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Z0O0RK I

COMPANY

ZORK and ZORK I are regestered trademarks of INFOCOM, INC.

TYPE
ZORK I is a text adventure game.
OBJECT

There are two objectives in playing ZORK. The first one, and most
important, is to explore the new world that has been created and,
while doing so, try to gather 20 different treasures and store them
away safely. The second objective will come as a result of completing
the first, and that is to get to the beginning of ZORK II.

DIFFICULTY

To the beginning adventurer, this game would be extremely difficult.
As for the experienced adventurer, it would rate as difficult to hard.

DESCRIPTION

ZORK I is the first of a three part adventure. I[f you are familiar
with the original adventure, COLOSSAL CAVES, then you will recognize
Z20RK 1. It has all the great things found in COLOSSAL CAVES and more,
much more. To start with, the world of ZORK is much larger. The
puzzles are all new, as are the treasures. The biggest difference is
in the way you communicate with the computer. No longer do you have to
use those funny little two word sentences. No more trying to figure
out how to say something like "turn on the lamp" in only two words. In
Z20RK, if you type “turn on the lamp®, ZORK understands. The program
was written to understand full sentences, compound sentences, and
multiple sentences. This means you can type what you think, and
chances are the computer will understand. 1f you have played adventure
Qames in the past you are probably familiar with what I like to call
"the double adventure®". Not only do you have to figure out the puzzles
in the game itself, you also have to figure out what words the game
understands. Sometimes this turns out to be as much of an adventure as
the adventure game itself. ZORK allows you to forget about word games
and Jjust concentrate on the adventure. Once you get out of the two
word habit (and it doesn’t take long) you begin to realize that the
world of ZORK is as much fun as any adventure you’ve played. ZORK I
will challenge even the most experienced adventurers. One last note:
ZORK I is only the beginning. After you get warmed up on ZORK I, you
will be ready for ZORK II.



HELPFUL TIPS

Here are a couple of general tips that may help you to solve any
adventure.

When it comes to computer adventure games the number one best tip
is to make good maps. The first few times you play the game you
will probably Jjust be looking around getting familiar with the
strange new world. From the first time you start the game you
should be maKing a map. Adventuring is a very time consuming habit
and a good set of maps will save you more time in the long run than
anything else (short of having ADVENTURE TIPS & SOLUTIONS) .

If the adventure has a "save game” feature, use it often. It’s not
very likely that you will solve any adventure in only one sitting
and you may get tired of playing if you have to begin at the
beginning every time you boot the game. Another helpful point here
is that if you are at some new point in the game, and what you
would like to try may prove fatal, save the game before you try it.
If it turns out that you made the wrong choice you don’t have to
start completely over.

As you play the game, be sure you read all the descriptions given.

Sometimes it is easy to overlook something important. Also, you
should make it a point to examine or 1look at everything. Try
reading anything that looks 1like a sign or has writing (or
scratching) on it.

Try to go in every direction from each new room or point. If none
of the standard directions work (N, S, E, W, U, or D), try the
command *Qo ..." (such as "go hole®).

Don“t avoid mazes. Many good things are either hidden in mazes or
on the other side of mazes. If you have problems with mazes try
this: before you get to the maze try to gather up as many separate
étom- as the game will let you carry. At the first room drop an
item and mark this room on your map with that item. Go in a set
direction from each new room, for example, always try north first.
!i Athis gets you into another new maze room drop another item. One
important point in maze solving is that 994 of the time you will be
lost, so the first thing you should do in a new room is see if you
can get back to where you just came from. If you went north out of
the last room, you should first try to go south to see if you can
get back. This way, if you run out of items to drop, you can find
your way out to get more items. It may take several tries before
you are able to get a maze mapped out.

Poriod!cally inventory the items you are carrying to make sure you
have with you the things you think you have. Sometimes items are
added or taken away without you Knowing it.

Good luck and enjoy your adventure.

HOW TO USE THIS BOOKLET

Al though this booklet will guide you completely through the adventure,
doing so would destroy the fun of the adventure. 1f you find yourself
stumped and frustrated, try going on to some other part. If you still
can’t get going, then stop playing for a while and let your computer
rest. After the computer has cooled off, give it another try. Remember
that adventures are like any other good puzzle, they have to be
challenging or they won’t be fun. On the other hand, every seasoned
adventurer has at one time or another reached the point where he or
she is ready to use the adventure disk for firewood. That is where
this booklet comes into play. Use it moderately to get past only the
part you are stuck on and then try to continue on your own.

W

One thing that some people don’t liKe about adventure games is having
to guess the words that the computer will understand. The enclosed Key
word list will eliminate that problem. Let’s say, for example, you
were exploring a deep dark dungeon and you were confronted by a nasty
monster. After trying the usual things like "Kill monster®, "attack
monster®, or "slay monster® (none of which works) you try some not so
usual things like "Kiss monster®, "bite monster®” or, after frustration
sets in, "eat monster® and still nothing works. Looking at the Key
word list you might find the verb “hug®", so you give *hug monster® a
try. Not only does the computer understand, the monster smiles and
shows you a secret passage!

AN

Each question represents a problem that has to be overcome in order to
complete the adventure. Since every person who plays the adventure
makes different decisions at different points, it is impossible to lay
the questions out in any set order. Normally, if you have a problem at
the beginning of the game, the question will be at the beginning of
the list. Go down the list until you find the question pertaining to
your problem. Then turn to the answer section and find the number that
corresponds to the question. The answers are coded in such a way as to
make it very simple to find the answer, all you need is a pen or
pencil. The first letter of each sentence is the coding letter. Each
word in the sentence will start and end with that letter, and every
other letter will be a coding letter. All you have to do is mark out
all the coding letters revealing the answer. For example: "QLgiqgghqtqg
qtghqeq qlqagmgp. * would look like “"gLeigoghgta @tahges CLCEY LT 1=
after it was marked out, revealing "Light the lamp." That is all there
is to finding the answer. One other point you should know is that the
last answer to each question is the final solution. All the others are
clues leading up to the final solution for that problem.

HAPS
The maps are shown with the rooms numbered. Right after the maps you
will find a list of room labels that are coded the same way as the

answers to the questions. The reason it is done this way is so that
you may use the maps from the very beginning without giving away any
information. You can fill in the room labels as you get to them or get
them from the list. While exploring an adventure you may find that a
room has more exits than is shown on the map. In order to confuse a
player a little more (as if we don’t get confused enough) , the game
may describe a room as having two exits, one east and one going up.
What you have to figure out through trial and error is that the two
exits are the same, an eastward passage that slopes upward. When
making the maps, [ used the one that made the drawing a little less
confusing. Therefore, your maps may not 100K exactly the same but you
will end up with the same rooms. One other thing: be sure to read
HELPFUL TIP #4 again.
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AGAIN
ATTACK
BLAST
BLOW
BOARD
BREAK
BRIEF
CARRY
CHASE
CLIMB
CLOSE
CROSS
cur

D = DOWN
DESTROY
DIAGNOSE
DIG
DRINK
DROP

E = EAST

ACROSS
AIR
ALL
ALTAR
AXE
BACK
BAG
BAR
BARE
BARS
BASKET
BAT
BAUBLE
BELL
BIRD
BLUE
BOARD
BOARDS
BOAT
BOLT
BOOK
BOTTLE
BOX
BRACELET
BRASS
BROWN
BUBBLE
BUOY
BURNED-OUT
CAGE
CANARY
CANDLES
CARPET

