Zork Zero — Map Notes

General Notes

· Some routes are traversed by multiple commands. For example, WEST, DOWN, and OUT from Bat’s Lair all lead to Great Underground Woods. When a path leaving a room by a standard compass direction has redundant means of travel, the extra options are in parentheses next to the route (u = UP, d = DOWN, i = IN, o = OUT, plus rare others). There may be some that I have missed. Note that OUT frequently exits buildings and dead end rooms, but oddly enough, IN almost never gets the player into buildings or other places where ENTER otherwise works. If there is more than one potential logical destination (e.g., from Village Center), then of course IN does not work. However, IN rarely works even if there is no ambiguity about the intended destination (e.g., from Outside Hovel or Outside Shack).

· Like most Infocom games, Zork Zero has nested rooms, such as royal yacht (e.g., South Shore, on the royal yacht), the docks (e.g., South Shore, on the green dock), camel (e.g., South Shore, on the camel, the thrones (e.g., Audience Chamber, on the large golden throne), and other vehicles or containers that are reached by climbing upon, going underneath of, sitting on, or entering things. Names of standard rooms appear on the status line; nested room names do not. While nested rooms are not displayed on the automap, I include most on these maps with some exceptions. The potential nested rooms in The Lake Area of the Castle are extremely complicated and are left out of the main map set, but there is an extra map that includes all nested rooms, vehicles, and routes in that area.

· The pigeon does not allow teleportation into most nested rooms. For example, if the perch is left at South Shore, on the green dock, the pigeon teleports the player to South Shore, even though the room’s description specifically indicates the perch is still on the dock (the player cannot even pick up the perch without moving onto the dock). There are some exceptions. For example, with the perch in bathysphere, the pigeon teleports the player inside the bathysphere. With the perch at Lake Flathead, on the royal yacht, the pigeon teleports the player to Lake Flathead, on the royal yacht. Interestingly, however, if the perch is on royal yacht while the boat is nested at any of the shore rooms, the pigeon teleports the player to that shore, but not nested in royal yacht.

· Unlike transport by pigeon, if the cloak is worn while in a nested room, removing it seems to consistently return the player back to the original nested location.

· In “instant death rooms”, the player has no opportunity to perform any actions before dying. For some, such as Surrounded by Water, North of Anthar, Pevaricon Territory, and Veritassi Territory, a room name does not appear on the status line, but the player’s death message starts with a room name. These were almost certainly not coded as room objects at all, and are simply text strings. Nevertheless, because the message formats have room names, I include these as “rooms” on the map. There are other ways of dying that also describe new locations, such as entering the moat as an alligator, or dropping the perch from Under the World or the flying Gondola, then using the pigeon. These death messages are not preceded by room names, and most of these other theoretical locations are left out of the maps. The one exception is the alien world under the Zork Zero world, since between two in-game death messages there is actually a fair bit of description of this place.

· There is only one Surrounded by Water death message. The maps show many Surrounded by Water locations, reflecting the multitude of places where the perch may be dropped into the water. I may have missed some.

· Orange paths are traversed by vehicles or other special means along standard directions (i.e., the eight compass directions plus UP/DOWN). Examples include sailing royal yacht, diving in bathysphere, rise and descent by conductor’s stand, the toboggan ride, sliding across Mirror Lake, being kicked out of Inquisition, being rescued from Oubliette, or being driven out of Torture Chamber by the metronome’s incessant ticking. Vehicle travel moves in the direction indicated by the line on the map, even though the player in almost all cases does not explicitly use a direction command (exceptions are travel by camel or bathysphere). In these maps, vehicle routes are mostly shown as displayed on the automap, with a few differences. For example, the automap displays no exits from Lake Flathead, even though royal yacht travels in the four cardinal directions from the lake to its shores. All orange paths should be considered connections that require problem solving.

· Blue paths represent instant transport that does not occur in specific directions, such as being carried by the giant bat, or teleportation using the oracle, cloak, or pigeon. Among these, the automap only displays oracle transport.

