell game say that you shouldn't read

on unless you have been in the Secret Wing. The goggles are in the East

Wing but the key to the East Wing is in the Secret Wing, i didn't know

which you were refering to. Was that intentional?

Did you guys notice that even though you are walking around a HUGE

castle with rooms so big you have to rest half way across, climbing

mountains, crossing deserts, and ballooning that this game all takes place

in 1 morning, i spent nearly 3000 moves one game just to find it was the

same day.

I don't know if this problem is still relevant or not, but in version 242

i typed the word “shit" on two different occasions and was rewarded both

times with file errors. This was not the case in v. 243.

The docks are really annoying. "Get on dock. Get on boat" and "Get

off.get off" are a pain and I don't really see the use.

While playing with the mirror ! found a few items without interesting

reflections that i thought should have some. They were the ring, the scrap

of parchment, and both passages.



When you don the cloak, should the world continue around you? I got

in the balloon and, while flying, put on the cloak. When 1 removed it

several moves later, the balloon hadn't moved. I don't know if that was

intentional or not.

Could you add a description of some sort when you put on the glove. I

had no idea it made me more dexterous until 1 tried to get a fly and the

description mentioned it. Also, by the time I was ready to try to open the

vault, I had been wearing the glove for so long, 1 forgot i had it on. I takes

no room to store, so i just left it on and forgot about it. In other words,

the vault puzzle is a little silly. The light source to get to the vault is in

the secret wing, the glove is in the secret wing. Of course the player will

have the glove when they are ready for the vault.

While playing with the perch i found the following: "Drop perch out of

dirigble" works fine, but "Drop perch out of gondola" doesn't. "Throw

perch" does the same thing as "Drop perch" even if you are in the gondola,

and zapping to the perch after dropping the perch from the gondola gives a

pretty boring description. It could be much more colorful depending on

where you drop it.

! like the death when you point the wand at yourself. Getting buried

under tons of shit is a great way to go.

Grice or twice in version 242 the jester would appear in the West

Wing before I tried to pass him to tell me i couldn't go west. I didn't see it

in 243 but I thought I should mention it in case it was by chance.

Before i realized Otto's name i typed "Toad, tell me about name." He

responded with something like "I'm not ugly." Was that because he is

paranoid or because the game though I typed "Ugly toad, tell me ..." If it

was a joke, it was wasted on me. I thought it was a bug until I noticed the



ugly reference in the encyclopedia; then i just got confused.

What is the deal with the word "object?” At the Outer Bailey ! typed

”X root” and it said i didn't see any "root object” there. There were other

"object" references about the game. Very computerized sounding. Not

smooth.

If you drink the potion twice in rapid succession., your ears tingle

after the first and then, a few moves later, your ears tingle again. Why

the delay? It's totally unwarrented. They should tingle, then tingle again

right away and start the countdown of hearing anew as soon as the second

drink is taken.
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During the nine yt ?rs since Z or k I first sppesred on home computers , the
Z o r k Trilogy has become the best-selling, and best-loved, series of
interactve stories. Since then, countless fans have begged for Zork IV.*
Now, Info corn's Steve Meretzky, by doing exactly *he opposite, gives you
something ever better, taking you back to the before beginning. Nearly
18 months in the making, Infoccm is proud to reveal it's most ambitious
project ever: Z 0 r k Zero!

Epic in both size and scope, this 0 requel covers a century of time and
explores the collapse of the Great Underground Empire. Straining our new
"Y" system to the limit, Zork Zero is our largest game ever, with more
than ZOO locations, and as many puzzles as all three games 0* the Zork
Trilogy combined! To top it off, Zork Zero shatters one cf computerdom's
most sacred barriers by featuring the first true graphical enhancements to
an Infocom story!

Gur diehard *' a n s are probably mourning the passing of an era: bu+ take
heart at the words of author Meretzky: "Zork Zero has everything you've
come to expect f r c ^ Infocom: lots of descriptive prose, a ton of puzzles,
depth and attention to detail, a well- tested and polished product, and
all served up in a fun, handsome package! The graphics simply add one
more level 0 * excellence. I “Tied to use them ir different way? rather
than illustrate locations, the graphics are integrated into the puzzles
themselves. I'm really pleased with the result."

Those graphics, by computer artist James Shook (see separate story), made
possible such graphical puzzles as D ecgleboz, Snarfe-1

, the Tower of Bozbar
and Double r anucci.

Suotitled "The Revenge of M egaboz , " Zo r k Zero takes you back to the last
days of the Empire, A wizard's curse has destroyed the ruling Flathead
family, and ‘"'35 threatened the kingdom itself. Although you are but one
of many fortune hunters who have flooded the capital city of Flatheadia
to try and claim the Huge reward for stemming the curse, a carefully
guarded family secret gives you a big advantage!

As you ceg in your quest, you'll meet the court jester, whose rhymes
will leave you laughing, whose tricks will leave you cursing, and whose
reouses and i d d 1 e 3 will leave you scratching your head. You'll travel
to every corner of the kingdom, visiting exotic locales from the glaciers
cf the Gray fountains to the swamps of Fenshire, from the 0 1 a c i d scores
of ls< 0 Flathead to the searing rest of the Great Underground Cesert,
from the defoliated c u b 1 i 0 Valley to the granola mines of Antharia.

Zork Zero answers many of the questions that have tormented Zorkers for
ages.* What was Dimwit Flathead's castle like? What is it like to play
Double Fanucci? How did the G r e a 4 Underground Empire collapse? Where
did grues come from? And finally, most compelling of all, what is the
origin of the White House where Zork I begins?

cut wait -- there's more! Zork Zero abounds with exciting new features!
It marks the introduction of Infoccm's newest generation parser (the part
of the program that "digests" your input). This is our friendliest parser
ever, making it easier for a novice to get started, but crovidina more
power for the experienced rlayer.

Zork Zero continues cur recent and very popular trend of incorporating
on-line hints. However, in a development made possible by our new
graphical system, Zork Zero also includes complete or-line mapping!
The puzzles themselves range from simple to bogglirg, but with on-line



hints, no one need ever pound their ^ e a d s on a wall again! Finally*
Z o r k Zero is laced with that famous M eret 2 ky humor - - the special brand
of zaniness that you loved so much in °l?netfall, M itchhiker's Guide,
and Leather Go desses of Photos*

The packaging lives up to the usual Infocom standards. You'll start with
a scrap of parchment containing a spell from the secret notebooks of the
great magician .Megaboz. Then, add a construction blueprint from Pcckville
estates, the cave-aound condo complex that's t* r '9ted * or Young Underground
Professionals, ^rd top it off with a handsome calendar, featuring excerpts
from "The Lives of the Twelve Flatheads" and illustrations by the great
painter, Leonardo Flathead. T his calends-' is f ro r the year 383 GUE, but
(by an incredible coincidence) it is also perfectly usuable as a 1988 AD
calendar!

From the exciting prologue, where you'll come * a c e to face with Lord
Dimwit Flathead the Excessive, to the climactic epilogue, where you'll
meet the most powerful wizard to ever set foot on the soil of Quendor,
Zork Zero has something for everyone, and promises to be the best
offering yet from, the master story teller* at Infocom!

* 0 * course, many Infocom aficiandos consider "Enchanter”
to be " Z o r k IV."

r

'



New York Press Conference Agenda

Tuesday, July 19, 1988

Although we are slated to begin at 7:00 pm, we will probably have to wait until

7:10 or 7:15 to allow for latecomers.

I. Introduction by Joel

This will be a very important part of the press conference. Joel will introduce
each product and explain how the "Tamara" theme fits in with our presentation.

Joel will then talk about how each game represents a new direction for us. It is

crucial that Joel explain why we are adding graphics and entering other categories

in a manner that does not sound defensive (i.e., we’re catching up to the rest of the

market). This will be important for Dave, Marc, Steve and Christopher to

remember as well when presenting each game. We should go with the idea that we
simply have been waiting for the right time to include graphics in a way that

would work most effectively in our games. As for getting into role-playing games,
we should stress the fact that we will not be abandoning the level of quality that

is found in our interactive fiction (similar to what Elizabeth’s talked about in the

Status Line article).

Question: Do we want to talk about the new development system in Joel’s

introduction?

II. Presentation of new titles by Steve, Marc, Dave, and Christopher. Each
presentation should be about 7 minutes. A computer screen of each game will

appear as each person is speaking.

At this meeting, we should establish:

1) A "theme" common to each presentation that ties in what Joel has just talked

about with what each game is about — i.e., each game should be an indication of

which direction Infocom as a company is going. We should stress how each graphic

is used differently in each title.

2) In which order we want to present each game.

III. Wrap-up by Mike, who will cover packaging aspects as well as how all of these

revolutionary and radically new things are leading us into all sorts of strange and
wonderful directions. This should include an explanation to



n

some extent of what these directions are and then a general discourse on what the

future holds for Infocom. Mike will then invite everyone to look at the demos.

IV. Demos of each game. Four computers will be set up. Steve, Marc, Dave, and
Christopher will man each computer and talk about each game in more detail.

V. Play begins at 8:00 pm. The buffet is served at 9:10.



San Francisco Press Conference Agenda

Thursday, July 2jl, 1988

We will begin the press conference at 6:30. The actual press conference will take

place in a theater inside the exploratorium. Steve will be working on a skit

(explained below) that we will rehearse a few times here. I would like to be able

to get into the theater on Wednesday, July 21, to run by the skit a couple of times.

I have not received word yet as to how early will be able to get in. We should all

plan on arriving in San Francisco on Wednesday in the event that we will be able

to rehearse. I will let everyone know as soon as I receive word.

The idea for the skit is as follows:

The entire press conference will be a news broadcast, with Jon Palace as the

anchorman. It will begin by Jon saying, "welcome to the 7:00 news," and then
highlighting the top stories, which will be brief descriptions of each game. We will

have backdrops to set the scene for each game, in front of which Dave, Marc, Steve
and Christopher will "report on" each game in a news-like manner. Each backdrop
will be spotlighted as each "reporter" speaks.

After the last presentation, Joel and Mike will talk as outlined in the NY Press

Conference Agenda.

Four demos will be set up in the theater.

At this meeting, we need to:

1) Brainstorm on ideas as to how the skit will take shape.

2) Determine when we will run the computer-projected video display (during Joel

or Mike’s presentation?)

At approximately 7:15, a buffet will be served in the mezzanine of the

Exploratorium.



Expected Press Questions

1) Is interactive fiction a dying art? Will Infocom put out another interactive

fiction title ever again?

2) Do your graphics really take the place of the imagination?

3) How many more role-playing games will you be coming out with?

4) Do you think you "sold out" to a) Mediagenic or b) market demand by adding
graphics?

5) How much of a role did Mediagenic’s acquisition of Infocom play in Infocom’
decision to enter all of these new categories?

6) Will you be targeting all of your future products to a more mass-market
audience?

7) Do you have any CDI plans in the future for any of these titles?

8) How do you plan to compete with other role-playing software publishers?
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5kA>e.
To: All Going to Press Conference

From: Nancy

Re: Travel Itineraries

Please look at the attatched itinerary to make sure

that I have not made any mistakes. If you see any changes

that need to be made, please come see me A.S.A.P. Thanks!



ANGORA TRAVEL INC.

125 CambridgePark Drive

Cambridge, Massachusetts 02140

Telephone: 617 868-6042

BALES PERSON « 70
L !

ITINERARY DATES 07 JUL 8E

7

TO s INFOCOM THIS INVOICE REPRESENTS AN IMMEDIATE

125 CAMBRIDGEPARK DR
CAMBRIDGE? MA 02140

TRANSFER OF FUNDS FROM OUR AGENCY TO THE
PARTICIPATING CARRIERS UPON ISSUANCE OF
TICKETS. YOUR PROMPT REMITTANCE WILL BE

APPRECIATED.
0 J

F 0 R s MERE TZK Y /S T EVEN
A

20 JUL,

;

SB WEDNESDAY
AIR LV NYC .AGUARDIA

AR SAN FRANCISCO
RESERVED :ats

920

A

2i 6P
246

TRANS WORLD
1-STOP

FLTsj.77 SPC
BREAKFAST

COACH

JUL 88 ••- FRIDAY
AIR LV SAN FRANCISCO 101 OA AMERICAN FLTSS6 3 PCI... COACH

AR CHICAGO OHARE 408P NON-STOP LUNCH
RESERVED SEATS cow

AIR LV CHICAGO OHARE 534P AMERICAN FLTS194 SPCL COACH
AR BOSTON S57P NON-STOP DINNER

RESERVED SEATS 26H

S IS A TRAVELPECIAL FARE TICKET WHICH INVOLVES
RESTRICTIONS, CANCELLATION OR CHANGES TO THIS TICKET
WILL RESULT IN A PE .TY FEE OF ,c,'> 0/0
PLUS ADDITIONAL COST FOR A NEW TICKET
FARE IS 543,00? PURCHASE TICKET BY 17JUL ? FARE IS NOT
GUARANTEED UNITE TICKET IS PURCHASED*
YOUR HOTEL IS GUARANTEED FOR LATE ARRIVAL* SHOULD YOUR
PLANS CHANGE? PLEASE NOTIFY THE HOTEL DIRECTLY BY 6Ph
ON DATE CF RESERVATION JO AVOID BILLING,
IN SAN FRANCISCO? YOU WILL BE SHARING A HOTEL ROOM
WITH J* PALACE
PAN AM SHUTTLE FLIGHTS DEPART BOSTON AND NEW YORK?
LAGUARDIA AIRPORT? EVERY HOUR **GN THE HALF HOUR*#*
MONDAY THROUGH FRIDAY? 630AM TO 830PM*



^ Outline f o Sen f ran. Press Conf. "Neuiscast" Idea

[Stage darkened.!

CSpotlight on on anchor desk* stage center. Jon sits at anchor desk. Slide*
projected on screen behind Jon* shows a pictu r ? o * mercator projection
lines in the shape of a clobe over an In -foco T loco. Teletype sound effect
in background.

3

JGN: Good evening, a no welcome to the Infocom Evening News. I'm Jen
D a 1 a c e » and s ere are tonight's top stories: [slide of e 1 f 3 A band
of travellers is set to l^ave the coastal village of lendros to

stem the Great Evil which has blighted the land. Cslide of samurai
warrior! In Japan.... Islide of megsbozl And* in Flatheadia*
thousands flee as the Great Underground rr mci ,~e seems on the verge
of collapse. But first* this message.

CSpotlight off Jon. L i g h + on Christopher, stage right. Christopher, wearing
uniform, does a ~ i ^ u t e long comm, ercial for some Eattletech-related piece of
equipment. Light o t f Christopher. Light on Jon.

3

JGN : Steve Meretzky is standing by at the Flathead castle with the
latest news on + u e imminent collapse c * the Great Underground
Empire. Steve?

I Light off Jen. Light on Steve* stag* left* in front of a simple backdrop
of a crumbling castle.

3

STEVE: Jon, there's ~ full-scale oa^ic here in Flatheadia* as just about
everyone who isn't locked away in the castle dungeons is in the
midst of * 1 a e i o g to *he westlands. ^ s you know* the curse of the
great wizard M e g a b o z is scneduled to take effect tomorrow, reducing
the Empire to r u u b 1 e and bringing unfathomable death and chaos in

its wake. Although Kino Wurb Flathead has offered half the wealth
of the kingdom to anyone who can ste T the curse, it is expected that
by daybreak tomorrow* this province will be completely deserted --

except for = handful of b r a v ° or foolish torture seekers.

[wight off Steve. Light or J o n .

3

JGN: Travellers ^leein g the G^eat Underground Empire are warned that
all ship routes across the Flathead Ocean are completely booked;
authorities are advising Flatheadians not to leave home without
confirmed travel clans.

CJon turns a page on the desk in front of him.?

J u N : In medieval Japan...

[Light off Jen. Light on Dave, stace right. Dave is in front of a simple
background with a Japanese theme, such as a Japanese archway.

3

DAVE: All cf Kyoto is cuzzing...

Slight off Dave. Light or Jon.

3

J G N

:

r'
In an unrelated story* a California company has announced that it

has developed a process for making chocolate-coated sushi.

r'
[Jon turns a page.

3



J J N : Gn the Jovian sattl elite Ganymede, a spokesman for Scent-0- Mart
reports than continued brisk sales of Info corn's LEATHER GODDESSES
C r PHG C CS, which comes with a scratch ' n ' sniff card, is causing
system-wide shortages of several popular aromas.