ZO0ORK

I KEYWORD LIST

E W N S _AND VERBS)
EAST L PRAY SCRIPT
EAT LAND PROCEED SE
ECHO LAUNCH PUMPED SEARCH
EXAMINE LEAP PUSH SEEK
ENTER LIET Q@ = QUIT SHAKE
EXTINGUISH LIGHT QuIlT SHUT
FIGHT LISTEN READ SIT
FILL LOOK RELEASE SLAY
FIND MOVE REMOVE SLIDE
FOLLOW MUMBLE REPAIR SMASH
FREE N = NORTH RESTART SPILL
GET NE RESTORE STAB
GIVE N RING STRIKE
GO oIL RUB SUPERBRIEF
HIT OPEN RUN S
I PAUSE S = SOUTH SWIM
IGNITE PICK SAVE SWING
INVENTORY PICK UP SCORE TAKE
KICK POKE SCREAM THROW
KILL POUR SCREW TIE
SECOND WORDS (NOUNS, ETC...)
CASE GAS MAILBOX RESERVOIR
CHALICE GIANT MATCH ROPE
CHASM GLASS MATCHES RUG
CHEST GOLD MIRROR S = SOUTH
CHIMNEY GRATE MONSTER SACK
CLOVE GRUE N = NORTH SAND
coAaL GUIDEBOOK NASTY SANDWICH
COFFIN GUNK NE SAPPHIRE
COINS H20 NEST SCARAB
CRACK HOLE NORTH SCEPTRE
CRYSTAL HOUSE NUT SCREWDRIVER
CYCLOPS IN N SE
D = DOWN INSIDE ODYSSEUS SHOVEL
DAM IVORY OFF SILVER
DARK JADE ON SKULL
DEAD JEMWELRY ORIENTAL SLIDE
DIAMOND JEMWELS ouTt SONGBIRD
DINNER JUMP OVER SOUTH
DOME KEY PAGE SPICE
DOOR KNIFE PAINTING STAIRS
DOWN LABEL PANEL STONE
E = EAST LADDER PAPER STEPS
EAST LAMP PATH STREAM
EGG LANTERN PEPPER SHW
EGGS LEAFLET PLASTIC SWITCH
EMERALD LEAVE PLAT INUM SWORD
ENGRAVINGS LEAVES PLUGH TABLE
EXIT LETTERING POT THIEF
FIGURINE LID PUMP TIMBER
FOOD LOOK RAIL TOOLCHEST
FOREST LUNCH RAINBOW TOoOL
FORK MACHINE RAMP TOOLS
GARLIC MACHINES RED TORCH

TOSS
TOUCH
TURN
TURN OFF
U = UP
UNLOCK
UNSCRIPT
VERBOSE
VERSION
W = WEST
WAaIT
WAKE
WALK
WAVE
WEAR
WHAT
WIND

TRAP
TREASURE
TREE
TRIDENT
TROLL
TRUNK
TUBE

U = UP
ULYSSES
UNDER

uP

VALVE

W = WEST
WALL
WATER
WEST
WINDOW
WRENCH
xyzzy
YELLOW

2.
3.
4.
S.
é.
7.
8.
¥
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1.
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13.
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15.
16.
17.
18.

19.
20.
21.

22.

ZORK I QUESTIONS AND PROBLEMS

ABOVE GROUND

How do I get in the house?

1 can’t find the grate.

1 can’t open the grate.

What is up a tree?

How do I get the egg open without breaking it?
How can | open the wooden door in the house?
How can | get to the strange passage?

Where is the dungeon?

How do | get to the other side of the rainbow?

How do | get to the barrow?

UNDER THE HOUSE, THE CELLAR AREA

How do I get the trap door back open?

How do I climb the ramp?

How can | get back up to the living room?

ls the piece of paper important?

How do I get up the chimney?

What is the sword good for?

How do I get past the troll?

How come some things aren’t where I first saw them,
or they don’t stay where I put them?

ARQUND THE RESERVOIR AND DAM

Can I cross the reservoir?
What is the green bubble for?
How do 1 open the tool box?

What is the screwdriver used for?
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30.
31.
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34.
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36.
37.
38.
39.
48.
41.
42.

43.

a4,

45.

ZORK I QUESTIONS AND PROBLEMS

What is the wrench used for?
What are the buttons for?
How do | cross the reservoir?
Is it really toothpaste?
How do you stop the leak?
What is the pile of plastic?

How do | use the pile of plastic?

BELOW THE DAM

Can I cross the river?

How do | stop the leak in the boat?

Can the boat be controlled?

How can I get sharp pointed objects in the boat?
0f what significance is the buoy?

Can I go over the falls?

ARQUND THE ROUND ROOM

How can | get the bar?

0Of what importance is the mirror?

What do the engravings in the engravings room mean?
How do I get down the dome?

How do I get back up to the dome?

How do I get out of the temple?

What is the significance of the altar?

How do I get to the land of the living dead?

THE AMAZING MAZE AREA

Do I have to go through the maze?

How do I get through the maze?

44.
47.
48.
49.
Se.
S1.
S2.
S53.

34.
33.
Sé.
57.
S58.
39.
0.

é1.

62.

é3.
é4.
é5.
é6.
é7.
é8.

ZO0RK I QUESTIONS AND PROBLEMS

Is the useless lantern useless?

What is the Key used for?

What can I spend the coins on?

Can the rusty knife be used for anything?
How do I get past Cyclops?

How do I get past the thief?

Can the thief be kKilled?

How do | get the grate open?

AROUND THE COAL MINE

How do I get past the bat?

How do I get past the gas room without going KA-BOOM?
How do 1 get through the coal mine?

How do I get past the timber room?

How do I get light into the drafty room?

How do I start the machine?

What good is the machine?

R & | RAIN

How do | get across the rainbow?

What is the shovel used for?

WRAPPING THINGS UP

I still can’t get the egg open without breaking it.
Can’t find one of the treasures.

How do you get the last point?

The batteries in my lamp are dead.

How do I get into the stone barrow?

What is the sixth way out of the dungeon?
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ZORK I ANSIWERS

ABOYVE GROUND

GTghqeq qdgoqoqrqsq qaqrgeq qbgoqaqrqdqeqdq quqpq qtqoq
qkqeqeqpq gpgeqoqpql qeq qoquqtq.

QLgoqoqkq qaqrgoquqnqdq qtghgeq ghqoqugsqeq gsqogmqeq gnqoqrqe.
QEqgxqagmqiqgngeq qtqghqeq gwqignqdqogqwqsq.

QGgoq qbqeghqgiqnqdq qtqhqeq ghqoqugsqeq qaqnqdq qoqpqegnq
qtqhgeq gqwqiqgnqdqogwq.q @Tghgeqng geqnqtqegqrq qtghqeq
qwqiqnqdqoqwq.

@Dgqoqnq’qtq qlgeqaqvqeq qwqiqtqhgoquqtq qlqoqogkqiqngqgq qigng
qtghqeq qfqoqrqeqsqtq.

QLqoqogkq qiqng qtghqeq qcqlqeqaqrqiqnqgq gqngoqrqtghq qoqfq
qtghqeq ghqoquqgsqeq.

GMqoqvqeq qtqhqeq qlqeqaqvqeqsq.

QTghqeq qgqrqaqtgeq qcqagng qoqnqlqyq qbgeq qoqpqeqnqeqdq
qfqrqogmq qtghqeq qigngsqiqdqeq.

@Pgrqoqbgaqbql qyq qsqogmqeq qbqiqrqdqsq.

@Hgaqvqeq qyqoquqg qtqrqiqeqdq qcqlqigmgbqiqnqgq qtghgeq
qtqrqeqeqsq?

QLqoqoqkq qiqng qtghqeq qtgrqeqeq gnqogrqtghq qoqfq qtghqeq
ghqoquqgsqgeq. ]
@Tghgeqrqgeq qiqsq qaq gbqigrqdqsq qnqeqsqtq gqwqiqtghq qagnq
qignqtgeqrqeqsqtqiqnqgq qeqgqgq gigqnq qiqtq.

QTqhqeq qeqgqgq qcgqaqnq qoqnqlqyq qbqeq qogpqeqngeqdq qbqyq
gsqogmgeqoqngeq gqwqiqtghq qaq qvqeqrqyq qdqeqlgiqcqaqtqeq
qtgqoquqgcqhq. :

QYqoquq qcqaqnq’qtq qoqpqeqnq qiqtq qwqiqtghq qtghqoqsqeq
qcqlquagmqsqyq qfgiqnqgqeqrqsq qoqfq qyqoquqgrgsq.

@¥qoquq agmgaqyq gqhqaqvqeq qtqoq gqlqeqtq gsqogmqeqognqeq
qeqlgsqeq qdgoq qiqtq gqfqoqrq gyqoquq.