· Green paths represent item travel. In most cases these relate to throwing the perch into various locations for transport by pigeon. There are many other places where an item can be lost forever, such as dropping it into bodies of water, into Oubliette, from the flying Gondola, from Under the World, out a window in Bastion, or from a machicolation in Parapet. Only item routes relevant to the game’s geography (e.g., ones resulting in pigeon transport to Surrounded by Water) are displayed. Otherwise, there would be a plethora of green arrows and green skulls on these maps.

· Broken exits are displayed on the automap, but usually are not shown on the status line’s compass rose. Their unknown destinations do not exist.

· The jester occasionally summons the giant bat, which randomly takes the player to Roof, Parapet, Outer Bailey, or Bat’s Lair. It seems this can occur in most rooms in the Flatheadia region, including the FrobozzCo building and the Construction rooms. In most places outside Flatheadia, the jester does not seem to do anything when he makes his random appearances, and in some areas, such as the chessboard, he never appears at all.

· Room names beginning with “Great Underground” (e.g., Great Underground Desert, Great Underground Highway) are abbreviated in the status line (e.g., G.U. Desert, G.U. Highway), but fully spelled out in the room description’s heading. Some Z-machine interpreters use smaller fonts than the original machine-specific releases of Zork Zero, and spell out most abbreviated rooms in the status line. The longest names are still abbreviated, but differently than the machine-specific versions (e.g., Great Undergd. Savannah, Great Undergd. Mountain).

· “Mini-games” are not true rooms but are shown on these maps for interest. Encyclopedia Frobozzica and the Rebus are not actually games, but are included because they open separate graphical displays like the mini-games.

· The animal icon is used for wand targets that transform into new objects. The camel is the only transformed animal that cannot be picked up. The wand can also be used with amusing effects on the jester, bedbug, toad, executioner (which is fatal), unicorns (also fatal), and the player (likewise fatal, and the only time I have ever seen a Zork game use profanity). Against the mass of snakes, flies, witches, and brogmoids, the wand is ultimately ineffective, but the attempts generate interesting messages. The wand has no effect on the chess pieces or giant spider (a shame: a missed opportunity for a humorous message). The moat’s alligators cannot be targeted; oddly enough, despite the many times the jester turns the player into an alligator, the word “alligator” is not even in the game’s vocabulary. Borphbelly Stew ingredients are also legitimate wand targets, but I did not include redundant animal icons for them.

· If incompatible Borphbelly Stew ingredients are abandoned in the same room, the rooster eats the worm and/or the fox eats the rooster. This normally never occurs while the player is present, even if the player is not carrying the animals. However, there are three exceptions: the chessboard plain, construction site, and FrobozzCo building floors 2-399. If the player enters these places with incompatible animals, after one move the relevant animals are eaten, even while being carried. There is no message indicating this has occurred, and it is obviously a bug. From my (limited) understanding of Z-machine games and the Inform language, I believe this occurs because the areas are not programmed as room objects, but as recursive routines triggered upon entry (being grids or networks of virtually identical locations, it would not have made sense to code each individual room). Whatever tricks used to generate 64 rooms (or 1,990 in the skyscraper) out of one routine, they inadvertently result in the player not being recognized as “present” while in these networks. This allows events to happen that normally would only occur “off-screen” — i.e., the animals eating each other.

· When all 24 Flathead items are dropped in the cauldron in Banquet Hall, time freezes and Zork Zero enters its endgame phase. Some exits are removed and several nested rooms and vehicles cannot be entered or stop working. The magic cloak, pigeon/perch, and wand all cease to function, and the jester no longer appears. Thus, technically, the “pigeon”, “bat”, and “cloak” connections should all be considered “transient passages”. Once the castle’s destruction is triggered, all accessible rooms during the endgame phase become “danger rooms”, although they are not marked as such on the maps. During the endgame, the player can move around in the dark without being eaten by grues. The clown nose no longer suffocates the player. Chess pieces become unresponsive. It is possible to freely pick up the flamingo and lobster. Animals previously transformed into inanimate objects by the wand never change back. Endgame changes are described more fully under the relevant sections.

· Comments about bugs, inappropriate messages, and other unusual behavior by Zork Zero refer to version 383.