C J o n turns a p a g e . 3

JGN: Our roving rspor + v src Blank is in the tiny coastal town of Lendros,
where = Gres t Evil has -been ravaging the land. But now, apparently,
the townspeople :re doing something about it. Mark?

[Light off Jon. Light on hare, stage left. Marc stands before a simple
backdrop of a cluster o* huts and a cluster of elves. Cne of the elves
is waving at the ’'camera.” Another is, perhaps, holding a sign which
reads "Hi, Mom! "3

MARC: In a desparate attempt to locate the Evil One and halt the Great
Evil which has ravaged this strange and beautiful countryside,
the town o * Lendros has sent forth a oarfy o * four brave
companions: a wizard, a doctor, a carpenter* and a food merchant.
Tnis party hopes to cross the hazardous lards between Lenaros
and Sunrise M oun+ain, in order to consult the great wise hermit,
Astrix. The hope is that Matrix will show these able-bodied
heroes a way to fight the Great Evil. But does the enigmatic
Astrix really possess this knowledge? Cnly time will tell.

[Light stays on Marc, and comes on J o r. , 3

JGN

:

Marc, can you hear me?

marc: [touching his ear as touch pressing in am earpiece! Jon, yes.

J Q N

:

Marc, how are the townspeople Holding up under the yoke of the
Great Evil 7

MARC : It's affected almost everyone, Jon. The crops are blighted, the
water is contaminated... in the caverns, the ores have been
stirred into a near-t r enzy... and almost everyone here has
a friend or relative in the town of Zan, which is now
completely in thrall to the Evil One.

JGN: well, it sounds pretty serious there Marc.

CM arc nods. Light of* v arc.

1

JGN: We'll be back with a-" exciting live interview, but first, this.

CLight o* * Jon. Light on Christopher, stage right. Christopher does
another commercial tor a different piece c * C attletech equipment. Light
off Christopher. Light on J o n . 3

JGN: Now here's "Crazy Boris" Bolinsky with a review of the latest
Info comic, Zork quest II. Boris?

[Spotlight shifts to the left, u h e e Boris is seated at a chair, wearing
a funny hat. Who will pis/ Boris? Hmmm...3

BORIS: I just lcooooove these Info comics, Jon. And this one is the best one
yet! As you know, these are tne new line of interactive comic bocks.



the rrost fun I've ever had without wearing a rubber suit... the only
third better than playing an Infocomic is playing an Infoccmic and

skydiving at the sane time... three melons... a sheep...

[Spot,. i g h t shifts back to J o n • 3

JON

:

That was Crazy Boris with a review of Zorkauest I I » the newest
Infocomic.

[Jon turns a p a g

e

•

1

JCN

:

We have as a guest in our studios Joel B e

r

e

z

? the president
of Infocom» an award-winning entertainment softw-re company
located in Cambridge? M A . CSpotlight enlarges to show Joel
sitting at the desk tc Jon's right. 3 Joel? welcome.

JGEL : Thank you? Jon,

J G N

:

Joel? In < oco m has always been known for a very specific
type of computer entertainment? isn't +ha + so?

JDEl : Why yes? Jon. Over the years? Infocom's n a m e has become
almost synonymous with all-text interactive fiction.

Jjn: And row...

JOEL

:

Well? Jon? we're planning to continue our stranglehold on

that genre while branching off into a whole plethora of

computerized story-telling categories.

JDN

:

Could you give me an example?

J Q E L : Sure. Take a look at Journey? our n^w Interactive Electronic
Role- p laying -an tasy Story-Telling Game. C v oritor lights up

behind Joel and Jon? showing Journey ready to be demoed.3
This is a totally new genre which blends the best of I c and
role-playing ga w es. And? as you can see? it's stunningly
illustrated with state-of-the-art graphics. CSeveral moves
of Journey demoec. Screen goes dark.

JON

:

This looks like it'll be another big winrer for Infoco^! But will

we ever see interactive fiction again?

JGEl : Certainly! Gur next product? sheduled for release in

late September, is IF. In fact? it's a prequel to our first
and most popular work o * interactive fiction.

J 0 N

:

You're talking about Z

o

r k Zero? right?

JOEL: Yes? and it's the biggest and best Zork game ever!

JGN: Could we see some of it? v

J j E L : My pleasure! C M oritor comes on? etc. 1

C J o e 1 talks about Shogun and Battletech.3

JGN

:

Now sword f r or Infocom's Creative Services reoar*ment -- + h e people
who do the best packages in the software industry!



C l i g h t Light cn M i k e y , stage left.

3

off Jon end Joel.

M I K c

r'

If you liked our zorkmids => n d sundials and glowing rocks and 3-0
comics* you'll love the packages that'll be coming your way this
fall! Starting juith Zo^k Zero, you'll qe f this profusely illustrated
calendar with dates of the Great Underground Empire and biographies
for every member o * the P lathead family...

Cuight off Mike. Light or Jor.J

JON: In sports, the Flatheadia Dungeon Masters were sliced to ribbons
by the Tokyo Samurais in this morning's Double ’snucci semi-finals.
Judges are still poring over the rules book, looking for anything
that covers this eventuality.

r- C J o n turns page.

I

JQN : Well, that's the news for today. Stay tuned to this channel for
ASK T HE AUTHORS, w h e e the audience gets to ask questions of
its f a vor i te computer came uniters and st orytellers • Tonight's
gjests are Dave Lebling, Steve Meretzky, and Marc Blank.

CLights out, tneme music, etc.]

V



inpocom
Infocom, Inc., 125 CambridgePark Drive, Cambridge. MA 02140

(617) 492-6000

Contact: Eileen Milauskas

(617) 492-6000

ZORK ZERO: A New Beginning

(New York, NY — July 19, 1988) — In the beginning, there was Zork,

history’s best-selling entertainment software product which sold nearly one million

copies. But wait! Was Zork really the beginning? This is a question that has been

weighing heavily on the minds of all Zork fans since the year 1 GUE.

Well , Zork fans, your wait is over. Infocom has finally spilled the magic

Frobozz beans. Steve Mcretzky, the hilarious author of the famed Leather

Goddesses of Phobos, has finally brought you back to before the beginning. Zork

Zero, the prequel to the Zork Trilogy, tells all (well, almost all) in truly

uproarious Meretzkian style, but with several new twists.

Epic in both size and scope, this prequel covers a century of time and

explores the collapse of the Great Underground Empire. Straining our new

development system to the limit, Zork Zero is our largest game ever, with more

than 200 locations, and as many puzzles as all three games of the Zork Trilogy

combined ! To top it off, while Zork Zero has everything you’ve come to expect

from Infocom, it also features the first graphical puzzles to appear in an Infocom

title!



In Zork Zero you will slowly uncover the history of the empire. Here is

your chance to learn the answers to many of the questions that have tormented

Zorkers for ages: What was Dimwit Flathead’s castle like? What is it like to play

Double Fanucci? How did the Great Underground Empire collapse? Where did

grues come from? And finally, most compelling of all, what is the origin of the

White House where Zork I begins?

Subtitled "The Revenge of Megaboz," Zork Zero takes you back to the last

days of the empire. Megaboz, an evil wizard, has cast a spell that has destroyed

the ruling Flathead family, and has threatened the kingdom itself. Although you

are but one of the many fortune hunters who have flooded the capital city of

Flatheadia to try to claim the huge reward for stemming the curse, a carefully

guarded family secret gives you a big advantage !

When the main body of the game opens, the Flathead family has already

been destroyed. Your challenge is to save the rest of the kingdom from the fated

curse that Megaboz has cast. And, there is only one way to stop the curse. . .

As you begin your quest, you’ll meet the court jester, whose rhymes will

leave you laughing, whose tricks will leave you cursing, and whose rebuses and

riddles will leave you scratching your head. You’ll travel to every corner of the

kingdom, visiting exotic locales from the glaciers of the Gray Mountains to the

swamps of Fenshire, from the placid shores of Lake Flathead to the searing heat of

the Great Underground Desert, from the defoliated Fublio Valley to the granola

mines of Antharia.

But wait — there’s more ! Zork Zero abounds with exciting features ! In

addition to all of the traditional Zorkian puzzles and obstacles, you will come

across some new graphical "games within games" that will absolutely knock your

socks off. Try your hand at such brain teasers as Peggleboz, Snarfem, the Tower

of Bozbar, and Double Fanucci. Plus, Zork Zero marks the introduction of



Infocom’s newest generation parser, a mouse interface, and on-screen hints as well

as an on-screen map.

By combining the best of the legendary Zorkian universe with the latest

technology in interactive storytelling, Zork Zero has taken the best of Zork and

made it even better. Zork Zero gives the game player MORE; more puzzles, more

graphics, more game, and...MORE FUN. From the exciting prologue, where you

will come face to face with Lord Dimwit Flathead the Excessive, to the climactic

epilogue, where you’ll meet the most powerful wizard ever to set foot on the soil of

Quendor, Zork Zero has something for everyone, and promises to be the best

offering yet from the Master Story Tellers!

Zork Zero will be available in mid-October for the Macintosh and Apple II-

compatible versions. Apple Ilgs and IBM versions will be available in November.

Atari ST and Amiga-compatible versions will be available in early 1989,

Commodore 128 versions in the spring of 1989. The suggested retail price is $49.95

*

for all systems.

********************
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By EILEEN BLUMENTHAL
—

i

l i fl
’M DEVELOPING a new theory

I of ‘Tamara,’ ” says the 31-year-old

I Canadian playwright John Krizanc.

I “It’s all about the second law of

thermodynamics — it’s about entro-

py.” Riding his metaphor, he continues: “It’s

a high-entropy situation — there’s an appar-

ent randomness, apparent chaos. We’re used

to theater where there’s a tremendous

amount of order. Of course, there’s an order

to ‘Tamara’ as well. It’s a question of percep-

tion.”

“Tamara,” which opens Wednesday at the

Seventh Regiment Armory on Park Avenue,

is a multi-track environmental work about

decadence and the dawn of Italian Fascism.

Conceived by Mr. Krizanc and the director

Richard Rose, it combines elements of a

satin-and-cocaine whodunit with the spirit of

an amusement-park haunted house, all in-

fused with strong political undertones. The
action is freely based on 1927 diary entries of

the housekeeper at II Vittoriale, the villa of

Gabriele D’Annunzio not far from Milan. Re-

nowned as a poet, novelist, womanizer, na-

tionalistic adventurer and general loose can-

non, Italy’s narcissistic Italian cultural hero

was under high-style house arrest by Musso-

lini at the time. The diary’s characters, and
the play’s, include II Commandante D’An-

nunzio plus several of his discarded, current

and potential mistresses, among them
Tamara' de Lempicka, the glamorous Art

Deco painter, who had been invited to II Vit-

toriale supposedly to paint her host’s por-

trait.

What makes this show unique is that

events occur simultaneously all over a re-

created II Vittoriale — as many as nine

scenes at a time, in 13 rooms and hallways on

three floors of the Armory. Each spectator

chooses which character to follow, and so

sees only a fraction of the play’s hundred-

plus episodes. Since viewers can switch their

subjects whenever two characters meet,

there are, in principle, several hundred thou-

sand possible plays to see.

All the permutations are facets of a single

story — which Mr. Krizanc describes as a

Eileen Blumenthal teaches theater at Rut-

gers University and is the author of “Joseph

Chaikin: Exploring at the Boundaries of

Theater” (Cambridge University Press).

The audience, too,

goes upstairs and

down in a play at the

Seventh Regiment

Armory set in

Mussolini’s Italy.

“tale about the mass psychology of Fascis:

sexual and political impotence.” The unc

thodox form of “Tamara,” he says, suppor

the theme: “Fascism is a desperate attem

to bring about order. Our premise was th

the best way to write a critique of Fascis

was to give people more freedom th<

they’ve ever had in the theater.” The stm
ture of “Tamara” also allows the audience

experience the paranoia the characters fe

living in a police state, where no one kno\

who might be an informer. “The very natu

of it is, ‘What the hell’s going on in the ne

room?’ D’Annunzio tried to seal himself in

vacuum and deny the politics around him
which you can’t do.”

The simultaneity and hiddenness of even

reflect not only direct political danger b

also a general, escalating apprehension

uncertainty. Playing again with the physi

analogy, Mr. Krizanc says, “There are :

these parallel worlds happening — but sim

we have only one body, we can only expei

ence one. We have an inkling that the othe

are there — well, it’s more than an inkling

the play, because we can hear peop

screaming all over the house.”

“Tamara” is about responses to uncertai

ty, to the loss of control. “John and I kei

referring to (the psychologist] Wilhel

Reich,” Mr. Rose says, “to people discovr

ing their own impotence and trying to fii

power in the face of it.” Following varioi

characters, he explains, spectators “see tl

same themes from different points of view

the society.” Upstairs, Mr. Krizanc quip

“it’s all art and madness” while the servan

downstairs have more directly political co

cerns. But he quickly corrects this over

schematic description: After all, one arist

crat in the play “doesn’t go mad and has
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“tale about the mass psychology of Fascism,

sexual and political impotence.” The unor-

thodox form of “Tamara,” he says, supports

the theme: “Fascism is a desperate attempt

to bring about order. Our premise was that

the best way to write a critique of Fascism

was to give people more freedom than

they’ve ever had in the theater.” The struc-

ture of “Tamara” also allows the audience to

experience the paranoia the characters feel

living in a police state, where no one knows

who might be an informer. “The very nature

of it is, ‘What the hell’s going on in the next

room?’ D’Annunzio tried to seal himself in a

vacuum and deny the politics around him —
which you can’t do.”

The simultaneity and hiddenness of events

reflect not only direct political danger but

also a general, escalating apprehension of

uncertainty. Playing again with the physics

analogy, Mr. Krizanc says, “There are all

these parallel worlds happening — but since

we have only one body, we can only experi-

ence one. We have an inkling that the others

are there — well, it’s more than an inkling in

the play, because we can hear people

screaming all over the house.”

“Tamara” is about responses to uncertain-

ty, to the loss of control. “John and I keep

referring to [the psychologist] Wilhelm

Reich,” Mr. Rose says, “to people discover-

ing their own impotence and trying to find

power in the face of it.” Following various

characters, he explains, spectators “see the

same themes from different points of view in

the society.” Upstairs, Mr. Krizanc quips,

“it’s all art and madness” while the servants

downstairs have more directly political con-

cerns. But he quickly corrects this overly

schematic description: After all, one aristo-

crat in the play “doesn’t go mad and has a

Sara Botsford as Tamara de Lempicka and Frederick R

heavy political thing,” and another upstairs

character “has a religious dilemma.” More-

over, “as the valet says in the play, servants

don’t just serve, but also service their mas-

ters, so there are a lot of cross-connections.”

Even after several viewings a spectator

will not know all the strands of “Tamara.”

(At productions in Toronto and Los Angeles,

about 20 percent of the show’s business have

been returnees.) But, Mr. Krizanc says, “you

can follow anyone and have a sense of a com-

plete story. On a proscenium stage, you can

explore your protagonist in depth, but there

will always have to be secondary characters.

Here, each actor is the star of his own story.”

Directing several interlocking stories at

once has its complications. Mr. Rose de-

scribes various “traveling techniques” he

uses to keep viewers from getting lost during

the movement between rooms and to hold

their attention while their fellow spectators

are catching up.

ing a corner, a

something or tur

turn a corner i

Sometimes the a

to keep pace. “N
longest cross,”

from Tamara’s
which is 25 feet o

D’Annunzio’s be
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down three fligh

the servants’ qu<

into the kitchen,

from his bedroor

“Jack [Weath
‘Shouldn’t you pi

athletes should 1



YORK TIMES, SUNDAY, NOVEMBER 29, 1987 H /

mm
H

WmmM
%%w.v.v.v.v.v

The New York Times/Peter Freed

Sara Botsford as Tamara de Lempicka and Frederick Rolf as Gabriele D’Annunzio in “Tamara
,
"opening Wednesday

\

I
* *

teavy political thing,” and another upstairs

haracter “has a religious dilemma.” More-
iver, “as the valet says in the play, servants

lon’t just serve, but also service their mas-
ers, so there are a lot of cross-connections.”