G@Tqhqeq qtghqiqeqfq qiqsq qtghqeq qoqnqlqyq qoqngeq qwghgoq
gcqaqnq qogpgeqnqg qiqtq gwqiqtghqoquqtq qbgrgeqaqkqiqnqgq
qiqtq.

Q¥qoquq gpqeqrqsqoqnqaqlqlqyq qcqaqnq’qtq qogqpqeqnq qtghqeq
guqoqoqdqeqnq qdqoqoqrq.
QTghqiqsq qwqiqlqlq gbgeq qdqiqsqcquqsqsqeqdq qlqaqtgqeqgrq.

GEqxqpql qogrgeq qtqhqeq qdqugnqgqeqoqgngq.
GTghgeq gqagngsqwqeqrq gwqiqlqlq qcqogmgeq qlqaqtgegrq.

Qlqtq qiqsq qugnqdqeqrq qtqhqeq ghqoquqgsqeq.

QGLqoqogkq qigng qtghqeq qlqiqvqiqnggq grqogqogmqg, qtghgeq
qeqnqtqraagnqcqeq qiqsq ghqiqdqdgeqng.

@Mgoqvqeq qtghgeq qrquqgq.

@Tghqeq qagngsqwqegrq gmgaqyq qbgeq gfqoqugqnqdq qignq qtghgeq
qdqugnqgqgeqognq. QEqxgpqlqoqrqeq qiqtq qfqigrgsqtq.
GTqhqiqsq gwqiqlqlq gbgeq qagngsgwqeqrqeqdq qlgaqtqeqrq.
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Z0RK I ANSIWERS

ABOVE GROUND CONTINUED

QEqxqpql qoqrqeq qtghqiqsq qaqdgvqeqnqtquarqeq qfqiqrqsqtq.
@Tghgeq gbqagrqrgogwq qwqiqlqlq gqcqogmgeq qignqtqoq gpqlqaqyq
qlqaqtqeqrq.

UNDER THE HOUSE, THE CELLAR AREA

Q0gnqcqeq qyqoquq qgqoq qdqogwgnq qiqnqtqoq qtghqeq
qdqugnqgqeqognqg, qyqoquq gcqaqng’qtq qogpgeqnq qtghqeq
qtgrqagpq qdgqoqoqrq qfqrqogmg qugnqdqeqrgngeqaqtghq
qugnqtqiqlq qyqoquq qeqxqgpql qogrqeq qtghgeq
qdqugnqgqeqoqnq qfqiqrqsqtq.

Q¥gqoqugq gmqugsqtq qfqiqnqdq gagngoqtghqeqrq gwqaqyq goquqtq
qfqigrgsqtq.

@Tqghqeq qtqrqaqpq qdqoqoqrq qiqsq qtghqgegrqeq qtqoq gmgagkqgeq
qsqugrqeq qyqoquq qeqxqpqlqogrqeq qtghqeq gqdqugnqgqQeqognqg
qfqigrqsqtq. Q0gngcqeq qyqoquq qfqiqnqdq gqagnqoqtghqeqrq
qeqxqiqtq goqtghgeaqrq qtghgqagnq qtghqeq qcghgigmgnqeqyq,
qyqoquq qcqaqnq qtghqeqnq qogpqeqng qtghqeq qtgrqagpq
qQdqoqoqrq gfgqrqogmg qugnqdqeqrqngeqaqtqghq.

Qlqtq qigsq qtgogqoq qsqlqiqpapqearqyq qtqoq qcqlqigmgbq.
GTghqeq gqrqagmgpq qiqsq qognqeq gwqaqyq qogqnqlqyq, qaqnqgdq
qyqoquq qcqagnq’qtq qcqlqigmqbq quagpq qiqtq.

QGTqhqeqrqeq qagrqeq qsqiqxq gkgnqogwgng qwqaqyqsq qoquqtq.
QGLqoqogkq qaqrgoqugnqdq qtghqeq qdquanqgqeqognq qfqigrgsqtq.
QYqoquq qcqagmqeq qtghqrqoquqgahq qtghqeq qfqiqrgsqtq, qtghqeq
qtgrqaqpq qdqoqogrg.

GTqhqeq qrgeqsqtq qwqiqlqlq gbgeq qpqoqignqtqeqdq qoquqtq
qlqaqtgeqgrq.

Q0qgnqlqyq qtqoq QIGNGFROQCQROGMQ.

XIxtx xixsx xax xtxixgxhxtx xsxgrxuxexexzxex.

@¥qoquq gqcqagng’qtq gbqeq qcqaqrqrqyqiqnggq qtqoqoq gmgagnqyq
qiqtgegmqsq.

@¥qoquq qcqagnq qcqlqigmgbq quagpq qognqlqyq qiqfq qyqoquq
qaqrqeq qcqaqrgrqyqiqngqoq qtghqeq ql qagmapq qaqnqdq qogngeq
qoqtaghqgeqrq qiqtqegmq. GTghqiqsq qiqsq qtghqeq gsqeqcqognqdq
gwqaqyq qoquqtq qoqfq qtghqeq gdqugngggeqoqnqg.

Qlqtq qcqagng gbgeq qugsqeqdq qagsq qaq qwqeqaqpqoqnq.
Qlqtq qoqlqogqwqsq gwghgeqnq qyqoquq qaqrqeq qcqlqogsgeq qtgoq
qdqagnqgqeqrq.

GTqrqoqlqlqsq qagrqeq gnqoqtq qvqearqyq qfqrqigeqnqdqlaqyq.
@rgqoquq gmqugsqtqg gkqiqlqlq qtghqeq qtgrqoqlqglq.

QUgsqeq qtghqgeq gqsqwqoqrqdq qtqoq gkqiqlqlq qtghqeq
qtgrgoqlqlq.
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Z0RK I ANSIWERS

UNDER THE HOUSE, THE CELLAR AREA CONTINUED

GBqeqsqiqdqeqsq qyqoquqrqsqeqlqfq, qtghqeqrqeq gmqaqyq gbgeq
gsqogmgeqoqnqeq qeqlgsqeq qiqnq qtghgeq qdqugngggeqogng.
GTghqeq qtghqiqeqfq qiqsq qcqoqngqsqtqaqnqtql qyq gmqoqvqignqgq
gaqrqoquqnqdq qcghqeqcqkqiqnggq qoquqtq ghqigsq
qtqgeqrqrqiqtqoqrqyq.

QTghqeq qtghqiqeqfq qpqiqcgkqsq quqpq qtgqhqiqnqgqsq ghqeq
qfqignqdqgsq qlqyqiqnqgq qaqrqoquqnqdq qtghqeq qdqugnqgqeqoqnq.
qlqfq qhqiqsq qlqoqaqdqg qgqeqtqsq qtgoqoq ghqeqaqvqyq ghqeq
gnqaqyq qdqrqoqpq gagnq qiqtqegmq.

AROUND THE RESERVOIR AND DAM A

-

QYqeqsq.
QEqxqgpql qoqrqeq qtghqeq qdqagmq qagrqeqaq qfqigrqsqtq. )

Qlqtq gmqaqyq gbgqeq qaqnq qiqnqdqiqcqaqtqoqrq qfqoqrq
qsqogmgeqtghqiqnqoq.

QIqtq qlqeqtqsq qtghqeq gqogpqeqrqaqtqoqrq qkqnqoqwq qtghqaqtq
qtghqeq gcqoqnqtqrqoqlq qpqagngeqlq qigsq qaqcqtqiqvqaqtqeqdq.
GEqxqpql qoqrqeq qtghqeq gmqagignqtqegnqagnqcqeq qrqQogqogmq.

QJquqsqtq gsqagyq qogqpqeqnq qtgoqoqlq gbqoqxq.
@Dgoqnq‘ qtq gwgogrgrqyq, qiqtq gwqaqsqng’qtq qgqegoqdq gqfqogrq
qagnqyqtqghqignqgq qaqnqyqwqaqyq.

