





























Appendix G
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Marc Blank. A graduate of MIT and the Albert
Einstein College of Medicine, Marc has been in-
volved in writing interactive fiction since its forma-
tive period in the late 1970s. Co-author of the original
e version of ZORK" in 1977, he was instru-
mental in laying the groundwork for the appearance
of interactive fiction on personal computers in the
early 1980s. He is co-author of ZORK I, ZORK II,
ZORK 111, and ENCHANTER, and is sole author of
DEADLINE the first interactive mystery. His con-
tinuing work in interactive technologies in large part
made Infocom’s name synonymous with interactive
fiction. His mother still wishes he would practice
medicine.
Dave Lebling. Dave Lebling was born in Washing-
ton, D. C. and grew up in suburban Maryland. He
attended the Massachusetts Institute of Technology,
and worked at MIT’s Laboratory for Computer Sci-
ence, where he developed an interest in computer
entertainments. He was a co-author of the original
mainframe ZORK. He has co-authored ZORK I,
ZORK II, ZORK III, and ENCHANTER, and writ-
ten STARCROSS" and SUSPECT™ on his own. He
is married and lives in a suburb of Boston, where his
appetite for the printed word is restrained only by
the volume of his house.
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NOW THE ONLY LIMIT IS YOUR IMAGINATION ...

Classic Infocom Interactive fiction is back
- at an irresistable price.

ZORK | - The great underground empire beckons you into a world fraught with danger and discovery.
Using all the cunning you can muster, you'll plunge far below the surface of the earth in search of the
incomparable treasures of Zork. In this, the original Infocom adventure, you'll come face to face with
creatures so outlandish they defy description. And you'll wander through an underground domain so
vast, with so many twists and turns, that it will offer you new surprises no matter how many times you
explore it.

PLANETFALL - ‘Join the Patrol and see the Galaxy'. You took the poster's advice and marched: into
the recruitment station near your home on the backwater planet of Gallium. PLANETFALL teleports you
100 centuries into the future, onto a Stellar Patrol ship where your rank is Ensign 7th class - about as
low as you can go. But then the ship explodes, and you are jettisoned onto a world plagued by floods,
pestilence and a mutant Wild Kingdom. Luckily, you are accompanied by Floyd the mischievous robot -
who might help you find the secret to saving it...

WISHBRINGER - A postal clerk in the seaside village of Festerton, you set out to deliver an envelope to
Ye Olde Magick Shoppe. Familiarity reigns until an old woman in the shop persuades you to help find
her kidnapped cat. Then your world takes on the dimensions of a nightmare, where trolls guard bridges,
goldfish become piranhas, vultures spy on you, ghosts haunt the cemetery and your little post office
becomes a fortress-like tower. You'll want to use The Wishbringer, a magical stone embued with
wishes, again and again as you confront unusual creatures - and finally, The Evil One.

LEATHER GODESSES OF PHOBOS - A hilarious spoof of 1930s pulp science fiction, you're
kidnapped by the evil Leather Godesses. They take you back to Phobos as an experimental subject,
while preparations continue to turn earth into their private pleasure playground. Playing the role of a
male or female, you'll embark on a bawdy, rousing and very amusing romp across the solar system.
With three ‘naughtiness levels', the game will please everyone - from the lewd to the crude.

HITCHHIKER’S GUIDE TO THE GALAXY - Written by Douglas Adams, the author of the radio series,
book and TV series of the same name, this is the most mind-bogglingly hilarious game ever produced
by Infocom. Mr Adams wrote new material and designed problems specially for this interactive story,
which follows the plot of the original (with one or two deviations!). As the story begins, you are Arthur
Dent, and a bulldozer is about to level your house. Grab a pint of bitter and join Ford Prefect, Trillian,
Zaphod Beeblebrox and Marvin the Paranoid Android on a cosmic jaunt into the regions where anything
can - and does - happen. And don't forget your towel!

ZORK Il - Expect the unexpected when you take on Zork II: The Wizard of Frobozz. As you explore the
subterranean realm of Zork, you'll continually be confronted with new surprises. Chief among these is
the Wizard himself, who'll constantly endeavour to confound you with his capricious powers. But more
than that, you'll face a challenge the likes of which you've never experienced before.

ZORK Il - Zork I1l: The Dungeon Master draws you into the deepest and and most mysterious reaches
of the Great Underground Empire. Nothing is as it seems. And the one responsible for the shadow and
darkness - the Dungeon Master - embodies the greatest mystery of all. In this test of wisdom and
courage, you will face countless dangers. But what awaits you at the culmination of your odyssey is well
worth risking all.

SORCERER - The second in the Enchanter series takes you on a magical tour through the darker side
of Zorkian enchantment. Your journey begins with a cryptic diary - the last trace of the now-vanished
Belboz the Necromancer, grand and powerful leader of the Guild of Enchanters. It is feared that Belboz
is in thrall to evil sorcery. If so, the freedom of the land and the very existence of the Circle of
Enchanters could be forfeit. To rescue the kingdom and locate your mentor in the treacherous mists of
Time, you must gain the powers and cunning of a true sorceror.

DEADLINE - Deadline pits you, the chief of detectives, against a 12 hour time limit in this classic locked
door mystery. A wealthy industrialist is dead of a drug overdose and you've been called in to determine
whether it's suicide or murder. To learn whodunit, you must sift through a myriad of clues and motives.
No easy feat, for all six of your suspects exercise free will - coming and going, scheming and
manoeuvring independently of your actions. And some of these personalities are so treacherous that,
should you make the wrong move, one of them may do you in.
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7] ur once peaceful land
(| is being held in thrall by

4l @ warlock so powerful,

S @l he detects and destroys
even the strongest

4l opponents who enter .

his domain. But all is not yet lost, for

an ancient prophecy speaks of a brave

and cunning novice enchanter, someone

insignificant enough to slip past the

watchful warlock and conquer him by

means of rudimentary magic and spells

discovered during the quest.

Our only hope for the future is you.
Should you succeed, a seat in the
illustrious Circle of Enchanters shall be
yours. But if you fail, our land will be
subjugated to unimaginable doom
forever. Farewell, brave enchanter;
may your necromancy save the land
and the prophecy prove true.