Even after several viewings a spectator

dll not know all the strands of “Tamara.”
At productions in Toronto and Los Angeles,

ibout 20 percent of the show’s business have
leen returnees.) But, Mr. Krizanc says, “you
an follow anyone and have a sense of a com-
ilete story. On a proscenium stage, you can

xplore your protagonist in depth, but there

dll always have to be secondary characters,

lere, each actor is the star of his own story.”

Directing several interlocking stories at

nee has its complications. Mr. Rose de-

cribes various “traveling techniques” he

ises to keep viewers from getting lost during

he movement between rooms and to hold

heir attention while their fellow spectators

are catching up. For example, “before turn-

ing a corner, a character stops and says

something or turns to the audience. When you
turn a corner you can really lose them.”
Sometimes the audience has all it can do just

to keep pace. “Mario [the chauffeur] has the

longest cross,” Mr. Krizanc says. “He goes

from Tamara’s bedroom to Finzi’s office,

which is 25 feet or something, then upstairs to

D’Annunzio’s bedroom — the stairs are a kill-

er, especially when you’re running, and he’s

always running — then he goes all the way
down three flights of stairs to his bedroom in

the servants’ quarters, and then he goes right

into the kitchen, which is the farthest point

from his bedroom on the servants’ floor.

“Jack [Weatherall, who plays Mario] said,

‘Shouldn’t you put it in the program that only

athletes should follow me?’ He always has a

‘ k'
core audience of healthy types.” The reverse *

of this problem, Mr. Roge says, is signaling

viewers to consider staying in a room when ^
some characters are going out but others will V
remain behind: “We start the new action be-

fore the other characters have left. We show
the audience that something’s going to hap- .

£'

pen.”
£

Sometimes dozens of spectators clamber
after one or two people, while other charac-

ters — heading for equally interesting en-
" ’

counters — have only a couple of people trail-
,

>

ing them, or even no one at all. “It’s often
*'

true,” Mr. Rose says, that the audience - < »

thinks, ‘I’ve got to follow the masters of the _ ^
household.’ In a Chekhov play, you don’t fol-

low Dunyasha. But when people discover that

there’s equally as much intrigue — and sex
— downstairs, the servants get followed too.” J
And as sections of the audience get wind of

*

Continued on Page 32
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By staging our play in a large house, we

allow you to physically pursue the characters

and interactions that interest you most.

You become an individual observer instead

of part of a mass. In this house, you move as

if invisible. Choices surrendered to traditional

theatre are returned. If events in the music

room do not intrigue, follow Emilia to her

kitchen; catch Mario in the bathroom or

pursue d’Annunzio and Tamara upstairs to

the bedroom. As in real life, many scenes

take place simultaneously; and not everything

is neatly resolved! There is no correct story.

No blind alley. Every choice is valid.

Every whim or dedication will be rewarded

in its own way. It is up to you to choose the

play you wish to see.

Performance Times
Monday, Tuesday, Wednesday, Friday at 8:00 PM
Saturday 5:00 & 9:00 PM

Sunday 3:00 & 7:00 PM
Wednesday Matinee 2:00 PM ( schedule subject to change

)

Reservations and Information

Continental Guest Services

(Golden Penn & Leblangs)

( 212 ) 944-8910 .

Group Bookings
Discounts are available to groups of 20 or more. Additionally,

an entire performance of TAMARA may be purchased for

private parties, charitable functions, and corporate

presentations at special prices. For further information,

contact GROUP SALES BOX OFFICE (212) 398-8383.

Press Representative

JEFFREY RICHARDS ASSOCIATES (212) 489-6745.

Location

The Park Avenue Armory

643 Park Avenue at 66th Street, New York, New York 10021



The Time: 1927

The Place: II Vittoriale degli Italiani

(The Shrine to Italian Victories):

an extravagant country villa in

Northern Italy.

The Story: A lovely young Polish

painter, Tamara de Lempicka, visits the

house of an eloquent and lascivious poet

in war uniform. He’s Gabriele d’Annunzio,

the celebrated writer/ patriot / politician /

soldier. She thinks she’s there to paint

a great man’s portrait. He, however,

can think only of her seduction.

Such is daily life in II Comandante’s

preposterous villa cum brothel cum

mausoleum.

Outside, Mussolini’s Fascists are

developing strength. Were he to test it,

d’Annunzio would find himself under

house arrest. Tamara’s arrival amid the

political and sexual intrigues of this

complex household has explosive results.

"A Living Movie™”: A walk-through

soap opera, a voyeur’s dream come true.

The Best 'Seat’ In The House:

Only 170 guests are privileged to spend 3

hours in the tumultuous household of

Gabriele d’Annunzio. You play voyeur and

co-conspirator with the cast who conduct

dangerous liasons in and out of the

Palazzo’s many rooms.

When You Arrive: Free flowing

champagne and cocktails by Seagram. At

intermezzo, wine, cocktails plus a

sumptuous banquet buffet* presented by

Le Cirque, New York’s legendary four star

restaurant. Designed by Chef Daniel

Boulud and catered by Remember Basil.

Fabulous Creme Brulee and coffee with

cast when it’s all over*.
('except matinee performances)

Substantial Discounts For Repeat

Visits: Come again and follow different

characters for a different story. 25% off

2nd visit, 3rd 35%, 4th 45%, 5th 50%.

After your fifth visit, return as often as

you with at a charge of $50.00*.
C* All prices subject to change without notice. Some restrictions may apply.)

“A Spectacle That Leaves Theatregoers

Gasping!”... People Magazine

“Brilliant! An event no theatre lover

should miss!”...upi

‘Sizzling! Stylish fun!’ ... u.s.a. Today







MEMO

TO: Steve, Dave , Mike

,

Stuart

FROM: Eileen

RE: Monday

,

August 15 editorial interviews

DATE: August 12

The following is the address and phone number for the Westin
Plaza Hotel:

The Plaza Hotel
5th Avenue at 59th Street

(212) 759-3000

We will be in the White and Gold Room c.

CALL-
'fcet'ry

€o(Vi

CALL
GrtM

uu

Stuart, Steve, Dave and I will be at the Marriott Hotel at
Laguardia Airport on Sunday night. We will meet Mike at the
Plaza Hotel on Monday morning.

1 if

One Mac II and one IBM will be set up to demo all five
games. Stuart will demo BattleTech and Quarterstaff ; Dave,
Shogun; Steve, Zork Zero; and Mike, Journey. I will help
out with demos as much as possible.

The following is the schedule for one-on-one interviews:

9:00 am

10:00 am

11:30 am

1:00 pm

2:00 pm

3:00 pm

3:30 pm

4:00 pm

Paul Carroll - Wall Street Journal

Arnie Katz, Joyce Worley

Marshal Rosenthal - Amiga World ^LonciJ)

Scott Marley, Bert Hochberg - Games Magazine

Mike Davila, David Allikas - Ahoy!

SCORPIA! !

!

Bill Barol, John Schwartz - Newsweek

Matthew Costello, Isaas Asimov's Science Fiction
Magazine

See y'all there and thank you for your support.



Infocom, Inc., 125 CambridgePark Drive, Cambridge, MA 02140

(617) 492-6000

November, 1988

inFoconv

New graphics. New directions.
Two new first-rate stories from Infocom.

BATTLETECH*
BattleTech®: The Crescent Hawk's
Inception™ is the ultimate RPG. Set in the 31st

century in a universe at war, the player battles

for his life. Wars are fought in BattleMechs, 30-

foot tall robots that weigh 20 tons and are oper-

ated by a MechWarrior inside.

As Jason Youngblood, son of a famed
MechWarrior, the player gains skill as a Mech-
Warrior when he fights other 'Mechs of various

shapes, speed, and firepower. At the heart of this

game is a quest to find Jason's father and a

means to flee this besieged planet Chock-full of

tactical combat, intriguing characters, and a wide

array of weaponry, BattleTech requires both

skill and strategy to complete.

Action Outtakes
The animated game sequences are in the style of

Japanese "Monga" graphics.

The Arena
The Arena is a gladitorial combat module for

honing skills and winning money.

3 Combat Modes
The player can choose computer-controlled,

computer-guided, or player-controlled combat.

4 Million Locations
BattleTech has the largest RPG universe ever

created.

ZORK ZERO
The game that started it all has a new beginning!

Zork Zero is the graphic interactive prequel to

the Zork Trilogy, the best-selling entertainment

software product of all time.

Over 90 years have passed since the great

wizard Megaboz cast the Curse, which now
threatens to bring down the Great Underground
Empire. It's up to the player, who's become privy

to Cursebusting information, to squelch it. All

throughout the game, a curious jester offers

puzzles, paradoxes, and plenty of fun as objects

ranging from the absurd to the sublime are

sought. Zork lovers will get to glimpse the Great

Underground Empire during its heyday and

finish up "west of a little white house".

Graphic Puzzles
Graphic puzzles, integral to game solution, are

included along with interactive fiction puzzles to

make Zork Zero a breakthrough game.

More Graphics
Illustrated mapping and an illustrated Zorkian

encyclopedia make Zork Zero visually appeal-

ing. And the color on the Mac II is dazzling!

Enhanced User Interface

An even-friendlier parser, on-screen hints,

programmable function keys, and mouse option

add to game-play.



Marketing Support

2 million copies of our prominent four-color, eight-page foldout ad featuring BattleTech and

Zork Zero will be carried by major industry consumer magazines in holiday and winter issues.

Enclosed is the latest issue of our newsletter, which features Zork Zero and BattleTech and is

now being mailed to over 200,000 active Infocom fans.

Two self-running demos (BattleTech IBM/Tandy and Zork Zero Macintosh, which also

allows some player interaction) are now being mailed to over 2,200 active dealers nationwide.

These demo disks are being made available to distributors and retailers through MEDIAGENIC.

Scheduled exhibition of Zork Zero and BattleTech at upcoming consumer shows will allow

end-users to experience the games hands-on.

All key publications have received press releases announcing BattleTech and Zork Zero.

Special BattleTech Marketing Support and Cross-Sell Information

• A product-launch promotion features a cus-

tom-designed Crescent Hawk cloisonne pin

in the first 10,000 copies of BattleTech
shipped.

• A bounce-back consumer promotion features

a custom-designed Ral Partha lead miniature

Mech from the game.

• "The Batde Beast" BattleTech video is a

professionally produced piece that features

game action against high-powered music. It

will continue to be run at consumer shows
and conventions.

• A full-page ad has been printed in the latest

BattleTech novel published in September.

This ad will also run in two more novels to

be released this month and in February.

• BattleTech is licensed from FASA, the

creators of the BattleTech universe, who
have sold over 300,000 copies of the basic

BattleTech board game.

• There are over 40 different SKUs in the

BattleTech line, sales of which total over

1 million units.

• Ral Partha, a premium lead miniature

manufacturer, currently sells over one

hundred different lead miniatures from the

BattleTech universe for use in BattleTech
games.

• Six paperback novels to date have been pub-

lished from the BattleTech universe and two
more are on their way.

BATTLETECH* ZORK* ZERO
Macintosh N/A AVAILABLE NOW! $59.95

IBM/Tandy AVAILABLE NOW! $49.95 Ships February $59.95

Commodore 64/128 Ships January $39.95 N/A
Apple II series Ships April $49.95 Ships January $49.95

Amiga Ships May $49.95 Ships May $59.95

Atari ST Ships August $49.95 N/A

Contact your MEDIAGENIC Sales Representative for Infocom product and product information.

inFocom
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The Monthly Magazine of Third Floor Technologies

The Year In Review

The Best and Worst

Dave Mitchell on Mac Journalism

• Suitcase II

• Zork Zero

• What is HyperCard Good For?

• Crystal Quest!CritterEditor

• Acta Advantage

• P-51 Mustang

• Shareware of the Month
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Richard Brandow Remains Unincarcerated
The guy who started all this? Richard Brandow,

publisher of the Canadian MacMag magazine, with
his "message of world peace" virus. That touched
off a snowball effect once it made the news, others
were spurred to spread their own viruses, which
created yet more publicity. HappyNew Year,

Richard.

Memory Gets Short

The DRAM shortage of 1988 caused prices of
RAM upgrades to go up and availability to go
down—especially bad when combined with our
next item.

Finder by uniting them into one package, which
would have its own version number. The new
System software release was to be 6.0. After a
lengthy wait, it was released. Unfortunately, it had
a lot of bugs, so Apple hastily upgraded to 6.0.1.

Unfortunately, it had a lot of bugs, so Apple hastily

upgraded to 6.0.2. This was all within the space of a
few weeks. There were still some incompatibilities,

but it was up to third-party software companies to
fix their own products. Time will tell how many
more minor updates we'll see, but hopefully it won't
be too many.

And the NeXT?
Applications Get Greedy...

As programs got more feature-laden, they began
to require more and more memory, both disk space
and RAM. A megabyte was barely enough for

programs like Full Write Professional and Illustrator

88, and with MultiFinder this was even more of a
glaring problem.

...And Apple Follows Suit

We were under the impression that as new
technology was created, prices on the old technology
were supposed to go down, but Apple had other
ideas. The Cupertino gang decided, a few months
ago, to raise the price of the Mac SE, II, and various
other machines and peripherals. Even more
perplexing were the seemingly random particulars
of these price hikes.

The System Gets an Upgrade... and Another... and
Another...

Apple's idea was to eliminate the confusion
caused by different versions of the System and

We debated at length about whether to mention
the new NeXT computer, the brainchild of former
Apple persona Steve Jobs, under "Best" or "Worst"
of 1988. The dilemma is this: The NeXT has been
heralded as an incredible advance in technology,
which will revolutionize the computer industry as
much as the Mac did. If this were true, it would
certainly be in our "Best" section. Unfortunately, it

isn't. While the NeXT has some definite advantages
over the Macintosh, and may even be a better

workstation than the Mac H, the hype far exceeds
the reality. It's still a 68000-based, mouse-driven,
black-and-white machine; while the Mac was a
quantum leap above what had come before it, the
NeXT is quite Mac-like in general operation.

Furthermore, it
7
s not yet available to anyone but

educational institutions, and it is rather expensive,
although the price includes a lot of extra peripherals
and software, such as the excellent Mathematica and
WriteNozv. To be on the safe side, we're sticking it

here, in neither the "Best" nor "Worst" sections.

We'll just have to wait and see.

The Editors' Picks: The Best Macintosh Software of 1988
Here are our selections for the best software released in 1988.

Best New Word Processor FullWrite Professional
Although it took forever to be released, hasn't
immediately garnered the popularity it was
expected to, and requires a lot of memory to run,
one thing is hard to deny: FullWrite has all the
power you could ever want.

Best New Flat-File Database: FileMaker II (nee 4)

The old standby, after a lot of improvements, is still

the best.

Best New Relational Database: 4th Dimension
Despite speed problems, a comprehensive, flexible,

and expandable program.
Best New Business/Math Program: Mathematica
Number-crunching with an incredible array of
capabilities.

Honorable Mention, Business/Word Processing/
Database: WordPerfect Macintosh, FoxBase+/Mac,
Quicken

Best New Desktop Publishing Program:
PageMaker 3.0

While other programs have more flash and more
features, PageMaker just keeps getting better, more
powerful, and more reliable, without losing its ease
of use.

Best New Color Painting Program: Modem Artist
You name it. Modem Artist does it— a must for Mac
II owners who are artistically inclined.

Best New Black-and-White Painting Program:
Cricket Paint

Cricket Paint has everything any of its predecessors
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had—and quite a bit more.

BestNew PostScript Graphics Program: FreeHand

FreeHand combines Illustrator with Cricket Draw and
comes out a winner.

BestNew Graphics Program, Other: Super3D
Finally, ease and power combine in a 3D graphics

program.

Honorable Mention, Graphics:MacDraw II,

Digital Darkroom, ImageStudio, DeskPaint 2.0/

DeskDraw
BestNew Utility: Symantec Utilities for the

Macintosh

SUM is a necessity for anyone who cares about their

data.

Honorable Mention, Utilities: Stufflt, Suitcase U,

On Cue, SuperClock, QuicKeys

BestNew Strategy Game: Tetris

A simple yet unbelievably addictive game from the

Soviet Union.

Best New Action Game: Beyond Dark Castle

It was hard to believe they could top the original,

but they did it.

Best New Sports Simulation: World Class

Leaderboard

Golfers and non-golfers alike should love this one,

which blows MacGolf out of the water.

BestNew Simulation: PT-109

A PTboatis a perfect thing to translate to a

computer, and it's done very well here.