QIqtq gqcqagnq gbgeq qugsqeqdq qtqoq qtqiqgghqtqeqng qaqglqlq
qtghqeq qlgoqoqsqeq qsqcqrqeqwqsq qyqoquq qfqignqdg.
Qlqtq gmqaqyq qcqogmqeq qiqnq gqhqaqnqdqyq qlgqaqtqeqrq.

QTghgeq gqsqagmqeq qtghqigqnqgq gmqoqsqtq qwqrqeqnqcghqeqsq
qagrqeq qgqoqoqdq qfqoqrq, qlqgqoqoqsqeqnqQiqngqgq qagnqdq
qtqiqgqhqtqeqnqiqnqgq qnquqtqgsq.

Qlqfq qaq gnquqtq qiqsq qvqeqrqyq qbqiqgq,
qbgyq qaq qdqiqfqfqeqrqeqnqtq gqnqagmqgeq.
@Wqgrgeqnqcqhgeqsq qaqrqeq qgqoqoqdq qfqoqrq qtquqrgnqiqnqgq
gbqoqlqtqsq qtgoqoq.

qiqtq qgqogeqsq

QPqlqaqyq gqwqiqtghq qtghqegmq qaqnqdq qyqoquq qwqiqlqlq

gfqignqdq qoquqtq.

GTqhqeq qrqeqdq qoqnqeq qwqiqlqlq qtqugrqng qtghqgeq

qlqiqgqhqtqsq qoqnq qaqnqdq qogfqfqg.

@Tqhqeq gbqlqugeq qognqeq qogpqeqnqsq qaq qwqaqtqeqrq 1
mvqaqlqvgeq qtqoq qaq gwqaqtgeqrq qpqiqpqeq. GHqogwqeqvqgeqrq,
qtghqeq qpqiqpqeq qiqsq qaq qbqiqtq qoqlqdq.

@Tghqeq qyqeqlqlqogwq qoqnqeq qaqcqtqigvgaqtqeqsq qtghgeq 1
qcqoqnqtqrqoqlq qpqagnqeqlq qoqng qtghqeq qdgagmq. ’
QTghqgeq gbgrgoqwqnq qoqnqeq qdqeq-qaqcqtqiqvqaqtqeqsq qtghgeq
qcqoqnqtqgrqoqlq qpqagqnqeqlq qoqng qtghgeq qdqagmq.

XSxox|xvxex xqxuxexsxtxixoxnxsx x#x2x8x xtxox xWx2x4x.

QUgsqeq gqtghgeq gwqrgqeqnqcghq qtqoq qtquqrqng qtghqeq gbgoqiqt.
@Gqoq gbqgaqcqkq qtqoq qtghgeq grqeqsqeqrqvqoqiqrq qsqoquqtghq
qagnqdq gnqoqtqiqcqeq qwghqaqtq qiqsq ghqaqpqpgeqnqignqgq.
@Wgaqiqtq quqgnqtqiqlq qiqtq qiqsq qsghqaqlqlqogwqg
qegnqoquqgghq qtqoq qcqrqoqsqgsq.

26.

27.

28.

29.

30.

31.

32.
33.

34.

3s.

A.
B.
C.

A.

A.
B.
C.

A.
B.
C.

A.
B.

Z0RK I ANSIWERS

AROUND THE RESERVOIR AND DAM CONTINUED

GNgoq.
QEqxqagmgiqnqeq qtghqeq qtqugbqeq.

ATghqeq grqoqogmq qiqsq qsqlqogwq qtqoq gfqiqlqglqg, gqsqoq
qyqoquq ghgagvqeq qtqigmgeq qtqoq qlgeqagqvqeq.
XSxox|xvxex xgxuxexsxtxixoxnx xWx2xéx xfxixrxsxtx.
Q0qpqeqnq qtghgeq qtqugbgeq.

GPqaqtqcghq qtghqeq gqhqoqlqeq qwqiqtqghq qtqhqeq qgquangkq.

0!qtq=qaqnq’qtq qtqeqlqlq gqwqiqtghqoquqtq qigngfqlqaqtqiqnqggq
qiqtq.

Qlqtq ghqaqsq qaq qvgaqlqvqeq qognq qiqtq.

@Tqrqyq gbglqogwgignqgq qiqtq qugpq.

@rqoquq qcqagnq qfqiqnqdq qwghqaqtq qyqoquq qnqeqeqdq
qagfqtgeqrq qyqoquq qfqiqgquqrqeq qoquqtq ghgogwq qtqoq
qcqrgoqsqsq qtghgeq grqeqsqeqrqvqoqiqrq.

BELOW THE DaM

QYgeqgsq.

XSxox|lxvxex xgxuxexsxtxixoxnxsx x2x8x xaxnxdx x2x9x xfxixrxsxt.
@GRqeqaqdq qtghgeq qlgagbgeqlq.

QUgsqeq qtghqeq gbqoqaqtq qtqoq qcqrqogqsqsq qtghqeq grqiqvgeqgrq.

A@Sqtqoqpgpqeqdq qaqnqyq qoqtghgeqrq ql geqagkqsq qlgaqtgeql qyq?
XSxoxlxvxex xqxuxexsxtxixoxnx x#x2xéx xfxixrxsxtx.

QUgsqeq qtghqeq qgquqngkq.

Q¥qeqsq. GRgeqaqdq qtghgeq qlgagbgeqiq.

QCqoqvqeqrq qaqlqlq qsghqaqrqpq qpqgoqiqnqtqgsq.

@QPquqtq qtghqegmq qiqnq gsqogmqeqtqghqiqnqoq.

QPquqtq qtghgegmq qigng qtghqeq gbgrqoqwqnq gqbqaqgq qogrq
qwghqaqtqeqvqeqrq qtqghqeqyq qwqeqrgeq gqfqoqugnqdq qignqg.

Qlqtq qiqsq gpgaqiqnqtqeqdq qrqeqdq qfqoqrq qaq grgqeqagsqogng.
QDgoq qyqoquq ghgqeqagrq gsqogmqeqtghqiqnqgq?

QIqtq qiqsq qaq gwqaqrgnqiqnqgq. GTghqeq qfqaqlqlqsq qagrqeq
gaghgeqaqdq.

QYqeqsq. QJquqsqtq gwqaqiqtq qiqnq qtghqeq gbgoqaqtq.

GMgaqygbgeq qyqoquq gwqoquql qdq ghqagqvqeq ghqaqdq gbqeqtqtqegrq
qlquqcqkq qignq gqaq gbqagrqrqeqlq.

11



34. A.

37. A.
B.
c.

38. A.

39. A.
B.

D.

490. A.

ZORK I ANSIWERS
ARQUND THE ROUND ROOM
@Tghqeqrqeq qaqrqeq qtagwqoq gmnqeqtghqoqdqsq qtghqaqtq gmqaqyq
gwqoqrqkq; qiqfq qyqoquq qeqxqpgqeqrqigngeqnqtq gqyqoquq

qsqhqoquql qdq gqbgeq qagbqlqeq qtgqoq qfqiqgquqrqeq goqnqeq qoqfq
qtghgegmq qoquqtq.
QFqigrgsqtq gmgeqtqhqoqdq.
a. QIqtq giqsq qtqoqoq qlgoquqdq gbgqeqcqaqugsqeq qoqfq qtghqeq
grqoqaqrq qfgrqogmq qtghqeq gwgaqtgeqrq.
b. @Sqoqlqvqeq qtghqeq gpqrqogbql qegmq qaqtq qtghqeq qdgqagmq.
c. GNgqogwq qtgqhgaqtq qyqoquq ghgaqvgeq qlqeqtq qtghqeq
qwqaqtqeqrq qoquqtq, gwghqaqtq ghqagpqpqeqnqsq qiqfq
quong qfqiqlqlq qtghqeq grqeqsqeqgrqvqoqiqrq gbqaqcqkq
quqgpq
d. QTghqeq qrqoqaqrq qsqtqoqpqsq qaqsq qtghqeq
qrqeqsqeqrqvqoqiqrq qiqsq gfqiqiqlqiqnggq. @68goq gbgagcgkq
qtqoq qtghqeq qlgoquqdq grgoqogmg gnQoqwq.
@Sqeqcqognqdq gmgeqtghqoqdq.
a. QTghgeq qeqcghqoq qiqnq qtghqeq gqlqoquqdq grqoqogmq qiqsq
qeqngqoquqgghq qtgqoq qdqrqiqvqeq gqyqoquq qcqQrgqaqzqyq.
b. GWghqaqtq qdqiqdq qyqoquq qsqaqyq, qsqaqyq, qsqaqyq?
c. XSxaxyx xexcxhxox xaxnxdx xixtx xgxextxsx xgxuxixextxexrx.