The Main Floor of the Castle

· During the prologue, Entrance Hall, Courtyard, Wine Cellar, and Root Cellar are “instant death rooms”. Table is a nested room in Banquet Hall only in the prologue. There is no table in the main game.
· In Jester’s Quarters, the status line shows a south exit. This is not a true exit; trying to go SOUTH simply prompts the player to open the small louvered door, which would initiate the Tower of Bozbar mini-game. The automap shows the UP/DOWN route from Servants’ Quarters coming in from the south, which is how I have displayed it in these maps, rather than placing Tower of Bozbar south of Servants’ Quarters.

· The jester’s riddle in Gaming Room is not a true riddle. The player needs to guess the zorkmid bill’s location.

· Interestingly, OUT from Gaming Room leads to West Wing, instead of Peg Room.

· Gondola is shown in orange because it is a vehicle that moves between Flatheadia and Fenshire. However, unlike other vehicles in the game, Gondola is a standard room, not a nested location.

· If the player leaves Flatheadia in the dirigible then returns to Dirigible Hangar using the pigeon and perch, the dirigible is gone. Movement of Gondola does continue “off-screen”. If the player leaves Fenshire in the dirigible then immediately teleports ahead to Dirigible Hangar, the dirigible flies in after a few moves. Or, if the player activates Gondola, wears the cloak, waits 1+ moves, then removes the cloak, Gondola is at a new location (either its destination or over one of the intermediate landscapes along the way).

· During the endgame phase, the DOWN exit from Great Hall collapses, and Gondola no longer moves. Snapping fingers while in Throne Room, on the small throne no longer opens or closes the secret door. The doorbell no longer summons the jester. Mini-games remain functional, including Tower of Bozbar, which still alters exits in Weird Passageway. Note that if the secret door in Throne Room was shut prior to initiating the endgame, that route is permanently closed, and is marked as a “transient passage” for this reason. However, The Secret Wing of the Castle is still accessible from the trap door in Chapel, which can still be opened and shut in the endgame. The muttering and bickering torches stop their commentary. If the giant bedbug is present when the player initiates the endgame, it no longer impedes the player’s exit from the room. SLEEP, YAWN, or SING still cause it to disappear in the usual way. Normally, if a player evades the bedbug without using one of the usual three commands (using the pigeon or cloak, for example), the bedbug is gone upon return to the room. However, in the endgame, the disabled bedbug remains a fixed piece of the scenery if the player walks out of Banquet Hall and returns.

The Secret Wing of the Castle

· Transport to Plain is shown from Magic Clothes Closet, where the cloak is first found. However, the player can travel to Plain from almost any room in the game by wearing the cloak. One exception is Inquisition (where the cloak is taken away). I do not know if there are others. Removing the cloak returns the player to the original room.

· While oracle is inactive, the player may enter it, leading to an oddly named nested room, Oracle, in the oracle. After activating oracle, entering the mouth transports the player to one of the five locations. Displayed with the “instant transport” exits are the numbers of eyes that need to be open. Items placed in the mouth are also teleported, but these item routes are not displayed.

· Entering the torture devices in Torture Chamber is fatal. They are displayed as “instant death rooms” with the orange container outline. They are true nested rooms, as objects can be placed inside all of them (except snake pit, which already has the mass of snakes nested inside it, leaving no room for more objects).

· Certain objects dropped in Oubliette sink into the mud and are lost, probably depending on the item’s weight. An object can be dropped from Dungeon into Oubliette, and it is either present or gone once the player makes the descent. The perch is one of the objects that sinks, but afterwards the pigeon still teleports the player to Oubliette.

· During the endgame phase, the DOWN exit from Crypt disappears, and the cloak no longer functions. The jester no longer rescues the player from Oubliette. The iron maiden, water chamber, and snake pit shut themselves and cannot be opened. The comfy chair (which cannot be opened or closed) can still be entered, which is still fatal.

The Lower Levels of the Castle

· The brogmoid clipart was stolen from the packaging of the game Sorcerer. The grue clipart was stolen from the defunct web browser game Legends of Zork.