Best New Adventure Game: Zork Zero

A late entry from Infocom, the latest in the series

makes use of color and graphics.

Best New Game, Other: The Fool's Errand

A unique and enjoyable set of graphic and logic

puzzles with a fantasy storyline.

Honorable Mention, Games: Shufflepuck Cafe,

Arkanoid, Fire Brigade, Continuum, Moebius,
Crystal Quest/CritterEditor

Best Music/Sound Program: MacRecorder
This audio digitizer and its SoundEdit software

makes it seem easy.

Honorable Mention, Music/Sound: Jam Session,M

Smitcm& II
By Ben Dollar

If you're a user of Suitcase, you know how much
more convenient it makes using different fonts and
desk accessories. Once you start using it, you
wonder how you ever lived without it. Now
Suitcase II (the latest version is 1.2.2) gives you access

to uninstalled fonts, DAs, and FKEYs more
conveniently than ever. It also lets you display

names in a Font menu in the corresponding fonts,

offers control over sounds, and includes utilities for

compressing fonts and sounds and "harmonizing"
font files.

Suitcase II, like the original version, is based on
an INIT startup file that loads when you start your
Macintosh, opening certain font and DA "suitcase"

files. Until you reboot, you can use the fonts and
DAs in these files just as if they were installed in the

System.

Suitcase automatically opened files in certain

folders within the System Folder. Suitcase II doesn't
do this; rather, you have to open each file once, but
it will be re-opened every time you restart,

regardless of what folder it's in. This is ultimately
more convenient. There's also a check box that lets

you open files temporarily, if you don't want them
automatically opened every time you start up.

The way you control Suitcase is through a
"DA"—it's not actually a DA, but the INIT installs
an item in the Apple menu, so it seems like one. The

DA displays a list of all the items of a certain type

that are currently available—DAs, fonts, FKEYs, or

sounds. In the DA list, you can open a DA; in the

font list, you can display a font in various sizes and
styles, typing sample text to test the font. Sounds

r
UnStufflt 3> (S) DRs 980

nets o Fonts 98F

RrtRoundUp™ 0 FKEYs 98K

RSCil-DR II O Sounds 98

N

Backdrop
Calculator* if—??-en—
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Rename... 980

CllpPrint

Control Panel
! Suitcases... %C
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DiskTools II ij Settings... 98S

DiskTop
is

Easy Envelopes Quit 98.

FileEdit <>
^

Suitcase 1*1
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© 1 988 Software Supply - All rights reserved
Marketed under exclusive license by

Fifth Generation Systems, Inc.

The Suitcase “DA” dialog, the program’s
center of operations.
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By Frank Antonopolis

Hold on to your hats, adventure gamers:

Infocom, the premier maker of computer adventure

games, has released a whole new line of adventure
and role-playing games, which feature graphics,

color, sounds, and a host of other advances. In this

issue we review Zork Zero, the "prequel" to the

series that started it all. Look for reviews of the

other new Infocom games in coming MacReview
issues.

First there was Zork, the fantasy adventure game
that spawned an entire genre. Then came the

sequels Zork II and Zork II, and another series.

Enchanter, Sorcerer, and Spellbreaker. All of these took
place in the same strange magical world, half surreal

and half medieval. They were followed, more
recently, by Beyond Zork, a role-playing adventure
that was the first Infocom game with any sort of

graphics (albeit only maps).

Now comes Zork Zero, which is set hundreds
of years before the Zork Trilogy—in the time of the

Flathead Dynasty. The time-release curse cast by
the wizard Megaboz 94 years ago, which killed

Lord Dimwit Flathead the Excessive and his

family, is about to take effect and destroy the

entire empire—unless you can stop it. As you
awake at the beginning of the game (after a short

prologue in which Megaboz casts his curse), you
find that you are the sole human inhabitant of the

kingdom, everyone else having fled. You have to

wander the deserted castle and its environs, and
find the relics of the Twelve Flatheads which will

stop the curse. A sardonic court jester is your
chronic companion, at times helping you, at times

turning you into an alligator, and at times being
in charge of the puzzles and games you have to

contend with in order to complete your task.

The look of Zork Zero is completely different

from other Infocom text adventures. The text

area is surrounded by a decorative border, which
reflects what type of terrain you're currently in

—

columns for indoor locations, foliage for outdoor
locations, etc. At the top of the screen, along with
your status (moves, score, the current room), is a

compass rose. You can move around by clicking

on one of the directions on this compass, or on
"up" and "down" arrows. The directions in

which there are no exits from the room you're in

are greyed out on the compass. Beside each
room's name in the text is an icon that represents

that room.

At certain points in the game, you will

encounter actual puzzles that have to be solved. The
screen becomes a display of that puzzle, and you can
use the mouse to solve it. For instance, there's a
'Towers of Hanoi" puzzle, where you have to move
a stack of blocks, one by one, from one place to

another. There's a strange card game called Double
Fanucd, and a game called Peggleboz where the

object is to eliminate pegs on a board. If it weren't
for the graphics, these puzzles would certainly not

have been in the game; a Towers of Hanoi puzzle
that had to be solved by entering text commands
would be impossibly tedious and confusing. The
graphical puzzles also serve as a nice change of pace
from the rest of the game.

Graphics also come into play at a few other

points: there's an Encyclopidia Frobozzica where

# Fite Edit

Zork Zero

Formal Garden
haves: 3242

Flathaadlaj
Score: 7781

The cattle’* newest wing can be found beyond the huge
oek door which lies open to the west The only other exit
Is northeast.

>northeast

Dimwit designed this garden to match a fairy tale

he enjoyed as a child, and subsequent kings added
their own touches, creating a hugely confusing

maze of flowers and shrubbery and statuary and trees
and fountains and pools and bridges and gazebos. Now
somewhat overgrown, the garden it seemingly endless,
but you recall that the primary exits lie to the north,

east, and southwest.

Graphics Galore
Above, the Zork Zero interface, much less drab
than previous Infocom games. Top, one of the

graphical puzzles that are sprinkled throughout
the game.
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you can look up various things, some of which have

graphical entries; and a rebus that you need to solve,

which is displayed on the screen. However,

graphics by no means dominate Zork Zero; for the

most part, it's a text adventure.

Another graphical feature is the on-screen map:

type "map" and you'll see a map of the immediate

area (only the places you've been, of course), with

each room represented by its icon and the current

room's icon blinking, to signify where you are. The

graphics are in color on a Mac n, which should

greatly enhance the experience for those gamers

who have a II and a color monitor. The color

pictures are not just "colorized" versions of the

regular ones; they're very nice full-color drawings.

You can customize the text and background color,

too, and with a black-and-white Mac you can choose

from black on a white background or white on a

black background.

Zork Zero is huge. There are hundreds of

locations and scores of puzzles. There are quite a

few logic puzzles, including the aforementioned

graphic puzzles. You'll encounter some riddles, and

several logic puzzles you may or may not have seen

before, such as one where you have a 9-unit vial and

a 4-uinit vial, and need to obtain 6 units of water;

and the one about the executioner who will hang

you if he can grant your last wish, and behead you if

he can't. These puzzles are implemented in subtle

ways, so that even if you're familiar with them you

might not realize the connection until you've

thought about it for a while.

As far as the more conventional adventure-game

puzzles go, they range from the fairly easy to the

hopelessly obscure. However, there are on-line

hints, which is a good thing, since with the sheer

number of things that need to be done to solve Zork

Zero, even the most expert and clever gamer will

probably need to resort to at least a few hints. The

hints are very well-organized, always giving you a

clue before an outright answer.

The package includes an elaborate calendar for

the year 883 GUE, with each month containing a

picture and bio of one of the Twelve Flatheads.

Several puzzles involve finding facts from the

calendar and applying the information. Also

included are a blueprint and a scrap of parchment

(obtained by your ancestor on the day Megaboz cast

his curse) with clues as to the goal of the game.

One problem with the large size of Zork Zero is

that getting around becomes a challenge in itself.

There are several modes of transportation, including

a yacht, a dirigible, and a homing pigeon that will

teleport you from place to place; if you "strand" the

yacht or the dirigible by using the homing pigeon to

get back to the castle, you're in trouble. Also, with a

game this big, it can be a nightmare to realize that

you've done something wrong and have to start

from a previous saved game. Once you do a few

things to open access routes to certain areas, the

game is very open-ended and can be overwhelming.

Some of the puzzles, as I said, are pretty bizarre;

many of them don't relate to the plot in any way,

and this detracts from the game.

Despite these problems, and an anticlimactic

ending, Infocom fans should definitely play Zork

Zero. It's not for beginners, although the on-line

hints can help less experienced players. Infocom's

usual excellent parser and prose are present, with an

incredible range of humorous or appropriate

responses to unusual situations you might get into.

The graphics, the mouse-driven interface, and the

on-line hints make the game more fun and easier to

play. Even if the scenario doesn't hold your interest

(a common complaint with the Zork games), the

puzzles will.

Zork Zero, $49.95

Infocom, Inc.

125 CambridgePark Dr.

Cambridge, MA 02140

Quest
By Kevin Shay

r£Hft@r

Crystal Quest is one of the best action games for

the Mac. Its huge number of whimsical sounds and

characters, and its indefinable addictiveness, make
for hours upon hours of fun. What more could you

ask for? Well, now you can customize every aspect

of the game, with the Crystal Quest CritterEditor from

Greene Inc.

The CritterEditor works on copies of Crystal

Quest. It stores all the customizations you program

into a copy of the application, and when you run

that copy, your changes will be present. It can also

use "parameter files," files that cannot be accessed

by Crystal Quest but store all the editing information.

They take up less room on disk, and if you want to

use one you can simply load it into Crystal Quest

using the CritterEditor. Parameter files can also be

uploaded legally to bulletin board systems, whereas

copies of Crystal Quest cannot be.
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about role-playing games. Mease, pro-

grammers, make more of them like this.

Now what can we do about lobsters?

—Burt Hochberg

ZORK ZERO
Infocom, $50-60

The Zork trilogy, maybe the most popu- :

lar computer games ever, sent you on a

quest through the remains of the Great

Underground Empire, which at the peak
of its power was ruled by Lord Dimwit

j

Flathead the Excessive. But one ques-

tion remained tantalizingly unanswered:
What evil power brought the Great

Underground Empire to its ruin?

Computer adventurers have been
asking another question for years: When
dreary computer games become best-

sellers because of their dazzling graph-

ics, how long do these clowns at In-

focom think they can get away with

these brilliantly written but entirely un-

adorned text adventures?

Zork Zero—the prequel to Zork I, II,

and III—answers both questions at

once. Here you will learn of the curse

that doomed the Empire, and here you
will see the very first illustrations ever to

grace an Infocom story.

In a brief prologue, a servant watches
as the great wizard Megaboz casts the

Curse which destroys Lord Flathead. (It

sgems that Lord Flathead’s new and
enormous statue of himself is casting a

shadow on Megaboz’s garden.) Peek-

ing out from under a table, the servant

grabs a piece of parchment that falls

from Megaboz’s pocket.

Now, 90 years later, half the riches of

the kingdom will go to whomever can
keep the curse from finishing off the

entire Empire. You are a descendant of

that servant, and have inherited the

scrap of paper—your only hint of how to

fight the curse.

The graphics are sparse, but pretty.

The hilariously loony text is surrounded
by a decorative border. The library

contains a copy of the Encyclopedia
Frobozzlca, and many of its entries are
beautifully illustrated. When you play the

legendary—and impossibly compli-
cated-game of Double Fanucci in Port

Foozle, you’ll get to see the layout of the

cards as you play.

Still, the occasional pictures are just

for show, rarely necessary to the story.

Zork Zero has other features that are

much more helpful, if less dazzling.

Like the built-in hints, for example. If

I tlWl
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Zork Zero

you get stuck on a difficult puzzle, you
can get a hint right away.

A new “undo” command means that

if, say, you drink a mysterious potion and
it turns you into a warthog, you can back
up a move and offer it to an enemy
instead. (This only works on computers
with enough memory, though.)

And you don’t have to waste any more
time drawing and redrawing maps. At

any time you can see a map of the area,

showing what places you’ve visited and
which directions remain unexplored.

All these friendly features make Zork

Zero the most enjoyable game yet in the

Zork series.

Some advice: Take the time to read

very carefully through the Flathead cal-

endar included with the game; it con-

tains many facts you'll need to solve the

puzzles. Jot down every unfamiliar

word, name, and thing you come across

and look them all up in the Encyclopedia
Frobozzica when you’re in the library.

You’ll get a lot of background about the

Empire, and more important, you’ll learn

a thing or two that you'd otherwise have
to find out through lengthy trial and error.

—Scott Marley

GOLF AND MINIATURE
GOLF
It’s hard to imagine now the mania cre-

ated by that Roaring Twenties phe-

nomenon, miniature golf. From private

layouts for swanky sophisticates to a
chain of Tom Thumb courses for the

common folk, everyone, in the words of

a popular song of the day, went “goofy

over miniature golf.”

Even today, the game still occupies a
special place in popular culture. So it’s

only natural that the software compa-
nies would try to recreate the special

cachet of the game.
Mini-Putt (Accolade, $30-40) offers

just about everything the demanding
putter would want. You can select four

different courses, ranging from tradi-

tional to challenging. The holes feature

all the beloved ramps, tunnels, wind-

mills, and barriers, as well as some new

twists. There is a cannon that will shoot

your ball down to the pin, and a fantasy

castle with a tricky drawbridge and
some curious entrances and exits.

The game is easy to play, as befits its

subject. Position the cursor over the

spot you’d like to shoot the ball toward.

Click the joystick button to start your

mini-golfer swinging. Try to click the

button again when the power bar

reaches the desired oomph (measured
in feet) and yet again when the putter is

about to hit the ball. Clicking too soon or

Joo late causes the ball to go the wrong
distance or veer to the left or right.

The eccentric greens are marked with

arrows to indicate dips and dives, and
there is an overview map so you can see
where you’re headed—the hole is not

always in sight.

Zany Golf (Electronic Arts, $40), de-

signed by Will Harvey, is a more out-

landish—and more challenging

—

game. The graphics are state-of-the-art,

Mini-Putt

and each hole is wackier than the next.

There is, for example, a hamburger hole

where you have to get the buns jumping

to reveal the hole. All the while, a plastic

ketchup bottle squirts at the green.

Unlike Mini-Putt, here you move an x

to where you’d like to place the club

head. This sets direction and strength of

your swing. Then fire away. It’s closer to

the way the real game is played, but

harder to control than Mini-Putt.

Zany Golf gives you five strokes to

begin the game. You have to use those

strokes, plus whatever is par for each
hole, to play. Run out of strokes, and it's

Zany Golf

48 APRIL/MAY 1989 GAMES



Review

When Is A
Zero Not A

Zero?
Infocom’s "Zork Zero"

by Dave Ameson

M’ore than 90 years haue passed since the great

wizard Megaboz cast the curse which destroyed
Lord Dimwit Flathead "The Excessive” along with

the ruling family, the Twelve Flatheads. Now, the curse

threatens to bring down the Great Underground Empire it-

self.

Wurb Flathead, the current occupant of the throne, has
sent a clarion call to the most remote comers of the Em-
pire: half the riches of the kingdom to the person who can
allay the curse. From every province of Quendor,
courageous adventurers, scheming charlatans, and wild-

eyed crackpots have streamed into the Imperial Capitol of
Flatheadia.

In Zork Zero, the player’s character is a peasant from One
Hut Village in Nowhere Province. He is special. In times

past, an ancestor, who happened to have been a servant in

the castle, observed Megaboz casting the curse. This ances-
tor "just happened" to obtain a scrap of wizardly parchment
from the mage’s pocket during the creating of the curse.

Passed down through the generations, it conveniently con-
tains the clue needed to end the curse.

Be forewarned, however, that upon your character’s arrival

in Flatheadia, the other treasure hunters will have gone
home. Those in authority, as well as the population in

general, have departed for parts unknown. Now, the quest
begins. All have left and the player’s character is practically

alone in the castle on CURSE DAY. (Insert evil sounding
music here).

Only King Wurb’s court jester accompanies the character.

The jester is, unfortunately, as full of deadly tricks as he is of

riddles and games. Players should watch out for him as he
gives helpful nudges in the right direction and pops in and
out of the quest at his own whim.