QTgqhqiqsq qiqsq qaq qtqoquqcghqyq qlqiqtqtqlqeq gpqrqoqbql qegmq.
GRgeqaqcqhq qoquqtq qagnqdq qtgqoquqcghq gsqogmqeqoqngeq.
@Tqoquqcghq qtghqeq gmqiqrqrqoqrq qagnqdq qtghqeqnq ql goqogkq
qagrqoqugnqdq qaq qlqgiqtqtqlqeq.

QTqegeqnqaqgqeq @Zqoqrgkqiqaqngsq qdqiqdanq’qtq ghqagqvqgeq
qsqparqaqyq qpqaqiqnqtq gbqaqcgkq qtghqeqnq, qsqoq qtghqeqyq
qdqiqdq qtghqeq gnqeqxqtq gbgeqsqtq qtghqignqgq, qtghqeqyq
quqgsqeqdq qtghqeqiqrq gkgnqiqvqeqsq qtqogq gqwargiqtgeq qignq
qtghqeq gwqaqglqlqsq.

QIq gwqagnqtq qtqoq gkqegqeqpq qtghqiqsq gbqoqogkq qrqaqtqeqdq
QP@6A, qsqoq qlq qdqogqnq’qtq qtghqigqngkq qlq gwqiqliqlq
qtqrqaqnqgsql qaqtgeq qtghqegmq qfqogrq gyqoquq.

@Tqhgeqyq ghgqaqvqeq qnqoq qigmqgpqoqrqtqagqnqcqeq qiqnq qtghqeq
qaqdqvqeqnqtquqgrqeq.

@Yqoquq gqnqeqeqdq qsqogmqeqtghqignagq aqfqrgqogmq qtqghqeq
ghqoqugsqeq.

QY¥qoquq gnqeqeqdq qsqogmqeqtghqiqnagq qtqoq gqrqagpapqeqlq
qwqiqtghqg.

@QYqoquq qnqeqeqdq qtghqeq qrqogpqeq qfqrqoagmq qtghqeq
qaqtqtqiqcq.

QTqiqeq qtghqeq qrqoqpqeq qtqoq qtghqeq qrqaqiqlq qtghqeqnq
qdgrqoqpq qtghqeq qrqogpqeq. QCqlqigmqbq qdqogwagng qtqghqeq
Qrqoqpqeq.

GTghqeq gqrqogqpqeq qwqaqsq qngoqtq qlqoqnqgq qeqnqoquqgghq qtqoq
grgeqaqcghq qtghqeq gbqoqtqtgqogmq.
@¥qoquq qcqaqnq’qtq qcqlqigmgbq quapq qtghgeq grqoqpqeq.

41.

42.

43.

A,
B.

A.

ZORK I ANSIHERS
ARQUND THE ROUND ROOM CONTINUED

QTghgeqrqeq qagrqeq qtghgqrqeqeq gmgeqtqhqoqdqsq. QIqfq qyqoquq
geqxqgpqgeqrqigngeqnqtq qyqoquq gsghqoquqlqdq gbgeq gagbglqeq
qtqoq gqfqiqgqugrqeq qogngeq qoqfq qtghqegmq goquqtq.
QFqiqrgsqtq gmgeqtghqoqdq.

a. Qvgoquq qdgognqg’qtq qsqtqagnqdq qaq gpqrqaqyqeqrq qoqfq qaq
gcqghgagnqcqeq gqgqeqtqtqignqgq qugpq qtghqeq qrgogpgeq.

b. GBqgeqfgqoqrqeq qyqoquq qtqrqyq qagnqyqtqhqigqnqgq qtqogoq
qrqiqsgkqyq, qyqoquq gmqaqyq gwgagnqtq qtqoq qsqaqyq qaq
qpqrqaqyqeqrq qfqiqrqgsqtq.

c. @6goq qtqoq qtghgeq gaqlqtgqagqrq qaqnqdq gpgrgaqyq.
QTghqigqsq qigsq qtghgeq qtghqiqrqdq gwqaqyq qoquqtq qoqfq
qtghqeq qdqugnggqeqogng.

Q@Sqeqcqoqnqdq gmgeqtghqgoqdq.

a. QIgnq qtqhgeq qaqlqtgaqrq grgoqogmq, qgqoq qdqogwgng

qtghqeq ghqoqlgeq.
QTghqiqrqdq gmqeqtghgoqdq.

a. GNgoqtgeq qtghqeq qdqeqsqcqrqiqpqtqiqoqnq qoqfq qtghqeq
qtgegmgpql qeq qaqrgegaq.

b. GQTghqeq qgqrqaqnqiqtqeq gwqaqlqglq qiqsq gaq gqsqpqeqcqiqaqlq
gwqaqlqlq.

c. QTghqeq qtqeagmgpqlqeq qaqnqdq qtghqeq qtqrgeqgaqsquqrqeq
grqoqogmq gbqoqtgqhq ghqagqvqeq gggrqagngiqtqeq gwqaqlqlqgsq.

d. @Gqghqiqlqeq qiqng qogqnqeq qrqoqogmg qyqoquq qcgagnq
qtgeql gegpqoqrqtq qtqoq qtghqeq gqoqtghqeqrq qijqugsqtq gbqyq
qsqaqyqiqnqgq qtghgeq gnqagmqeq qoqfq qtghgeq grqoqogmq.

XSxox I xvxex xgxuxexsxtxixoxnx x#xdxlix xfxixrxsxtx.

Qlgfq gygqoquq ghgagvgeq gpqrqaqyqeqdq qaqtq qtghqeq qaglqtqagrq
gbgeqfqoqrqeq qyqoquq gaqrqeq gkqiqlqlqgeqdqg, qyqoquq qwqgiqlqglq
qtqugrqnq qiqnqtgoq qaq gsqpqigrqiqtq.

QTqoq gqrqeqtqugrqng qtqoq qyqoqugrq gngogrgmqaqlq gsqtgaqtqeq,
qyqoquq gmquqsqtq gqpgrqaqyq qaqggqaqiqng qaqtg qtghgeq
qaqlqtqaqgrq.

XSxox1xvxex xqxuxexsxtxixoxnxsx x#xdxBx xtxox xWx4x3x
xfxixrxsxtx.

QTqhgqeq qdqeqaqdq qagrgeq qbquqsqyq. QYqoquq qwqiqlqlq .
qngeqeqdq qsqogmqeqtghqiqnqgq qtgqoq qgqeqtg qtghgeqigrq
qaqtqtqeqgnqtqiqoqnq gqwqiqtghq.

@Yqoquq gagrqeq qaqlgsqoq qgqoqignqgq qtqoq gngeqeqdq qaq
qcgoqugpql geq qoqfq aiqtqegmqsq qfqoquqnqdq qignq qaq
qtgegmgpql qeq.

QYqoquq gngeqeqdq qtqhqeq gbgeqiglgqg,
gpqogsqsqigbqlgyq gsqogmgeq gmqaqtqcghqeqgsq,
qbglqaqcqkq gbgoqoqkq.

@ghqiql qeq qaqtq gtghqeq qeqnqtgrqaqnqcqeq qtqoq qHqaqdqeqgsq,
qrqigqngqgq qtghqeq gbgeqlqlq.

Q¥qoquq gsqhqoquqlqdq gmqaqkqeq qsquqrqeq qtghqeq

qcgagnqdqgl gqeqsq gagrqeq qlqiqtq qagnqdq gsqeqtq qtghgegmq
qdgqogqwqnq gbqeqfgoqrqeq qyqoquq qrqiqnqgq qtghqeq gbqeqliqlq.
GAqfqtqeqrq gqyqoquq grqignqgq qtghgeq gbgeqlqglg, gpgiqcgkqg
quqpq qtqghqeq gcqagnqdql geqsq, qagnqdq qtghgeqnq grqeqaqdq
qtghqeq gbqoqoqkq.

qtghqeq qcqagnqdqlqeqsq,
qagnqdq qtghgeq
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44.

