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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
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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