Getting Zorked

So, you don’t like text games and don’t like puzzles? I don’t

either. I like watching the critters bash each other. Puzzles 1

can’t figure out become humiliating when the "All too ob-

vious" solution is revealed. Well, Zork Zero might just

change all that for you, just like it has for me.

This game is well thought out, thorough, and covers a

large area. Really large! It is not only fun to play, but is also

neither too difficult nor a piece of cake.

Zork Zero has no animation. The few pictures are all static

pictures. Hence, it is strictly a text game with only a few

graphics. The manual is very complete and does a good job

of presenting the vocabulary used in the game. This is impor-
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tant because the game uses a large library of words. Even
better news, though, is that when a command is refused, the

program explains why it does not like the command. This

reduces guessing quite a bit.

In addition, the game comes complete with two "clues" and
a calendar. The first clue is a parchment piece which is

necessary for solving the last puzzle and die other is a

blueprint that is vital for the later stages of the game. The
calendar is a compendium of clues. The illustrations of the

twelve Flatheads contain, at least, one good hint on each
page and players will find themselves consulting it on several

occasions during the game.

The game program contains almost twenty screens of

hints. These are quite useful in keeping the game moving.

This is quite helpful when one considers that there are over

twenty items that must
be found and returned

to their proper places in

order to complete the

quest. For those that

have trouble, the game’s
extensive on-line hints

will provide a list of the

items, including a desig-

nation indicating which
of the Twelve Flatheads

originally owned it and
where the item can now
be found in the game.
For example, a listing

might read, "Silk Tie (J.

Pierpont): in the nest in

the Aerie." The tie is the

same one being worn by
Pierpont in his picture

on the calendar for the

month of "Mage."

Points are scored in several ways. The
list of points in the on-line hints section

comes in four parts. The hints tell

players what actions will increase their

scores and the number of points to be
received. For example, a player can earn

twelve points for finding a Flathead item

and five more points when that item is placed in the right

place. Five points can be lost if the player puts the wrong
item in a given location.

TITLE: Zork Zero

SYSTEM: Macintosh

# PLAYERS: 1

PRICE: $59.95

DESICNER: Steve Meretzky

PUBLISHER: Infocom, Inc.

t ' .V
'

Cambridge, MA

As one would expect, problem solving also scores points.

For example, solving the "walnut riddle" nets twenty points

for a player while simply winning the game only nets thirty

points. There is certainly more to the game than simply "win-

ning," since there are one thousand possible points to be
earned and one can van with less.

A turn plays quite easily! Players who are familiar with text

games will have no problems with Zork Zero. Even inex-

perienced players will be swept right into the flow of the

game via the opening sequence. One of the extremely nice

features of this text game is that players can have their com-
puters print out a "script" of their adventure. This provides

not only a nice reference, but it can also be used to impress

friends or compare notes.

To Map or Not to Map
The mapping system in Zork Zero is easy to use and well il-

lustrated. Each location has its own special icon to show

Page 19
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where characters have been and where they

can go. The map can be called up at any
time and may keep the player from getting

repeatedly lost. (Note: If the game is not
saved prior to calling up the map, any infor-

mation currently on the screen can be lost.)

Hints or Hindrance?

For denser players, such as myself, there is

a useful system of hints. Because of the

hierarchical nature of the hint system, the

first hint does not automatically reveal all in-

formation. In fact, there may be as many as

a dozen hints for a given situation. Not that

I would ever need to use hints! ha! Since
the player only gets the information needed
to help him solve the puzzle, players can util-

ize some of the hints and still have the satis-

faction of solving a puzzle themselves. It is

also possible for those players with absolute-

ly no willpower to toggle off the game’s hint

feature so that it is unavailable unless one
restarts or restores.

Itemized Deductions
(Strategy Notes)

Players should not be too quick to discard

items they find or too eager to utilize an
item’s magic. The temptation, for example,

is to throw the "Lobster" away or not even
take it in the first place. Keep it! It’s neces-

sary! Again, the "Magic Wand" is found early

in the game, but needs to be used judicious-

ly since it is needed to open areas of the

maze during the latter portions of the game.

There is much to do in the game and
there are, of course, a few red herrings.

Players should keep that final goal in mind
and success will follow. It is fun, however, to

do some silly things as well. Since the game
is both non-linear and has no time limit,

there is no reason not to save the game
and go nosing about having a good time.

Puzzled Looks

Some of the puzzles are good. Some are

strange. Some are dumb!

In the strange category, one finds the

rebus puzzle. This shows six "flattened"

animals on it. It is one of the few pictures

encountered in the game. (Warning: Hint
to follow) Players solve it by figuring out
that pressing the button that makes strange
animal noises is the key to the puzzle. Until

the animals are removed, the puzzle cannot
be read.

Another weird puzzle is reading the writing

on the "magic" glove. (Hint follows:) We
found a way to "Read Glove on Glove," but
that seems extremely odd.

On the "dumb" side is the puzzle about the
stack of six disks. Some of it seems obvious,

but part of it will make players thankful for

the hints. On the "plus" side, the card game
is rather neat.

One recurring problem is that the hints

often make references to the rulebook when
they actually mean the calendar. Failure to

provide the correct response will result in

the game insulting the players and calling

them pirates.

Jester Closer Walk
(Problems)

The continuous presence of Pester, the

court jester, is a nuisance! He can be a help-

ful companion, but there are many times

when players will have the urge to "Dis-

pense with his services." Players are urged
to restrain themselves because his presence
is ultimately useful to the quest and it is im-

possible to get rid of him permanently,

anyway. Admittedly, the puzzle where the

player’s character is transformed into an al-

ligator (and must eat a worm as the an-

tidote) only costs time and does no harm to

the final quest, but really! This is a matter of

personal taste, but 1 must protest that the

court jester seems simply too much at times.

Of more significance is the fact that the

program only requires one megabyte of

memory on the Macintosh. However, players

who only have 1 MB of RAM in their com-
puters need to realize that the game plays

much slower than on 2 MB machines.

Those who use the slower machines won’t

have time to get a cup of coffee while wait-

ing for a move to be processed, but there is

plenty of time to reflect.

Another nagging detail is that the game is

set up to use only a half-screen window with

no provision for anything else. This is odd,

since the manual refers to full-screen illustra-

tions. All of mine came up on partial

screens. Hopefully, other versions will use

larger windows since a partial screen on the

average Macintosh is pretty small.

What Do You Really Think?

Zork Zero is a very well documented and
user friendly game. Overall, it is a worthy ad-

dition to the Zork series and is, by far, the

best one to date. Players who like text

games will definitely love this game. Even
those who don’t usually like text games or

are "not sure" about them will probably be
pleasantly surprised with Zork Zero.

Frankly, Zork Zero is probably the best text

adventure out there. It is a lot better than
many animated ones. Few animated games
have Zork Zero’s size and depth.

"When is a zero not a zero?" asks the jester.

"When it is Zork Zero!" you answer.

"Right!" says the jester as he turns you into

a rutabaga.
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PREVIEWS
ZORK ZERO, SHOGUN, JOURNEY
Infocom
125 Cambridge Park Drive

Cambridge, MA 02140
617-492-1031

]YIy first hands-on experience with a computer was

playing the original Zork. Since then, I’ve seen more
software than I even like to contemplate without ever

finding another title that held as much appeal for me.

Beyond Zork tried hard, but somehow didn’t have quite

the same flavor as the original series. With Zork Zero , I’ve

come full circle. All the wit, charm, and delight are back,

along with the delicious snottiness and cheerful rudeness.

Steve Meretzky, Zork's author, has done a superlative

job of elaborating on areas of the Great Underground

Empire we’ve not yet explored. And that’s the strongest

point of the game: it connects and intertwines perfectly

with what has gone before, while adding graphics, other

modem conveniences, and letting us in on more of the

lunatic history of the realm of Lord Dimwit Flathead and

the fall of the Empire. What graphics are present are

unobtrusive, consisting mainly of beautifully drawn

borders around the text, illustrated entries in the

Encyclopedia Frobozzica, and some nicely done versions

of classic board games (like the Tower of Hanoi and a

peg-jump game). Thankfully, there are no actual pictures

of the locations; I think everyone who has played Zork

has his own personal view of the landscape and I, for one,

would rather not see someone else’s idea of what is so

clearly drawn in my own imagination.

With Shogun , I have a slight philosophical difference of

opinion. James Clavell’s book and the miniseries made
from it are among my favorites, and for that reason, I have

some doubts about the ultimate satisfaction of the game.

Since I already know where the plot, which is set in

feudal Japan, is going, getting to that end seems to me
something of an exercise in anti-climax. On the other

hand, I find that 1 do enjoy playing it and interacting with

the characters I know so well. It’s rather like meeting old

friends again. The look of the game is considerably

different from previous Infocom games, with illustrations

appearing along with the text. The same look is found in

Journey , a new fantasy adventure which uses graphics in

the same manner as Shogun.

Don’t let the pretty faces of these new games fool you.

The parser is still the best in the business, and the addition

of online hints make playing less frustrating and

time-consuming than it used to be.

I feel, somehow, that this is a wonderful, unexpected

gift, a serendipitous surprise for all of us who thought

we’d already played the last of a classic series. With Zork

Zero, we now have the absolute pleasure of another one.

- Tom Malcom
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The Revenge of Megaboz

Zork Zero
By Steven Payne

Zork Zero? Let me see. . .wasn’t he the

masked vandal who used to ride around

Old Mexico carving his initial every-

where and harassing Sergeant Garcia? Or

was it thai recent novellfilm ofdrugged-

out yuppie angst, starring Joe McCarthy

and Morton Downey, Jr. ?

No, my foolish friend! Zork Zero is

the latest creation of Steve Meretzsky’s

fertile (and slightly fevered) brain, a

“prequel” to Infocom’s all-time classic

adventures, the Zork Trilogy. This entry

seems bigger (and for my money better)

than all the other Zorks put together,

though it’s probably too daunting for

most novice players.

Picture this: Flatheadia, 789 G.U.E.

You begin as a lowly servant in the court

of Lord Dimwit the Excessive, waiting

tables at one of his regular budget-

busting 369-course banquets. Suddenly

the wizard Megaboz appears, angered

that his favorite grove of shade trees has

been demolished to

make way for a co-

lossal statue of His

Lordship. Megaboz
invokes a dreadful

curse on Dimwit’s

life, family and cas-

tle, then disappears.

The court magi-

cians quickly gather

around the churning

cauldron left in Meg-
aboz’s wake and announce they have

managed to postpone the curse’s effects

on Castle Flatheadia (though not on the

Royal Person) for 94 years. As the smoke

clears and Dimwit expires before your

eyes, you are able to retrieve a precious

scrap of parchment that falls from the

wizard’s cloak and proves crucial to lift-

ing the curse. All of this is merely pro-

logue, in the first dozen moves!

94 Years Ixiter . .

.

Then the game really begins. Ninety-

four years later to the day, you awake as

a young descendent of the servant in the

prologue and find yourself alone in the

thoroughly looted castle. Everyone in

_ Flatheadia has fled in fear of the en-

:roaching doom. Well, not quite every-

one! You soon encounter the current

royal jester, who reappears throughout

the game and poses riddles, puzzles,

clues and a variety of tricks to alternately

encourage and annoy you. As you begin

to explore the surroundings, you find a

kingdom of gigantic proportions (Castle

Flatheadia at one time housed 90% of the

local population—they didn’t call its ruler

“The Excessive” for nothing!), a land lit-

erally littered with various objects.

The most important items are those

that once belonged to Dimwit and his sib-

lings, the famous “Twelve Flatheads”

(no, not Dopey,

Sneezy, Doc and the

others, but Lucrezia

Flathead, Babe Flat-

head, Johann Sebas-

tian Flathead,

Leonardo Flathead,

and so on—all out-

standing figures in cul-

ture, sports, science,

business, the military

and the arts). Guided

by clues from a parchment scrap (inherit-

ed from your ancestor and included in

your game package), you must collect

these items and perform the secret rites

necessary to lift the curse. Doing so will

kick you into an endgame that brings you

to. . .well, I shouldn’t reveal any secrets,

but if you know Zork I you can probably

guess where you end up!

In fact, there

is much here

that will remind

Zork fans of the

earlier (or

should I say lat-

er?) install-

ments in the

series. Like the

other Zorks ,
not

much changes,

and there is lit-

tle plot or character development. Basi-

cally, you have to explore, discover and

collect a lot of objects, then place them in

the right container, as in Zork I.

The only reason the game takes so

long to complete is that the terrain is vast,

and some of the two dozen items you’re

after are often hard to find! My one bit of

advice here is to master the use of the

homing pigeon early on to save yourself a

lot of wasted travel time. The jester fills

much the same function the Thief from

Zork I and the Wizard of the “f-words” in

Zork II. Along the way you’ll encounter

several semi-mazes, visit the famous Gra-

nola Mines of Antharia and play a mean
hand of Double Fanucci.

Graphics in a Zork?
What’s different about this Zork is its

use of graphics. The full-screen illustra-

tions are few and far between, consisting

mainly of pictures in the Encyclopedia

Frobozzica that look disappointing on the

Mac (though probably better on machines

with color). The text screen, though, is no

longer an endless sea of words, for it in-

cludes a graphic border on the top and

sides that changes as you move to differ-

ent regions of the game. You can travel

about by clicking on the compass rose at

the top of the screen.

Auto-mapping
and On-line

Hints
Room descrip-

tions are often pre-

ceded by an

appropriate icon rep-

resenting that loca-

tion on the automatic

map, which you can

toggle on and off.

And from time to time you come across

self-contained strategy games embedded

in the adventure, which are handled by

using the familiar “point and click” meth-

od with your mouse. Finally, in keeping

with Infocom’s new policy, extensive on-

line hints are available—though many are

deliberately misleading, to keep you from

relying on them too heavily.

The game package includes the usual

documentation, the aforementioned scrap

of parchment (fortunately not crumbling

with age!), and an 883 G.U.E. Calendar

of the Twelve Flatheads. The calendar is

really crucial to the game: its pictures

show the items you’ll need to collect, and

the text contains essential clues. This is

the only copy protection scheme, since

you would have a hard time finishing

without knowing the right Double Fanuc-

ci strategy, for instance, or how to enter

the secret hall.

My one complaint about the game is

that some aspects of the plot and puzzles

don’t seem too well thought-out. Without

help, I doubt I would ever have figured

out the “chess piece” puzzle, or unlocked

the safe, for example. And what are those

flattened animals doing on the rebus?

And if the jester knows so much, why
doesn’t he save the kingdom from Mega-

boz’s curse ? (Well, this question is an-

swered, but only at the game’s end.) The

on-line hints make up for such problems,

however, since they allow you to move
quickly through puzzles that seem unfair.

Conclusions: This is a historic game.

Zork /, commercially released in 1980,

was among the earliest all-text computer

adventures and remains one of the most

popular. Zorks II and III continued the

saga with further refinements of style and

Continued on page thirteen

Type: Illustrated Text Adventure

Systems: Macintosh (512K re-

quired, color supported on Mac II),

Apple (128K, two 5.25” drives or

one 5.25” and one 3.5” drive, or a

RAM card or hard disk), Amiga
Planned Conversions: IBM
(May)

Hall

ftowaa i 0 m F 1 at hood la 1
Searai 0 f 11

0 Tha hall la filled to eaoecit|. and tha thouaenda of

reveling guMta art relilnj aalta a din. Tha

primary axita ora te tha waat aM aauth; amaller

opening* laod aaat and northaaat.

Dimwit la aaalad at tha dola. Me load aaica coniaa

acraaa tha erawdad hall. How that tha atatua la dona,

wa ewet da aamothlng caramonial. I hava III A
dadtcatlaal Wall glva avaryana In tha kingdom a year off

and Invite tham ta tha Fuoilo Voilay..*

Someone thruele a plattar af halihaund bona* Into yoar

hand*. 'Bring thta te tha aeullery. eenrenU* Aa maletent

finger paint* nertheeeL
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The Twilight Zone
Continued from page 4

yright notifications. It is supplied on

u_ee 5.25” diskettes that are not copy

protected. Files can be easily transferred

to a hard disk, increasing speed and elim-

inating repetitive disk changes.

Conclusions: This was not one of my
favorite games of the year. It starts out

well, but none of the middle game added

anything to the overall plot. Less time

should have been spent on randomly

changing from scene to scene, more on

the the television show’s unique oddness.