45.

4é.

47.

48.

49.

Se.

A.
B.

Cc.

Z0ORK I ANSIWERS

AMA r4 R

@¥qoquq qdqoqnq’qtq qtghqiqngkq qtghqeq qaquqtghqoqrq
gsgpqeqnqtq qaqlqlq qtghgaqtq qtgigmgeq gpqrqoqgqrqagmgmqiqnqgq
qtghqeq gmgagzqeq qiqnq qiquqgsqtgq gsqoq qyqoquq gqcqoquqlqdqg
qgqoq qagrgoqugnqdq, qdqoq gygoquq?

qlqng qoqtghgeqrq gwqogrqdgsq, qyqeqsq.

QRqeqaqdq QHGEQLGPGFQUGLA GTRIAQPQ Q#ASQ qaqgqaqiqnq.
Qlqfq qygqoquq qcqaqnq’qtq gggeqtq gqtghgegmq gmgagpgpgeqdq
qoquqtq gqognq qyqoqugrq gogwqgng, qlgoqoqkq qaqtq qtghqeq
gpgaqggeq qtghgqaqtq gcqoqvgeqrgsq qtghgeq gmgaqzqeq.

GTqhgeq qugsqeql geqsasqg qlgagngtqeqrqng gcgqagnq gqbgeq
qdqrqogpapqeqdq giqnq gagngoqtghgeqrq gmgaqzqeq grgqogogmg qtgoq
qsqeqrqvgeq qaqsq qaq gmgaqrqkqeqrq gwghqiqlqeq qtqrqyqignqgq
qtgoq gmgaqpq qoquqtq qtghgeq gmgaqzqgeq.

Q0qtghqeqrq qtghqaqnq qtghqeq gagbgoqvqeq qagngsqwqeqrq, qiqtq
qiqsq qugsgeql geqsqsq.

GKgeqyqsq qaqrqeq qugsqeqdq qtqoq qugnqlqoqcakq qtghqignqggsq.
Q@1q’qlqlq gbgeqtq gyqoquq qdqiqdqnq’qtq gkgnqogwq qtghgaqtq!
QIqtq gqcqoquqlqdq gqbgeq qugsqeqfquqlq qiqfq gqyqoquq
qdqeqcqiqdqeq qtqoq qlgeqaqvgeq qtghgeq gdqugnqgqeqogng.

Qlqtq qigsq quqsqeqdq qtgoq qugnglgoqcgkq qtghgeq qoqrqaqtqeq.
Q@Tghqiqsq gqiqsq qtghgeq gfqoqugrqtghq gwgaqyq qtgoq qlgeqaqvgeq
qtghgeq qdqugnggqeqoqgnq.

QTghqeq qigdgeqaq ghgeqrgeq gigsq qtgoq qcgqoqlqlgeqcqtq
qtqrgeqagsqugrgeq, gnqoqtq gsgpgeqnqdq qiqtq!

@Iqtq qcqaqng gbgeq quqsgeqdq qaqsq qag gwqeqagpqoqrq. GTgrqyq
qtghgrqogwaiqngoq qiqtq qaqtq qtghqeq qtghgigegfq qogrq
QCqyqcql gogpqsq.

GNqogwq qtghgaqtq gyqoquq gkgnqogwq gwghqaqtq giqtq qdqoqeqgsq,
qyqoquq gwqoquqlqdq gpgqrqogbgagbqlqyq gbgeq gbgeqtqtgegrq
qoqfgfq quwqiqtghqoquqtq qiqtq.

QTghqeqrqeq qagrgeq gaq qcqoqugpqlqeq qoqfq qwqaqyqsq.
QFqigrgsqtq gmgeqtghqoqdq.

a. GMgaqyqbgeq ghgeq qiqsq ghqugnqgqrayq.

b. Qlgngsqtgeqaqdq qoqfq qlqeqtqtqiqnqgq ghgigmq ghgagvgeq
qyqoquq gqfgoqrq qlqugngcghqg, qgqiqvqeq ghqigmgq qtghqeq
qlqugnqcghq gagnqdg qtghqeq gwgaqtgeqgrq.

@Sqeqcqoqnqdq gmgeqtghgoqdq.

a. GRgegaqdq qtghgeq gbgogqogkq gfgqoqrq gaq qcqlquqeq.

b. @QBqeqiqnqgq qaq qlqiqtqtqlgeq qfqagmqiqlqiqaqrq qwgiqtghq
gnayqtqhqoql qoqgqyq gmqaqyq ghqgeqlgpq.

c. GRgeqaqdq qtghqeq gbgoqogkq qagnqdq gnqoqtqiqcqeq qtghqeq
qfqiqrqgsqtq qlqeqtqtqeqrg qiqng geqaqcghg gsqeqngtgeqnqcgeq.

d. @Saaqyq q0qdqyqsqsqequqsq qagnqdq gsgeqeq gqwghqaqtq
qrgeqaqcqtqiqogng qtghgeq qCqyqcql gogpgsq ghqagsq.

e. QTghqigsq qiqsq qtghqeq qfgiqfqtghg gwgaqyq goquqtg qoqfq
qtghgeq qdqugngggeqogngq.

S1.

S2.

33.

S54.

S5S.

Sé.

57.

S8.

A.
B.

A.
B.
C.

A.

A.

C.

A.
B.

A.

A.
B.
cC.

B.
C.

D.
E.

Z0RK I ANSIWERS

THE AMAZING MAZE AREA CONTINUED

@Yqoquq qcqoquqlqdq qrqugng qagqwqaqyq.
GGqeqtqtqiqnqgq gqrqogbgbgeqdq qiqsq gbqeqtqtqgeqrqg qtghqagng
qgqeqtqtqiqnqgq qkqiqlqlqeqdq.

@Yqeqsq.

QTqghqeq qtghqiqeqfq qiqsq qaq qvqeqrqyq geqxqpqeqrqigeqnqcqeqdq
qcqhqagrqaqcqtqeqrq.

qQ¥qoquq gmqaqyq qnqeqeqdq gqsqognqeq gmgoqrqeq qdqugngqgqeqoqnqg
qtqigmqeq quqnqdqeqrq qyqoquqrq gbgeqlqtq gbgeqfqoqrqeq gyqoquq
qcqaqnq ghqaqnqdql qeq ghqigmq.

QTqhqeq qoqnqlqyq qwqaqyq qtqoq qpgrqoqvqeq Qyqoquq qaqrqgeq
gmnqoqrqeq qeqxqpqeqrqiqeqnqcqeqdq qiqsq qtqoq gsqtqogrqeq
gnqogrqeq qtgrqeqaqsquqgrqeq. 0Tghqigsq gsghqogwqsq qygqoquq
ghqaqvqeq qbqeqeqnq qtqhqrqoquqgqhq gmgoqrqeq qoqfq qtghqgeq
qdqugnqgqeqoqnq.

QTqhqeq gmqogrqeq qpqoqiqnqtqsq qyqoquq ghqaqvqeq qtghqeq
q:qpqtqtqoqrq gyqoquqrq qcghqagnqcqeqsq qogfq gqkqiqlqlqgiqnqgq
ghqigmq.

@Tghqeq gnqaqsqtqyq qkqnqiqfqeq qiqsq qtqhqeq gqbgeqsqtq
gwqeqaqpgqoqng qtqogq qugsqeq gwghgeqng qfqiqgghqtqignqggq

qtghqeq qtghqiqeqfq.

XSxox | xvxex xqxuxexsxtxixoxnx x#x4x8x.

AROUND THE COAL MINE

QTghqiqsq gnqaqyq qtqagkqeq gqaq gwghqiqlgeq.
gbgrqiqnqgq qaq qlquqngcghq?

qYqoquq gnqeqeqdq qsqogmqeqtqhqiqnqgq qfgrqogmq qtqhgeq
qkqiqtqcghgeqgnq.

qY¥qoquq qnqeqeqdq qtghqeq qgqagrqlqiqcq qtghgaqtq qigsq qigng
qtghgeq gbqrqogwqnq gsqaqcqkq.