· The toboggan can be a nested room almost anywhere. It is shown in solid orange in Kennel, its initial position. The only other place it is shown is where it is relevant to completing the game (in The Gray Mountains area).
· DOWN from Top of Well is fatal if the player happens to be an alligator while making the journey. A “special” route from Top of Well is shown to denote this. Interestingly, it seems that the jester never turns the player into an alligator when he appears in rooms beyond Top of Well. He still performs other routines, such as summoning the giant bat.
· As mentioned previously, I added an unknown “instant death room” for the alien world, since it is given a decent amount of description between two player death messages. The perch can be dropped into the alien world from any of the places indicated. Additional descriptive text is provided if the player falls from Hanging from Roots. Interestingly, it does not appear that the perch can be dropped from Top of Well. The words “well” or “opening” are not in the game’s vocabulary, and “hole” or “pit” are not recognized as present in that room.
The Lake Area of the Castle

· There is no other way to reach Bat’s Lair except via the giant bat. The fastest way to see this room is to exploit the doorbell at Entrance Hall. Ringing it always summons the jester, but after the castle entry is opened, he delivers a rhyme to the effect of “we did this already”, and immediately leaves with a random departure routine (e.g., turning the player into an alligator, the bit with the clown nose, summoning the bedbug or giant bat, etc.). Thus, repeatedly ringing the doorbell is a cheap trick to force the game to perform these otherwise infrequent events over and over again. If the bat appears and deposits the player to an undesired place, UNDO and resume ringing the bell. Note that the bat never seems to appear if the bedbug is present. If ringing the bell then hitting ‘G’ until the bat comes, it is easy to miss the fact that the jester has conjured the bedbug. If the bat seems to stop showing up, check for bedbugs.

· The route DOWN or WEST from Grotto technically has no weight limit, but it is marked in purple as a reminder that nothing can be held by the player. The resultant travel by objects can destroy some things (e.g., spilling the potion and vials of water), denoted by a green skull.

· Unlike “broken passages”, WEST from Stream is initially displayed on both status bar and automap as a legitimate exit, but after trying to move that way, the pathway disappears from both. Thus, it is indicated on these maps as a “transient passage”. It is ultimately impossible to go that way.

· If the player rides conductor’s stand into Conductor’s Pit, then teleports out using the pigeon, conductor’s stand is absent from Philharmonic Hall, and the player can never enter Conductor’s Pit again. Conversely, teleporting back to the perch in Conductor’s Pit after using conductor’s stand to leave causes the player to be stuck in the pit. Theoretically, the jester can appear and summon the bat, but this would take much use of RESTORE or UNDO, since if the jester appears and does not perform a special routine right away, he never leaves or does anything else.

· If the perch is left in Hold and royal yacht is sunk at East Shore by the boulder, the pigeon teleports the player to Surrounded by Water. This is true even if the perch is left inside the closed bathysphere.

· If the perch is left in Hold, and the player makes the descent to Lake Bottom, then starts ascending again, it is possible to teleport ahead into Hold and watch the diving bell rise into the room. If the cloak is worn while the bathysphere is descending or rising, the movement continues to occur “off-screen”.

· Objects thrown into the water from royal yacht while the boat is in Lake Flathead travel to Lake Bottom. If an object being carried in waldo is dropped while in Underwater, it likewise travels to Lake Bottom.

· It is possible to pick up the pigeon using waldo without being teleported.

· The fact that royal yacht is a nested room leads to some misleading notation around the lake in my main map set because this area has unusual connections among nested rooms and between nested and normal rooms. The map shows access to Hold from Lake Flathead, but the player can enter Hold from any shore as long as he is nested in royal yacht. However, bathysphere can only descend to Underwater if royal yacht is nested in Lake Flathead.

· Lake Bottom is an “instant death room” unless the player is nested in bathysphere. The only way to enter Lake Bottom without being nested in the vehicle is by using the pigeon after dropping the perch in Lake Bottom. A chess piece sent to Lake Bottom via pigeon is not present (presumably drowned).