Skill Level: Intermediate

Protection: None
Price: $29.95, C-64; $39.95, others

Company: First Row

Zork Zero
Continued from page 6

plot. More recendy, Beyond Zark added

some limited role-playing elements. Now
Infocom brings the series full circle

—

back to the original “explore and collect”

scenario, while at the same dme stepping

out in a new direction with graphic fea-

tures they once ridiculed in their ads.

The mix is not altogether successful.

. ext screen borders are nice but purely

decorative. The automatic mapping,

while elegandy done, is rarely needed.

All the clues in the Encyclopedia Froboz-

zica are textual rather than visual. The
three or four graphic puzzles seem like

intrusions, old standards from the local

novelty shop inserted randomly into the

game; the “Towers of Bozbar,” for exam-

ple, is just a souped-up version of the

public domain program ‘Towers of Ha-

noi,” available on nearly any BBS. The
only onscreen picture truly integral to

Zork Zero is the rebus. Evidently, Infoc-

om still needs practice perfecting the

marriage of text and graphics. Still, the

game stands on its own, with or without

pictures, as an excellent addition to the

series, and I really enjoyed it And it is

their largest one yet-over 200 locations

and more puzzles than in all three Zorks

combined. So, Zork lovers, get set for a

treat! The only question is, where does

the series go from here? Zork Minus
One! Zork Square Root ofMinus One!
Maybe an imaginary number is the only

appropriate sequel...

ill Level: Advanced
Protection: In Packaging

Price: Apple, $49.59; others, $59.95

Company: Infocom/Activision

No Parties at CES!
Continued from page 7

Quest III: The Pirates ofPestulon—
revealing they had originally called it “Pi-

rates of Pustulon,” but the tide grossed

out too many people at Sierra. As the in-

evitable Roger Wilco, you have to rescue

the Two Guys themselves, who have

been kidnapped by ScumS oft and forced

to design mindless arcade games like As-

tro Chicken.

This was the first time I got to hear

Sierra’s new stereo music pumped
through a Roland sound board and a pair

of Bose speakers, and it was like being in

a theater. Speaking of which, PR Maestro

Kirk Greene then showed a video of

those Two Guys, dressed as a very weird

version of two well-known film critics.

Afterwards we all went to lunch, ate

barbequed chicken pizza, drank wine that

came in a botde with a real cork in it and

spent the afternoon recalling the funniest

lines from Spinal Tap. (Duffy didn’t

know what he was missing.) Somewhere

along the way, I must have accidentally

hit the “record” button on my tape re-

corder, because upon returning to Tucson

I discovered I had interviewed those Two
Guys—look for it in a future issue of this

very Journal.

Origin's Game Plan
Back at the West Hall, I managed to

tracked down Origin at the Broderbund

booth, where Tangled Tales (Apple and C
64 now, IBM soon) was tangling tales on

an IBM monitor. A novice level game of-

fering a “lighthearted look at traditional

fantasies,” it uses dual windows for dis-

play, menus for character interaction with

over 50 people, excellent art and an icon

interface. Space Rogue is due in the fall

(Apple, C 64), and Moebius II is under-

way. Origin has also packaged Garriott’s

first three games as an Ultima Trilogy

($59.95 for Apple, C 64, IBM).

Back at New World’s booth, I was two

steps away from solving Might & Magic

II when Duffy stumbled in, knocked over

the monitor and started raving about how
he’d spent the past four days and nights

looking for a party, only to find that not a

single computer game company had

thrown one. Duffy has always rated CES
(and the status of the games industry) by

the number of parties at the show and the

size of the shrimp at the best party.

(Electronic Arts won last year.) “On a

scale of one to ten,” he summed up this

year’s Winter CES, “what we have here

is a zero—and I don’t mean a Zork

Zero.”

Waiting for Duffy
Duffy climbing a pyramid at Chichen

Itza, so write these

people ifyou can help.

Ultima 5: How do I get through Dungeon
Hythloth to Underworld? Where’s the

Sandalwood Box? How do I get out of

first room in Shame? P. Gardner, 2038

New York Ave, Brooklyn, NY 1 1210.

Same questions, plus will playing harpsi-

chord help me? R. Loveland, 7721 Sundi-

al Lane, Orlando, FL 32819

Neuromancer: Where is Commlink 4,

what are passwords for Chiba Tactical

Police and SEA? P. Meehan, 2555 Giant

Oaks Dr, Pittsburgh, PA 15241

ChronoQuest: Help!!! T. Page, 96 Had-

don PI, Upper Montclair, NJ 07043

M & M 2: Can’t get ouf ot Dawn’s Mist

Bog Cavern with element orb! Where’s

“long one?” What’s Molecular Chamber
(Lux’s Dungeon, lvl 2) good for. Beli-

aeff’s? Wizardry 5: What’s the Play-

house Mystery Theatre about? Jigsaw

Bank & Trust? Where’s the Loon? S.

Kunz, 211 E Ohio #610, Chicago, IL

60611

King’s Quest 4: How do I get bridge for

unicorn? Get out of whale? What to do af-

ter the five ghosts? About Oge? D Bar-

tram Jr, Box 2398, APO NY 09009

Wizardry 3: Desperate help needed for

level 6, especially the riddle. P. Tayco,

3569 Boston Ave, Oakland, CA 94602

Original Adventure: Need help in Plover

Room, Mirror Canyon, window pit, green

dragon, reservoir. Christopher Dox, 975

Laurel Ave, St Paul, MN 55104

Fool’s Errand: How do I capture the fly-

ing question mark in the Three Ships sec-

tion? M. Groff, 279 Topaz Way, San

Francisco, CA 94131

Emerald Mine: How do I complete or get

past level 4? Turn a diamond into a rock

and you can't get past it. E. Gooch, 1703

E 10 Mile Rd, Madison Hts, MI 48071

Bureaucracy: How do I get past gate 3

houses south of my own? Do with

weirdo in farmhouse? Norm Lowrey,

170 Stephenson Lane, Springfield, IL

62707
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ELECTRONIC GAMER TEG-7813

Z OR K ZERO

When ZQRK was released in 19 8 2 * it enchanted and mystified us with its prose,
puzzles, and sense of humor. As sequels CZCRK II and III) were deled cut,
Infocom found the gam e-pl ay ir g public clamoring for more. Socr, the ENCHANTER
trilogy — a supposed continuation of the ZQRK trilogy -- graced our computer
screens as well. The last game in each of these trilogies attempted to end the
magic we'd all come to love and expect from an Infocom offering.

Then came a hiatus when none of Infocom's games contained any fantasy. Insteadi
we received scenarios based on the future (STATI ONFALL, hITChHIKER'S GUICE TO

THE GALAXY, etc.). They were fun and enjoyable, but they all lacked fhe mysticu*
of the ZORKs. In 1987, BEYOND ZORK was released, and we uere once again romping
through the Great Underground Empire in search of the enigmatic Cocorut of

Guencor. But the joy of discovery seemed to be missing from this endeavor: Once
more, the ZORK saga seemed destined to end. Another dry spell hit as Infocom
placed its scenarios in the present and future.

Obviously, Infocom realized the public wanted more ZORK, but what wculd they
call their latest effort? The only thing they could: ZORK ZERO!

Authored by Steve Meret 2 ky (LEATHER GODDESSES OF PHCSCS), ZCRK ZERO is the
prequel to the ZCRK trilegy. (This review is based on the Macintosh version.)
You begin the game as a lowly scullery servant — the arms, legs, and beast of

burden of Lord Dimwit Flsthead -- delivering napkins, wire, and food to one of

his outrageously excessive banquets. Suddenly, the dreaded wizard Megaboz
appears and levels a curse at Cimwit and all his successors (the Twelve
Flat heads) fer his having demolished Megaboz's private sanctuary for the
construction of one of Dimwit's typically enormous projects. As the smoke
clears, the only thing left behind by Megaboz is a bubbling cauldron and a serai
of parchment. Quickly tucking this piece of parchment into your jerkir, you
return to your duties while all the court buzzes with alarm as Dimwit quietly
dies. Time passes....

It's 90 years later, and you've come forth in response to a call frem the
current ruler of Flatheadia, Wurfc Flathead, to try tc lift the curse of Megaboz,
The only thirg you have to help you in your cuest is a scrap of worn parchment
handed down from an ancestor who was a scullery servant to the great Lord Dim w i

'

Flathead. Thus begins ZQRK ZERC.

This game is a delight for the eyes and senses. Though mostly text, there are
graphic puzzles (a la FQCL'S ERRAND) which will frustrate anc give ycu a sense
of triumph when you've sclved them. You'll play Double Fenucci, Feggleboz, anc
The Tower of Sozbur to open hidden doers and gain valuable items and clues.
Throughout the game, the Court Jester appears to pose riddles, cause ycu
mischief, give ycu help, and spout poetry.

ZQRK ZERO is huge! The score you're aiming toward is 1 , C 0 0 , and there are
literally hurdrecs of locations, items, and treasures. The puzzles are
remiriscent cf the ones encountered in the original ZGRKs -- tough, but fair.
The game is totally non-linear, but this can lead to problems early cn. I've
gotten my score all the uay up to 505 points, but now I have to restore the gam<

back to a point where I have a measly 38 points due to a mistake I made at the
beginning of the game. This doesn't bother me, though; I can play all those
marvelous graphic games agair!

ZORK ZERO c ernes packagec with an instruction manual, the piece of parchment, a

blueprint of the Rockville Estates Construction site, the usual plethora of



order forms* a computer-specific reference card, end the terribly furny Flatheac
Calendar. Although the genre isn't copy-protected* you won't be able to solve it
unless you heve ell the items from the gsire peck age et herd. The Calendar is
rife with clues and hints for playing and winning the various graphic games.
It's also very cleverly “revised” (the months June ard July ere called Jam and
Jelly)* and has the histories of the Twelve Flatheads -- one for each month of
the year. The blueprint is required for finding your way in Rockville Estates
and to help you place some loose passages that weren't installed during the
original construction process. The parchment is necessary to discover how to
lift Megaboz's curse.

Infccom has expanded on its "on-screen mapping” idea by constructing on one of
your game disks a map of the places you've been to. By typing MAP, the map is

accessed and displayed or your screen. Each location is identified by an icon.
The rice thirg about this is that once you've been tc a location, you can return
to that location by simply oringing up the map* pointing to the icon you wish tc

return to, ard clicking the mouse button. Zap! You're there!

I'm playing ZORK ZERC or a Macintosh 5 1 2 K with a 4 0 C K disk drive, but the game
comes on a single 8Q0K diskette. In order to use the 40QK drive, you'll have to
find an 800K drive and copy the original diskette to 400K diskettes. If you're
not able to cet access tc an BOOK drive, Infccom will copy the disk for you for
a charge of 15. OC. Although there are few 40GK drives still cut there, it

would've saved both Infoccm and us aggravation and money to have shipped the
game on two 400K diskettes to begin with. I can just imagine the ill will this
might generate.

Online hints are once again available in ZCRK ZERO. While some people
appreciate them, I resent their presence. Indeed, I've erased the hirt file iron
my disk so that I won't be tempted to use it. In my opinion, it makes playing
the came less of a challenge. I prefer agonizing over a puzzle; it's much more
satisfying tc solve it myself than to have the answer handed to me with the mere
press of a key. No thanks, Infccom.

System requirements for the Macintosh version of ZORK ZERO are 512K and a

system disk (or any disk on which you have a system folder) fcr booting
purposes. The Mac II owner with a color monitor will be happy to learn that ZCRH
ZERO plays ir glorious cclor. While I've not seen the game on a Mac II, the back
of the game tox has scenes from the Amiga version, ard they're beautiful!

Steve Meretzky and Infocom should be proud of ZORK ZERO. It's a masterful,
aggressive game well worth the price of admission. Bravo!

ZORK ZERO is published ty Infocom, Inc. and distributed by Mcdiagenic.

This review is copyright (c) 1988 by Barbara Baser. All rights reserved.



accuracy, full zoom capabilities, plus polygon editing tools.

No cutting or pasting is required, since art can be added to

your work by dragging it from a library window. And,

INFOCOM, Inc.

125 Cambridge Park Drive

Cambridge, MA 02140
Drawing Table comes with extensive clip-art libraries

with building blocks for maps, landscaping, interiors, letter-

heads and more.

Certainly if you're in the market for a good drawing pro-

gram, Drawing Table is worth a serious look.

Movie lovers who enjoy watching Errol Flynn or Tyrone
Power wield their swords in adventure epics like ItLg Sea
HawK or Ihs Black Swan, will be in computer game heaven
when they play The Ancient Art of War at Sea.
Similar in approach to the ever-popular The Ancient Art of

Wac. this new entry by Dave Murry and Barry Murry has
you waging naval engagements against the likes of John Paul

Jones and Blackboard, the pirate. Each opponent has his own
unique combat strategies. Commanding a fleet and giving or-

ders to individual vessels, you'll chase your enemy's ships,

fire cannon shots across their bows, then finally zoom in on
the boarding parties for hand-to-hand combat.

Players can re-fight some of history's greatest naval
battles, such as the Spanish Armada, changing such elements

as wind and weather. Or, with the program's powerful game
generator, you can create entirely new battles of your own.
To help you achieve victory, the package includes a fasci-

nating illustrated guide to naval strategy and tactics.

Recommended for all adventure lovers.

HJC Software

P.O. Box 51816

Durham, NC 27717

(919) 490-1277

Virex ($99.95)

Considering all the disturbing news about computer viruses

that we've been reading lately, this is the piece of software
that every Mac owner should own.

Virex detects and repairs the three known computer vi-

ruses with just the click of your mouse. It's that simple,
and if you still get stuck, there's even on-line help. The
program works on individual files, a single disk or on a hare

disk. The manual is concise, easy to follow and informative.

Incidentally, we just finished checking our own hard disk
with Virex and we're happy to report that it came through
with a clean bill of health.

Strongly recommended.

(617) 492-6000

1.

) Quarterstaff ($49.95)

We reviewed Quarterstaff back in November of 1987

when it was first released by its developers, Simulated

Environment Systems. At that time, we found it to be an

intriguing new entry in the dungeons and dragons genre' of

role playing games: innovative in its sound effects, graph-

ics and mapping capabilities, yet also a trifle verbose.

Recently acquired by INFOCOM, Quarterstaff has been
greatly improved in its latest version. The text is less

wordy, the play itself is smoother and there are now on-

line hints should one get stuck. In other words, with this

edition of Quarterstaff, buyers can now expect the

same top quality product that has made INFOCOM the lead-

er in text adventure games.

2.

) Zork Zero ($59.95)

The Zfilk Trilogy is probably is most popular series of

text adventure games ever released by INFOCOM. Yet

we've never reviewed them. ..primarily because, as we've

often stated in these pages, dungeons and dragons is not

our favorite kind of entertainment.

Recently, the friendly publicity people at INFOCOM
talked us into taking a look at Zork Zero, the newest in

this series. We're glad that they did, since we've found it

to be a thoroughly engrossing diversion.

Zork Zero is, in fact, a" prequel" to the other Zork ad-

ventures. The narrative takes you back to the final days

of the Great Underground Empire, and relates how a wiz-

ard's curse destroyed the ruling Flathead family, threa-

tening the very kingdom itself. It's your job to travel the

kingdom and stem the curse.

The game marks the introduction of a new generation

parser from INFOCOM, and features graphic enhancements

(including mapping) and on-screen hints.

A must for Zork aficionados.

MICROSOFT CORPORATION
16011 NE 36th Way
Box 97017

Redmond, WA 98073-9717

(206) 882-8088

File 2.0 ($195.00)

We've been working with EiiS U2 ever since we pur-

chased our first Mac. ..well over two-and-a-half years
ago. It's served our particular needs well, even though

we wished it was a little faster and that we didn't have to

use a key disk every time we wanted to use it.



The Miami Herald / Friday, July 29, 1988

New age for Zorfe,

but not for games
Several years ago, com-

puter game author Steve
Meretzky went to a Chinese
restaurant and opened a for-

tune cookie with the words
“You are about to plan a

great adventure” on it.

The result, Zork Zero-.

The Revenge of Megaboz,
was introduced recently by
Infocom, along with three

other new games at a lavish

press conference in New
York. The bash was held at

Tamara, an innovative play

in which the audience fol-

lows the actors and actresses from room to room
in a converted Italian villa.