@Dqiqdq qyqoquq

G0gpqeqnq qfqlqagmqeqsq qagnqdq qgqaqsq qdqoqnq’qtq gmqigxq.
@¥goquq qcqaqng’qtq qtqagkqeq qtghgeq qtqoqrqcghq qigngtqoq
qtghqeq qgqaqsq grqoqogmq.

@Tghqeq qcqoqaqlq gmqiqnqeq qiqsq qaq qvqearqyq qsgmaaqlqlq
gnqaqzqeq. QIqtq qiqsq qeqagsqyq qtqoq gmgagpq.

XIxtx xixsx xax xtxixgxhxtx xsxgxexexzxex.
@Tqrqyq qdgqrqogqpqpqiqnqgq gsqogmqeqtghqignqgq.
QTgrqyq qdqrqoqpqpqiqnqgq qeqvqeqrqyqtgqhqiqnqggq.

QCqagnq qyqoquq qtqeqlqlq gwghqeqrqeq qtghqeq qdgrqaqfqtq qigsq
qcqogmqignqgq qfqrqogmg?

QTghqeq qsqghqaqfqtq qiqnq qtghgeq grqoqoqfq ghqagqsq qtqoq qgqoq
gsqogmgegwqhqgeqrqeq.

QTghqiqnqkq qagbgoquqtq gwghqeqrqeq qyqoquq qsqagwq qaq
gsgmgaqlql q qsqhqaqgfqtq gbgeqfqogrqeq.

@Yqoquq ghqagqvqeq qtqoq quqsqeq qtghqeq gbgaqsgkgeqtq.

QPquqtq qtghgqeq qtqogrqcghq qiqng qtghgeq gbgagsqkgeqtq gagnqdq
qlqogwqeqrq qiqtq qtghqrqoquqgqhq qtghgeq gsghqagfqtq.
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ZORK I ANSIWERS ZORK I MAP 1

AROUND THE COAL MINE CONTINUED

59. A. QTqagkqeq qaq qcqlqoqsqgeq qlqoqoqkq qaqtq qtghqeq gsqwqiqtqcgh.
B. G@Sqogmqeqtghqignqgq qtghqiqng glqiqkqeq gaq qdqigmnqeq 8 N 10
gwqoquql qdq qwqoqragkq. 61

C. @QY¥goquq qcqoquqlqdq gqsqugrqeq quqsqeq gsqogmgeqtghqiqnqgq ~— WP 12

qfgrqogmq qtghqeq gmqaqignqtgeqnqagnqcqeq qrgogqogmq Qngogwq.

D. QTqugrgnq qtghgeq qsgwqgiqtqcqhg qwgiqtghq qtghgeq 5 7

qsqcqrqeqwqdqrqi qvqeqrq.

é8. A. Qlqtq qiqsqnq’qtq qaq gwqaqsghqiqnqgg gmgaqcghqignqeq.

B. @Yqoquq’qvqeq ghqeqaqrqdq qoqfq qtquqrqnqignqgq qlqegaqdq 2
qignqtqoq qggoqlqdq. GWgeqlqlq, qtghqiqsq gnqaqcqhqiqnqeq o

qdqoqeqsqnq’ qtg qdqoq qtghgaqtq.

C. QIqtq qcqagng gbgeq quqsqeqdq qtqoq qtqugrgng /
gsqogmqeqtghqiqnqgq qdgqaqrqgkq qignqtqoq qsqogmqeqtghqiqnqgq 15
qtghqaqtq qtgwqiqnqkql qeqsq.

D. QPquqtq qtghqeq qcqoqaqlq qignq qiqtq gaqnqdq qtghgegnqg ~

qtquargng qiqtq qogng.

WEST SIDE N 6 U }—
SOMEWHERE OQUER THE RAINBOW OF  HOUSE “

é1. A. GAq gbqlqaqcqkq qrqoqdq qwqiqtghq qaq qrquqsqtqyq gsqtqaqrq pig
qoqnq qiqtq. g
B. GY¥qoquq gqnqeqeqdq qsqogmqeqtqhqiqnqgq qfgrqogmq qtghqeq 0
qcqogfqfqigng. : 3

C. GWgagvgeq qtqhqeq qsqcqeqpqtqrqeq. &(mpm

é2. A. QDqiqgqgqiqnqgq.
B. QDgiqgqgqignqgq qiqnq qtghgeq gsgaqgnqgdqg. \

C. @Dqiqgqgqiqnqgq qiqng qtgqhgeq gsqagnqdg qiqnq qtghgeq
gsqagnqdqyq qcqoqvqeq.
C. GDqiqgq qsqognqeq gmqoqrqeq. k

WRAPPING THINGS UP
63. A. QGqiqvqeq qtghqeq qeqgqgq qtqoq qtaghqeq qtghqiqeqfq \

gbgeqfqoqrqgeq qyqoquq qkqiqlqlq ghgigmq.

64. A. QDqiqdq qyqoquq qlqogogkq qiqnq qtghqeq gbquqoqyq? L. M 1 ot
B. GDqiqdq qyqoquq qcgrqogsqsq gqbgaqcqkq gqoqvgeqrq qtghgqeq
qrqaqigngqbqoqwq? WEST — — EAST

65. A. QDqiqdq qyqoquq qeqvqeqrq ghqeqaqrq qagnqyqtghqgiqnagq | 4 R
gwqghqgiqlgeq qlqogsqtq gignq qtghgeq gfqogrqeqsqtq? ] SOUTH SE DO DOWN DN 19—
B. QTqrqyq gwqiqnqdqiqnqgq qtghqeq qcqaqngaqrqyq.

C. QTqagkqeq qtghqeq qcqagnqaqrqyq qtqoq qtghgeq A LINE NITH A SOLID ARRGH HEANS (NE WAY ONLY
qfqoqrqeqsqtq qaqnqdq gwqignqdq qiqtq. A LINE WITH A DOTTED ARROM MEANS EITHER UP OR DOWN

é6. A. QYqoquq gnquqsqtq qcqoqngsqeqrqvqgeq qlqiqgahqtq qagsq gmqugcghq
gaqsq gpgoqsgsqigbqlqgeq. QGEqvqegng gaq qcqoqugpqlqeq qogfq
gngogqvqeqsq qcqaqnq gnqaqkqeq qaq qdqiqfgfqeqrqegnqgcqeq. —

67. A. QYqgoquq gmquqgsqtq ghqagvqeq q395q8q qpgoqiqnqtgsq qfqiqrqsqtq.
B. QDgoanq’qtq qgfqogqrqgqeqtq qygqoquqarq qlgagmqpq! 18

48. A. QDgeqaqtghqg.
1?7
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1.
2.
3.
4.
S.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
23.
26.
27.
28.
29.

30.
31.
32.

33.
34.
3s.
36.
37.
38.

39.
48.

a1

42.
43.
44.
45.
46.
47.
48.

49.

Se.