Meretzky’s Zork Zero is a prequel to Zork, the

best-selling computer game of all time. The new
adventure takes place 100 years earlier.

Zorkaholics will be pleased to learn that Zero'vs

filled with as many rooms and puzzles as all the

other Zorks combined. It also has something the

other Zorks lack— pictures.

Infocom made its reputation and fortune by
producing superior all-text “interactive fiction”

games. Basically, participatory novels. Now, the

novels are being illustrated.

“Everything you’ll see from now on will have
graphics,” says Infocom president Joel Berez.

Adding graphics to interactive stories may
open up Infocom’s audience to new gamers who
didn’t want to plod through all-text games.

Here are other new games introduced by Info-

com:

Journey: This is a fantasy in the tradition of

J.R.R. Tolkien’s The Lord ofthe Rings. The game
is a combination of interactive fiction, role-play-

ing and traditional fiction — what Infocom calls

“role-play chronicles.” The game was created by
Mark Blank, author of many Infocom games. Ac-

cording to Blank, Journey is for people who like

the idea of interactive fiction, but have never got-

ten into the games themselves. “I tried to take

away all the frustration,” he says. “You can virtu-

ally play for hours without coming to a dead end.”

Shogun : Dave Lebling collaborated with

James Clavell, whose novel of the same title sold

over seven million copies. You play the role of sea

pilot John Blackthorne as you guide your ship

through the treacherous reefs of Japan while

scurvy eats at your body. The graphics mimic tra-

ditional 16th Century Japanese style.

BattleTech: The Crescent Hawk's Inception :

A role-playing game that boasts four million loca-

tions to explore. The designers have added “emo-
tive outtakes” — reaction shots to significant

events.

The new games will sell for $50. They will be
available in mid-October for Macintosh and Apple
II, November for Apple IIGS and IBM, and early

next year for Atari ST and Amiga.
While the new games look good, they’re still

plain old computer games. I was expecting that

Infocom would take advantage of the magic of Ta-
mara to debut a new entertainment technology,

such as the long awaited “compact-disk-interac-

tiveC’ which progressive software publishers are

busily working on.

Manipulating realistic video images is the next

natural step for interactive entertainment, and
attending Tamara whet my appetite for it.

Contest: This time, Mindscape’s new Power-
Players joystick is up for grabs. It’s a real slick

stick, and will work with Atari, Commodore
64/128 and Amiga computers. To win, send a

postcard with the word “JOY” on it to me at the

address below.

You can sendDan Gutman electronic mail via

CompuServe (70007,3263), GEnie
(D.GUTMAN), QuantumLink (DanGut) or the

Source (PUB022), or write to him in care of The
Miami Herald, Electronic Home, 1 Herald Pla-

za, Miami, Fla. 33132.
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Z-Ze

>ir: East Uing

Moves: 33

F I athead i aj

Score: 58;

This wide corridor runs the length of the east

wing of the castle. The corridor ends at a large

door to the west. There are openings to the north,

south and east.

[Your score has Just gone up by 8.]

The jester appears.

"I thought of no rhyme; my puzzle's on paper this time."

He drops a scroll by your feet. The jester gives a

cheerful wave of farewell and vanishes, saying, “So long,

and thanks for all the fish!" Odd. You've never given the

jester any fish.

>save

SAVE completed.

rip
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£>\cvjcfcpecfU* Ffo&ozztca
Megaboz was a mysterious

wizard who lived a

hermit's life in the Fublio

Valley. Some say he cast a

Curse which will someday
destroy the Empire, but

royal spokesmen have

denied all such rumors.

Megaboz vanished in 789
GUE; it is said that the

effort of casting the

Curse destroyed him.|
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Lord Dimwit Flathead the

Excessive ruled the Great

Underground Empire from
770 GUE through 789 GUE.

For more information

about the life of Dimwit,

we refer the reader to

The Lives of the Twelve
Flatheads' by Boswell

BarwellJ
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Z-Zero

gytcyclopedEU* '3rfobo ,z'zAc^
This is one of the oldest

and dearest legends in the

annals of Quendor.

Zilbeetha, a beautiful

maiden, somehow angered

an evil mage, and was
placed under enchantment
and turned into a crystal

orb on the very day that

she was to be wed. The
heartbroken groom, who is

always depicted holding a

fragile bloom, sought help

from the wizard’s goodly

twin. The good wizard
[MORE]|
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fincyctopecfvo*
Flatheadia has been the

capital of the Great

Underground Empire since

Dimwit built his castle

there in 770 GUE. (The

former seat of royal

government was Egreth, in

the Westlands.) Although

still the largest

population center in the

Eastlands, Flatheadia has

been in a steady decline

since a Curse cast by

Megaboz toward the end of

the last centuryj
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£tncyctopecfi-CT
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CCT

Ceremonial Object
ca. 671 G.U.E.

The Four Fantastic Flies

of Famathrla, each bigger

and more succulent than

the last. Is a legend

fabricated by a race of

toad creatures who once

lived somewhere beyond

the oceans of the world.

Seafarers report that

these toads were ugly,

cantankerous, and

eternally hungry.)
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Brogmoidists, followers

of the tenets of

Brogmoidism, believe that

a Great Brogmoid supports

the world upon his

shoulders. The religion,

which originated

sometime during the

fourth century, is

commonly ridiculed

nowadays, and has lost

most of its adherents.|
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1

EXIT

Opening the door reveals a tiny nook containing a Tower of Bozbar: 3

pegs and 6 cylindrical weights ranging from a 1-ugh to a 6-ugh

weight.

Type the number of the weight you want to move, followed by the

peg you want to move it to: L, C, or R. You can Undo your move by

typing U — even if Undo doesn't normally work on your system! Type X

to exit.

TT
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Type a number to select the pile from which you d like to remove a

pebble or pebbles.
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File Edit

Z-Zero

Exit

Roues: 103

N F I athead i

a

Score: 130

we must do something ceremonial. I have it! A
dedication! We’ll give everyone in the kingdom a year off

and invite them to the Fublio Valley..."

Someone thrusts a platter of hellhound bones into your

hands. "Bring this to the scullery, servant!" An insistent

finger points northeast.

>RESTORE
Okay, restored.

Exit

A wide underground road runs north and south.

There’s an eye-etching sign next to a tunnel

leading west.

'm um n i i i n u
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Z-Zero

•:xv3

Jester's Score: 000 Vour Score: 000

Y Q
G 3 2

e 3 S Ml A
Q.

DISCARD

>DRAU REUERSE S I NGLE-PLflV IONIZE

D 1ISCRRD TRUnP PASS DOUBLE-PLAV CHEAT

D 1IUIDE UNDERTRUHP OUERPASS I1UTT0NATE RESIGN

Use the arrow keys — or the U, D, L and R keys — to highlight a play,

then hit the RETURN/ENTER key. Or, if you have a mouse, you can use

that to select your play.|

a

a
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Z-Zero
SE/ezram

4:32 pm1

ftocycfopecfi-a Ffo&ozzH oct

This is one of the oldest

and dearest legends in the

annals of Quendor.

Zilbeetha, a beautiful

maiden, somehow angered

an evil mage, and was
placed under enchantment
and turned into a crystal

orb on the very day that

she was to be wed. The
heartbroken groom, who is

always depicted holding a

fragile bloom, sought help

from the wizard's goodly

twin. The good wizard

[more]|

* File Edit

Z-Zero
4:25 PTC

£K\cyctbpedEi-a Jfobozz^t oa
Brogmoidists, followers

of the tenets of

Brogmoidism, believe that

a Great Brogmoid supports

the world upon his

shoulders. The religion,

which originated

sometime during the

fourth century, is

commonly ridiculed

nowadays, and has lost

most of its adherents.!



r
* File Edit 4:33 1PM

1

fiMcycfopecCU*
"Jesters employ physical,

verbal, and magical
trickery for the

entertainment of king and

court. The most recent

Royal Jester, the favorite

of Lord Wurb Flathead, is

named Barbazzo Syovar
Fernap."
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4 * File Edit

Opening the door reveals a tiny nook containing a Tower of Bozbar: 3

pegs and 6 cylindrical weights ranging from a 1 -ugh to a 6-ugh .

weight.
*

Type the number of the weight you want to move, followed by the

peg you want to move it to: L, C, or R. You can Undo your move by

typing U — even if Undo doesn't normally work on your system! Type X

to exit.

6 File Edit

Type a number to select the pile from which you'd like to remove a

pebble or pebbles.
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PUZZLES
OLD AND NEW

This is the first exhibition to examine puzzles as they relate

to a variety of disciplines including decorative arts, mathematics,

psychology, and anthropology. Its aim is to explore the history,

meanings, and design of mechanical puzzles.

PUZZLES OLD AND NEW is organized according to the types

of mechanical problems the puzzles pose, or according to the

object of the puzzle. The classification of puzzles is a complex and

unresolved quandary itself, and some fall into more than one category.

While the puzzles shown here are clearly physical objects, involving

spatial as well as conceptual logic, puzzles in general can be de-

fined to include picture, word, and mathematical problems, riddles,

and dilemma tales such as the Uncle Remus stories. Puzzles can

also be related to recreational objects such as games, toys, and

magic tricks. The process of puzzling entails thought and imagination,

play and serendipity, trial and error, knowledge and observation.

For the purposes of this exhibition, a mechanicalpuzzle

is a device composed ofone ormore parts which involves a problem

for one person to solve by manipulation, using some combination

oflogic, insight, luck, patience, and dexterity.

Display cases feature various mechanical puzzle types

and offer some historical information. For example, puzzle jugs

predate the Industrial Revolution by centuries, and the 1976

Rubik's Cube is shown with the many versions and new puzzles

it inspired. We are often limited by the documentation available

to us, for relatively few existing puzzle objects are known to be

over 200 years old, and only a small number of types are known to

have been invented before 1700. Most of the ones shown here

were made after 1850. Some mechanical puzzles may be looked

upon as adaptations of older mathematical, picture, or other

problems. In some instances it can be assumed that similar ideas

found in different locations at different times were the result of

independent invention; in others, it is more likely that puzzles

were distributed through cultural exchange. There is, however,

more to history than the evolution of types. Just as the evolution

of literacy cannot be reduced to the development of book-making

and the printing press, so the history of puzzles is not limited

to the appearance of various types, as important as these may be.

Puzzles are made to be handled and those exhibited here

show signs of use. To avoid the frustration of having these pro-

vocative objects behind glass, touchable puzzles are provided.

Each visitor is encouraged to experiment and experience the

congenial, engaging world of puzzles, and to make new discoveries

in the process.



THE ART IN PUZZLES THE SOCIAL EXPERIENCE

Folk art, craft, and industrial design come together in

puzzles. They are homemade, or skillfully handmade, or produced

in quantities by machine. Traditional designs survive over centuries;

surface decoration reflects cultural taste and symbolism. Form

responds directly to puzzle ideas and may be visually striking

even in the simplest versions.

Aside from the beauty of fine craftsmanship, puzzles fre-

quently require careful fitting of parts or exact matching of dimensions.

Some seem connected to workers in a particular craft: puzzle locks

and the impossible joinery of wooden trick objects, for example.

However, ingenious designs like those of Akio Kamei are highly

valued for the combination of innovative ideas with careful con-

struction, beautiful finish, and clever presentation.

Decoration and design serve to stimulate and engage

people in the visual and tactile pleasures of working a puzzle.

Decorative motifs, intricate carving or inlay, elegant materials,

and intriguing shapes lend aesthetic value to these objects. Paper

puzzles, puzzle boxes, and books of puzzle problems are beautifully

printed with words and pictures, much as Chinese ivory puzzles are

carved with scenes and symbols, giving lively narrative to abstract

puzzle ideas. Puzzles manufactured of plastic or potmetal are made

attractive with whimsical shapes or brilliant colors. Inscribed

patterns conceal the true nature of turned ebony balls, making it

more difficult to get inside, but also inviting touch and examination.

Puzzle enthusiasts have described a kind of aesthetic

satisfaction derived from inventing or solving a demanding puzzle.

There occurs an interaction between eye, hand, and mind in which

sophisticated arrangements of shape and volume, patterns of

movement, or logic systems are understood. Systems and patterns

can be enlightening when they are unexpected or deviate from

previous experience. Puzzle solving is a creative process with its

own rewards.

Secret-opening balls, ca. 1860-1890, England;

turned ebony, one with inlaid ivory; 2, 2 1/2, and

3 inches in diameter; L. EdwardHordern collection

A most puzzling feature of puzzles is precisely what

makes them of such enduring fascination. Some, like the tangram,

puzzle jugs, and Chinese rings, have traveled great distances and

have been widely played for centuries. Indeed, there is not a

society known to us which does not value the acts and arts of

puzzling, whether these are associated with the practices of

storytelling, magic, religion, or science.

Whereas in games people play against one another, and

other players influence the outcome of the game, in mechanical

puzzles one is face to face with the problem, pitted as an indi-

vidual against these mechanical odds. When working on a puzzle,

the player may imagine exploring the North Pole and battling the

elements depicted there. But no other person is privy to this battle.

An important dimension of interest in mechanical puzzles is the lure

of privacy.

Puzzles do nonetheless enter into competitions, networks

of communication, and group entertainment. There have been

international contests among players trying to solve Rubik's Cube

in the shortest amount of time (a matter of seconds at the highest

levels). In 1889, American newspapers carried accounts of the

latest sensation, Pigs in Clover, a simple dexterity puzzle. It

obsessed everyone from Wall Street bankers to office boys, from

ministers to society belles.

Puzzles are purchased, owned, used to gauge ingenuity

or prowess, talked about by friends. Ancient Greek and Medieval

European puzzle vessels were probably brought out by prankster

hosts to mystify or embarrass guests. Selling puzzles in boxed

groups, beginning with the Chinese-made Sunday Boxes and con-

tinuing today, reflects interest in group pastimes. Puzzles link up

with social styles; like clothing, they are susceptible to vogues and

irrational whims.

Puzzles have always been associated with folklore and

storytelling. Some mechanical puzzles, such as The Goat and

the Cabbage, depend on a story to pose the mechanical problem.

Legends describe the origins of some puzzles. There are several

stories about Chinese rings, for instance, in China and in Finland,

where they were later introduced. According to legend, Napoleon

invented peg solitaire during his imprisonment at Elba. In the

late 19th century, puzzle designer and author of popular magazine

articles, Sam Loyd, concocted an elaborate, pseudo-scholarly

history of the tangram. His fake account succeeded in fooling

many people for years, including another prominent puzzlist,

H.E. Dudeny. Other puzzles simpiy were packaged with exotic or

enticing stories to generate interest.



THE ART IN PUZZLES THE SOCIAL EXPERIENCE

Folk art, craft, and industrial design come together in

puzzles. They are homemade, or skillfully handmade, or produced

in quantities by machine. Traditional designs survive over centuries;

surface decoration reflects cultural taste and symbolism. Form

responds directly to puzzle ideas and may be visually striking

even in the simplest versions.

Aside from the beauty of fine craftsmanship, puzzles fre-

quently require careful fitting of parts or exact matching of dimensions.

Some seem connected to workers in a particular craft: puzzle locks

and the impossible joinery of wooden trick objects, for example.

However, ingenious designs like those of Akio Kamei are highly

valued for the combination of innovative ideas with careful con-

struction, beautiful finish, and clever presentation.

Decoration and design serve to stimulate and engage

people in the visual and tactile pleasures of working a puzzle.

Decorative motifs, intricate carving or inlay, elegant materials,

and intriguing shapes lend aesthetic value to these objects. Paper

puzzles, puzzle boxes, and books of puzzle problems are beautifully

printed with words and pictures, much as Chinese ivory puzzles are

carved with scenes and symbols, giving lively narrative to abstract

puzzle ideas. Puzzles manufactured of plastic or potmetal are made

attractive with whimsical shapes or brilliant colors. Inscribed

patterns conceal the true nature of turned ebony balls, making it

more difficult to get inside, but also inviting touch and examination.

Puzzle enthusiasts have described a kind of aesthetic

satisfaction derived from inventing or solving a demanding puzzle.

There occurs an interaction between eye, hand, and mind in which

sophisticated arrangements of shape and volume, patterns of

movement, or logic systems are understood. Systems and patterns

can be enlightening when they are unexpected or deviate from

previous experience. Puzzle solving is a creative process with its

own rewards.

Secret-opening balls, ca. 1860-1890, England;

turned ebony, one with inlaid ivory; 2, 2 1/2, and

3 inches in diameter; L. Edward Hordern collection

A most puzzling feature of puzzles is precisely what

makes them of such enduring fascination. Some, like the tangram,

puzzle jugs, and Chinese rings, have traveled great distances and

have been widely played for centuries. Indeed, there is not a

society known to us which does not value the acts and arts of

puzzling, whether these are associated with the practices of

storytelling, magic, religion, or science.

Whereas in games people play against one another, and

other players influence the outcome of the game, in mechanical

puzzles one is face to face with the problem, pitted as an indi-

vidual against these mechanical odds. When working on a puzzle,

the player may imagine exploring the North Pole and battling the

elements depicted there. But no other person is privy to this battle.

An important dimension of interest in mechanical puzzles is the lure

of privacy.

Puzzles do nonetheless enter into competitions, networks

of communication, and group entertainment. There have been

international contests among players trying to solve Rubik's Cube

in the shortest amount of time (a matter of seconds at the highest

levels). In 1889, American newspapers carried accounts of the

latest sensation, Pigs in Clover, a simple dexterity puzzle. It

obsessed everyone from Wall Street bankers to office boys, from

ministers to society belles.

Puzzles are purchased, owned, used to gauge ingenuity

or prowess, talked about by friends. Ancient Greek and Medieval

European puzzle vessels were probably brought out by prankster

hosts to mystify or embarrass guests. Selling puzzles in boxed

groups, beginning with the Chinese-made Sunday Boxes and con-

tinuing today, reflects interest in group pastimes. Puzzles link up

with social styles; like clothing, they are susceptible to vogues and

irrational whims.

Puzzles have always been associated with folklore and

storytelling. Some mechanical puzzles, such as The Goat and

the Cabbage, depend on a story to pose the mechanical problem.

Legends describe the origins of some puzzles. There are several

stories about Chinese rings, for instance, in China and in Finland,

where they were later introduced. According to legend, Napoleon

invented peg solitaire during his imprisonment at Elba. In the

late 19th century, puzzle designer and author of popular magazine

articles, Sam Loyd, concocted an elaborate, pseudo-scholarly

history of the tangram. His fake account succeeded in fooling

many people for years, including another prominent puzzlist,

H.E. Dudeny. Other puzzles simpiy were packaged with exotic or

enticing stories to generate i



CULTURAL VALUESTHE SOCIAL EXPERIENCE

A most puzzling feature of puzzles is precisely what

makes them of such enduring fascination. Some, like the tangram,

puzzle jugs, and Chinese rings, have traveled great distances and

have been widely played for centuries. Indeed, there is not a

society known to us which does not value the acts and arts of

puzzling, whether these are associated with the practices of

storytelling, magic, religion, or science.

Whereas in games people play against one another, and

other players influence the outcome of the game, in mechanical

puzzles one is face to face with the problem, pitted as an indi-

vidual against these mechanical odds. When working on a puzzle,

the player may imagine exploring the North Pole and battling the

elements depicted there. But no other person is privy to this battle.

An important dimension of interest in mechanical puzzles is the lure

of privacy.

Puzzles do nonetheless enter into competitions, networks

of communication, and group entertainment. There have been

international contests among players trying to solve Rubik's Cube

in the shortest amount of time (a matter of seconds at the highest

levels). In 1889, American newspapers carried accounts of the

latest sensation, Pigs in Clover, a simple dexterity puzzle. It

obsessed everyone from Wall Street bankers to office boys, from

ministers to society belles.

Puzzles are purchased, owned, used to gauge ingenuity

or prowess, talked about by friends. Ancient Greek and Medieval

European puzzle vessels were probably brought out by prankster

hosts to mystify or embarrass guests. Selling puzzles in boxed

groups, beginning with the Chinese-made Sunday Boxes and con-

tinuing today, reflects interest in group pastimes. Puzzles link up

with social styles; like clothing, they are susceptible to vogues and

irrational whims.

Puzzles have always been associated with folklore and

storytelling. Some mechanical puzzles, such as The Goat and

the Cabbage, depend on a story to pose the mechanical problem.

Legends describe the origins of some puzzles. There are several

stories about Chinese rings, for instance, in China and in Finland,

where they were later introduced. According to legend, Napoleon

invented peg solitaire during his imprisonment at Elba. In the

late 19th century, puzzle designer and author of popular magazine

articles, Sam Loyd, concocted an elaborate, pseudo-scholarly

history of the tangram. His fake account succeeded in fooling

many people for years, including another prominent puzzlist,

H.E. Dudeny. Other puzzles simpiy were packaged with exotic or

enticing stories to generate interest.

Puzzles reflect what French historians have called the

mentality of their times. They show patriotism, cultural and racial

prejudice, ideas about family life, and fascination with exotic places.

Pick the Pickaninnies, for example, documents racial prejudice,

both in title and design. The object is to fold the card so that

all the white children are covered, leaving only the black children

showing. As with other cultural manifestations, puzzles illustrate

the world views of their makers and their audiences, whether

pernicious stereotypes or high-minded ideals.

Especially since the end of the 19th century, puzzles have

referred to historical events, political problems, and foreign

affairs. The Panama Canal, World War I, Teddy Roosevelt's exploits

in Africa, or the battle of Manila Bay are represented quite

explicitly. One striking example of a political puzzle depicts a

difficult situation in the cabinet: Blocks ofFive, or the Adminis-

tration Puzzle. Blaine is in. How can (President) Harrison get

him out? The configuration of the pieces is conceived in terms

of the real political dilemma, which everyone can work on because

it takes the form of a puzzle. Other examples are the Franco-Russian

Alliance Puzzle, subtitled NewInfernalPredicament, and the Capitol

and Labor Puzzle of 1910 which demonstrates How these great

world forces can get over the Biver Trouble, continue theirjourney

and do their work ifguided by the skillfulhand ofArbitration.

Puzzles help make political and cultural processes tangible by

representing them as problems.

Get Offthe Earth, patented and copyrighted 1896,

designer: Sam Loyd, publisher: Brooklyn Daily

Eagle, New York, US.A.; printedpaper;

63/4x6 3/4 inches; Jerry Slocum collection
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PUZZLES IN THE INDUSTRIAL AGE

The modern history of puzzles parallels industrialization.

The Industrial Revolution in Europe and the United States dates

roughly from the late 1700s with the first machinery for spinning

thread and weaving cloth, the invention of steam engines, and

experiments in mass production. Lifestyles changed rapidly.

Rural life and handwork were forsaken for the lure of growing

cities and factory employment. World trade had been conducted

by land and sea for centuries, but communication and trade were

profoundly affected by the advent of the railroads that linked

nations in Europe and helped unify the United States after the

Civil War. Newspapers became highly profitable enterprises and

their circulation grew many times over. With increased literacy,

advertising boomed and the concept of public opinion emerged.

The IndustrialAge was celebrated in 1851 with the First Great

International Exhibition at the Crystal Palace in London. Such

international fairs signaled the existence of mass markets.

The exhibition is accompanied by the book PUZZLES OLD

AND NEW: How to Make and Solve Them by Jerry Slocum and

Jack Botermans; published by Plenary Publications International

bv, De Meern, The Netherlands, and ADM International bv,

Amsterdam; and distributed in North America by University of

Washington Press, Seattle.
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Exhibition tour:

Individual accomplishment and invention dramatically

affected the way things were done by many. Man's needs became

problems to solve; discoveries of new solutions succeeded one

another at increasingly rapid pace. The Eiffel Tower, built in 1889,

symbolized the enormous potential of mechanical engineering,

stimulating popular interest in construction. In the 19th century

science became an increasingly prominent social force. Even within

the 20th century, we have gone through several radical changes in

our perception of the universe.

Although puzzles had intrigued people in ancient times,

by 1800 Georg H. Bestelmeier, a German, was issuing catalogs

of puzzles and toys for sale to a popular market. Most likely,

Chinese puzzles first made their way to the West in significant

numbers by ship in the late 1700s. By 1820, ivory and wood puzzles

were handmade in China, packaged as sets in decorative lacquered

boxes, and distributed in Europe and North America. There were

numerous European and American puzzle companies with inter-

national markets by 1890. Japan was exporting quantities of

wooden figure puzzles and secret-opening boxes by 1930.

Nobuyuki Yoshigahara

and

The Panhandle-Plains

Historical Museum,

Canyon, Texas

Craft and Folk Art Museum, Los Angeles, California

November 26, 1986 — February 22, 1987

The MIT Museum, Massachusetts Institute of Technology^ 3
Cambridge, October 20— January 3, 1988

The Hudson River Museum, Yonkers, New York

July 22 — September 27, 1987

Puzzle ideas increased in direct proportion to invention

and scientific discovery. Puzzles also became popular means of

advertising products and commemorating events, an indication

that mass production, cheap technology, and newspaper cartoons

had affected their packaging, distribution and, consequently, their

popularity. Perhaps, too, since the rise of machines and the broader

influence of science placed emphasis on discovery, analysis, and

problem-solving, mechanical puzzles mirrored more of common

experience than in previous times.

The Ontario Science Center, Toronto

January 25-March 13, 1988



PUZZLES IN EDUCATION PUZZLES AND SCIENCE

Also contributing to the proliferation of puzzles was a

growing interest in education in Western countries. Inspired by such

18th century writers as John Locke and Jean Jacques Rousseau,

educators sought to use children's natural curiosity and playfulness

to teach both moral wisdom and practical knowledge. The first jig-

saw puzzles, made around 1760, were maps glued to wood and cut

apart. They were promoted as entertaining ways to learn geography

and were related to a whole genre of Victorian board games with

instructional intent. The mid-19th century kindergarten movement,

begun by Friedrich Froebel in Germany, made use of educational

toys with which small children could learn while they played.

Years later, a friend of Froebel's convinced industrialist F. Adolph

Richter to make better quality building blocks. His Anchor blocks

and puzzles were sold internationally between 1882 and 1965.

In Italy, in the early 20th century, Maria Montessori made
use of puzzles in nursery schools, stressing the importance of trial

and error to learning. Teachers acted as guides to the youngsters'

own investigation to encourage development of thinking skills as

well as physical coordination and perception. More recently, Erno

Rubik invented his rotating cube to give his architecture students

more experience with three-dimensional objects. Puzzles are fre-

quently associated with educational research and testing for stages

of mental development. However, despite the commonly held idea

that education is concerned with logic, clarity, and reason, puzzles

remind us that equally important (some would say more so) is the

mental activity of puzzling itself.

Circular Puzzle (Anchor Puzzle No. 71 1891-1899,

F. Ad. Richter&Co., Pudolstadt, Germany;kaolln

day, printedpaper, cardboard; 5/8x 31/2x3 1/2

inches; Jerry Slocum collection

It should not be surprising that many top mathematicians

and scientists are fascinated by recreational puzzles. What is math

if not the solving of abstract puzzles, or science, if not the solving

of puzzles posed by nature? The challenge of the puzzle is, in fact,

an important part of what drives the scientist on. A Nobel Prize-

winning physicist, Richard Feynman, feels his great contributions

to quantum mechanics are a result of a lifelong passion for puzzle

solving. "During high school!' he writes in his autobiography, "every

puzzle that was known to man must have come to me. Every. .

.

crazy conundrum that people invented, I knew."

The great mathematician and philosopher, Gottfried

Leibniz, who with Isaac Newton invented the calculus in the late

17th century, wrote about his pleasure in working on peg solitaire

problems. Topology and graph theory had their origins in Leonhard

Euler's 18th century analysis of a popular puzzle about traversing

the seven bridges of Koenigsburg, Germany, without going over the

same bridge twice. The marvelous textbooks of computer scientist

Donald Knuth bristle with puzzle exercises. One could make a long

list of eminent mathematicians whose work on seemingly trivial

play problems led to some of their greatest discoveries.

Although puzzles are invented mainly to entertain, they

also instruct. The concept d parity, dividing a mathematical structure

into two parts that can be identified with odd and even numbers,

is essential in both mathematics and physics. There may be no

better way to teach it than to give a student Sam Loyd's famous

14/15 Puzzle. And there may be no better way to teach group theory,

a branch of modern abstract algebra, than by way of Rubik's Cube;

or the binary gray code, a basic computer notation, than by showing

how neatly it solves the Tower of Hanoi and the Chinese Rings.

Puzzles of the sort you see in this display have another

important use today. Experts in cognitive psychology, trying to

understand how human minds work, and experts in artificial intel-

ligence, trying to build computers that think like humans, have

found traditional puzzles indispensible in their research on creative

thinking.

Philosopher-logician Raymond Smullyan tells of a phone

call from a friend whose son was enjoying one of Smullyan's puzzle

books. "He loves your book',' the friend said in a conspiratorial

tone, "but when you speak to him, don't let him know he's doing

math. He hates math!"



PUZZLES AND SCIENCE

It should not be surprising that many top mathematicians

and scientists are fascinated by recreational puzzles. What is math

if not the solving of abstract puzzles, or science, if not the solving

of puzzles posed by nature? The challenge of the puzzle is, in fact,

an important part of what drives the scientist on. A Nobel Prize-

winning physicist, Richard Feynman, feels his great contributions

to quantum mechanics are a result of a lifelong passion for puzzle

solving. "During high school',' he writes in his autobiography, "every

puzzle that was known to man must have come to me. Every. .

.

crazy conundrum that people invented, I knew"

The great mathematician and philosopher, Gottfried

Leibniz, who with Isaac Newton invented the calculus in the late

17th century, wrote about his pleasure in working on peg solitaire

problems. Topology and graph theory had their origins in Leonhard

Euler's 18th century analysis of a popular puzzle about traversing

the seven bridges of Koenigsburg, Germany, without going over the

same bridge twice. The marvelous textbooks of computer scientist

Donald Knuth bristle with puzzle exercises. One could make a long

list of eminent mathematicians whose work on seemingly trivial

play problems led to some of their greatest discoveries.

PUZZLE CLASSIFICATION

1

.

PUT-TOGETHER PUZZLES: Putting the object together is

the puzzle.

a) Two-dimensional assembly puzzles

bj Three-dimensional assembly puzzles

2. TAKE-APARTPUZZLES: Opening or taking the object apart is

the puzzle.

3. INTERLOCKING SOLID PUZZLES: Disassembly and assembly

are required to solve the puzzle.

a) Figures

b) Geometric objects

c) Three-dimensional jigsaw puzzles

d) Burr puzzles

e) Keychain puzzles

4. DISENTANGLEMENTPUZZLES.Xhe puzzle is to disentangle

and re-entangle the parts of the puzzle.

a) Cast iron and sheet metal puzzles

b) Wire puzzles

c) String puzzles

Although puzzles are invented mainly to entertain, they

also instruct. The concept q\ parity dividing a mathematical structure

into two parts that can be identified with odd and even numbers,

is essential in both mathematics and physics. There may be no

better way to teach it than to give a student Sam Loyd's famous

14/15 Puzzle. And there may be no better way to teach group theory,

a branch of modern abstract algebra, than by way of Rubik's Cube;

or the binary gray code, a basic computer notation, than by showing

how neatly it solves the Tower of Hanoi and the Chinese Rings.

Puzzles of the sort you see in this display have another

important use today. Experts in cognitive psychology, trying to

understand how human minds work, and experts in artificial intel-

ligence, trying to build computers that think like humans, have

found traditional puzzles indispensible in their research on creative

thinking.

Philosopher-logician Raymond Smullyan tells of a phone

call from a friend whose son was enjoying one of Smullyan's puzzle

books. "He loves your book',' the friend said in a conspiratorial

tone, "but when you speak to him, don't let him know he's doing

math. He hates math!"

5. SEQUENTIAL MOVEMENTPUZZLES: The puzzle is to move

parts of the object to a goal.

a) Solitaire puzzles

b) Counter puzzles

c) Sliding block puzzles

d) Rotating cube puzzles

e) Maze and route puzzles

6. PUZZLE VESSELS: Filling the vessels, or drinking or pouring

a liquid without spilling, is the puzzle.

7. DEXTERITYPUZZLES: Manual dexterity is required to solve

the puzzle.

8. VANISH PUZZLES.Xhe puzzle is to explain a vanishing or

changing image.

9. IMPOSSIBLE OBJECTPUZZLES: The puzzle is to discover how

the object is made.

!0. FOLDING PUZZLES. lhe puzzle is to achieve a specified

goal by folding.