ZORK 1 MAP ROOM NAMES

West of house (start)
GNqogrqtghq qogqfq ghqoquqgsqgeq
@Bgeqhqi gnqdq ghqoqugsqeq
@Sqoquqtghg qogfq ghqoquqgsgeq
QFqoqrqeqsqtq

QCql geqaqrqignqgq
QFgogrqeqsqtq

QUqgpq qaq qtgrgeqe
@Fqoqrqeqsqtq

QFgoqrqeqsqtq

QCql qeqagrqiqnqgq
@QFgogrqeqsqtq
@Kqi1qtqcghqeqnqg
@Lgiqgvqiqnggq grqoqogmnq
GAqtqtqiqcq

@Cgagnqyqoqng qvqiqeqwq
QRqoqcgkgeqyq ql geqdqgqeq
@Cqaqnqyqoqnq gbqoqtqtqogmq
QEqnqdq qoqfq qrqaqiqngbgogwq
Q0gnq qtghqeq grqaqiqngbgqoquwq
@Sqtqoqnqeq gbqagrqrqogwq
QIgngqsqiqdqeq gbqgagrqgrqoqwq
QCqeql ql aaqrq

QEqagsqtq qogfq qcqhgagsgmq
Q@Gqaql ql qeqrayq

@Sqtquqdqiqo

QTgrqoqliqlq gqrqoqogmq
GMqaqzqeq
QEgaqsqtq-qwgeqsqtq
qgpgaqsqgsqaqgqeq

QRgoqugnqdq qrqoqoqmq
QLgoquqdq qrgoqogmq
GNqogrqtghq-gqsqoquqtghq
Gpgaqgsqsqaqgqeq

QCghgqaqsgnq

@Dqegeqpq gcgaqngyqoqnq
@Dgagmqpq qcgqaqvqeq
@GNgagrqrqogwq qrgoqogmq
GMgiqrqrqogqrq  qrqogqogmq
@Wqiqgnqdqignqgq
qpgaqsqsqaqgqgeq

QCqaqvgeq

QEgnqtqagnqgcqeq qtqgoq
GHgaqdgeqsq

QLqagnqdq qoqfq qtghgeq
qlgigqvqiqnqgq qdqeqaqdq

QEgnqgqrqaqvqignagqsq qcqaqvqeq

Q@Dgogngeq qrqoqogmq
@Tqoqrqcghq grqoqogmq
@Tgegmqpql geq
QEqgqyqpqtqiqaqnq grqoqogmq
GAglgqtqaqrq

@ghqiqtqeq qcqlqgiqfqfqsq
gbgeqaqcghqg gngogrqtghq
@ghqiqtqeq qcqlqigfqgfqgsqg
Gbqeqgaqcghq gsqoquqtghqg
QDqagmq gbgagsqgeq

S1.
S2.
33.
34.
3S.
Jé.
57.
38.
39.
é0.
é1.
é2.
é3.
é4.
é5.
é6.
&7.
é8.
69.
70.
71.
72.
73.
74.
75.
76.

-
‘.

78.
79.
88.
81.
82.
83.
84.
83.
86.
87.
88.
8%.
90.
?1.
92.
?3.

20

QFqrqiqgqiqdq qrqiqvqeqgrq
QFgrqiqgqiqdq gqrqiqvqegrq
QFgrqiqgqgiqda grqgiqvgeqrq
QFgrqiqgqiqdq qrqigqvqeqrq
QFqrqiqgqiqdq qrqiqvqegrq
@Fqaqlqlgsqg

Q@Sqaqnqdqyq qcqoqvqeq
@Sqaqnqdqyq gbqeqaqcghq
@Sghqoqrqeq

@Aqrqaqgqaqiaqng gqfqaqlqlqgsq
QGqrqaqtqiqnqgq gqrqoqogmqg
QCqyqcql qogpgqsq qrqoqogmq
QTqrqeqaqsquqrqeq qrgqoqogmq
@Sqtqgrqagnqggeq qpgagsqsqaqgqeq
QRgeqsqeqrqvqoqiqrq qsgqoquqtghq
QDqagmq

@Dgagmq ql qogbgbqgyq
GMqaqignqtqegnqagnqcqeq gqrqoqogmq
@Sqtqrqeqagmq qvqiqeqwq
@Sqtgrqeqagmq
QRqeqsqeqrqvqoqiqrq gnqoqrqtghq
@Aqtql qagnqtqiqsq qrgoqogmq
QCqaqvqgeq

GTgwqiqsqtqiaqnqgq gpqaqsqsqaqgqeq
GMgiqrqrqoqrq qrqoqogmq

QCqoql qdq gpgaqsqsqaqgqeq
@Sqlqiqdqeq grgoqogmq
@Mqgiqngeq qEqnqtarqagngcqeq
Q@Sqqquqeqcqkqyq qrqoqogng
@Bgaqtq grqogqogmq

@Sghqaqfqtq qrqogogmq
@Sgmqeql ql gqyq grqoqogmq
QGgagqsq qrqogqogmq

QCqogaqlq gmqiqgngeq

QCqoqaqlq gnqigngeq

QCgoqaqlq gngiqnqeq

QCqoqaqlq gmgignqeq
QLgaqdqdqeqrq qtqogpq
GLgaqdqdgeqrq qbgoqtqtqogmnq
QDqeqaqdq qeqnqdq
QTqigngbqeqrq qrqoqogmqg
@bgrqaqfqtgyq qrgogogmq
GMqaqcqhqignqgeq qrqoqogmq

Z0RK I

THE MAZE

The chart below can be used to find your way around the maze. At first
glance it may seem a little confusing. However, it is very simple to
operate; and once you see how it works, it is very easy to use. For
example: when you go west out of the troll room and enter the maze,
the first room you enter will be room #1. Find room #1 on the chart,
look to the right and find the direction you wish to travel or the
room you wish to travel to. If you start at room #1 and move ‘S’
(south), you will now be in room #2. From room #2 if you would like to
get back to room #1 you would travel ‘S’ (south) again. Remember that
passageways are very twisty. You may want to review HELPFUL TIP #5
again. If all else fails, the easy way in and out from different Key
spots is listed at the bottom.

ROOM @ N s E W u D NE N SE SW
1 1 2 TR 3 = - = - = -
2 - 1 4 - = 3 = S = -
3 1 = S 49 = = - - - -
4 3 = - 2 SK = - = = -
S = 3 - - - - - = = -
é SK 4 = 7 - - o= = - = 14
7 = = -~ SK - - - - - =
8 - - 14 8 14 8K = = - -
4 = 11 12 8 18 S - - - -
10 = ? - 11 - - 10 ? = =
11 = ? = 18 = o T - - Cy
12 = - = 12 - = 4 - 13 =
13 12 o = -~ = = - = - -
14 8 16 13 17 - 19 14 - - =
15 - - 14 16 19 - - - - =
16 - 15 14 19 = 17 = = - -
17 18 - 16 - 14 SK - - = 19
18 = 17 = - - = = - - -
19 - = = > = 13 GR 16 - 17
20 TR - - - 1 = - = = = -
21 Cy - - - - = - - 11 - =
22 GR - - - - - - - - = 19
TR = TROLL ROOM
CY = CYCLOPS ROOM
GR = GRATE ROOM
SK = SKELETON ROOM
THE EASY WAY THROUGH
From TROLL ROOM (TR) to SKELETON ROOM (SK) t W W W u
From CYCLOPS ROOM (CY) to SKELETON ROOM (SK) : NW s W D
From GRATE ROOM (GR) to SKELETON ROOM (SK) 1 SW SW D
From SKELETON ROOM (SK) to TROLL ROOM (TR) 1 N N N E
From SKELETON ROOM (SK) to CYCLOPS ROOM (CY) 1 SW E S SE
From SKELETON ROOM (SK) to GRATE ROOM (GR) 1 SW u D NE
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ADVENTURE
TIPS & SOLUTIONS

1 hope you found this booklet helpful. To help your future adventuring
needs the following ADVENTURE TIPS & SOLUTIONS are also available:
THE ORIGINAL ADVENTURE: COLOSSAL CAVE 1789
ADVENTURELAND !
PIRATE ADVENTURE !

MISSION ASTEROID 2
WIZARD AND THE PRINCESS 2
CRANSTON MANOR 2
ULYSSES; AND THE GOLDEN FLEECE 2
TRANSYLUVANIA 3

ZORK I <

Also, available:

THE MASK OF THE SUN S

ZORK I1 +
DEATH IN THE CARIBBEAN ¢
< 1)

Each adventure booKlet is $3.95., (Price includes postage.)
California residents add &% tax. Send check or money order to:

TIPS
P.0O. BOX &s907
STOCKTON, C& FS20s

! Products of ADVENTURE INTERNATIONAL
1 Progucts of SIERRA (N-LINE

3 Products of PENGUIN SOFTWARE

¢ Products of INFOCIM

§ Products of ULTRASOFT

§ Progucts of MICRO LAB

7 Products of FRONTIER COMPUTING

* Products of MICROSOFT

9 Products of APPLE