· Despite the fact that descending in bathysphere without closing it is fatal, an interesting developer oversight is that Underwater is not an “instant death room”. It is possible to leave the pigeon on Plain, pick up the perch with waldo, start the bathysphere descent, wear the cloak, and get the pigeon. This teleports the player to Underwater outside the bathysphere. The bathysphere with the perch in waldo remain present for a bit before vanishing (there is no message indicating this happens, but if the sphere was the only light source, the room becomes dark). The player remains stuck in Underwater. Objects can be dropped and picked up in this room (they do not sink, despite the fact that an object in the waldo does sink if dropped while the player is in bathysphere). The jester can appear, so theoretically he could summon the bat and rescue the player (this would take much use of RESTORE or UNDO, since if the jester appears and does not perform a special routine right away, he never leaves or does anything else). While the player is standing in Underwater and bathysphere is still present, it is not possible to open and reenter the sphere. The game responds as if the player had opened the sphere while still inside it: that is, immediate drowning. A chess piece can be sent to Underwater using the above trick, and waldo can even be used to take back the pigeon.

· I have made an extra map of The Lake Area of the Castle with all nested rooms, vehicles, and connections. royal yacht is shown as a solid box at West Shore, its initial position. Dotted boxes indicate potential locations for each vehicle. Even though it is not a nested room, but a container, waldo is included because it is intrinsically linked to the movements of underwater objects. Note that Hold is a standard room, not a nested room/vehicle; it is shown redundantly with a dotted outline because it is linked only through other nested vehicles. Also note that the lightbulb icon is shown once, next to the initial position of bathysphere, but the light source follows the vehicle.

· On the detailed map, camel is shown as a solid orange box at Ring of Dunes, its initial position. Camel can be ridden to all indicated locations, but not onto any of the docks. Camel cannot be ridden EAST or UP from Base of Mountain. Camel also cannot be ridden WEST from Stream, but attempting to do so does not trigger the jester’s appearance and the removal of the bridge. These routes are shown as “broken passages” in orange on the detailed map, due to the fact that they are all displayed as potential exits while the player rides the camel.

· The camel refuses to travel SOUTH from Edge of Desert until it has had a drink at Stream. This is denoted by a dotted orange connection on the detailed map, even though generally orange connections are already considered routes requiring problem solving.

· On the detailed map, the orange skull notation indicates that royal yacht can be destroyed at blue dock by the boulder from Great Underground Mountain. The green path indicates the boulder’s travel (normally, green arrows are used only for objects that the player can pick up and carry; this is the exception).

· During the endgame phase, conductor’s stand can be entered but no longer moves. If conductor’s stand was previously left at Conductor’s Pit by teleporting out via pigeon, the stand’s position is not reset in the endgame. If royal yacht was previously left at North Shore, the player still can enter royal yacht, Hold, and bathysphere. However, because the seaman’s cap must be destroyed to reach this point, there is nothing more to do here. During the endgame, the amulet stops blinking, remaining stuck with however many eyes it had open.

The Great Underground Desert

· Routes between “desert rooms” (including Edge of Desert and Ring of Dunes in The Lake Area of the Castle) may be safely traveled using camel. However, they are not shown as orange “vehicle connections” because the player can still move through these places on foot (for a short time . . .).

The Village Area of the Castle

· Dropping the cannonball through the murder hole in Upper Barbican while holding the candle causes the jester to transport the player into Dungeon. Since the candle is in Secret Passage, this route does not allow premature discovery of The Secret Wing of the Castle.

· If objects are left at Drawbridge and the drawbridge is closed, the items slide back to Barbican.

· The white house clipart was stolen from the defunct web browser game Legends of Zork, as was the alligator image (though it was actually a crocodile in that game).

· If the perch is left at Outer Bailey, the drawbridge is closed, and the player teleports to Outer Bailey via the pigeon, the player cannot go SOUTHEAST from Outer Bailey. This connection is shown as a “transient exit” for this reason.

· The player can stand under the various elms, but none are treated as nested rooms. The tree stump, which is a potential nested room, is also marked with a tree icon on the map, even though it is not a tree, technically.

· The zorkmid coin clipart was stolen from the packaging of the Zork Trilogy.

· UP from FrobozzCo Offices leads to the next floor until FrobozzCo Offices (399).  UP from the 399th floor leads to Penthouse. Similarly, DOWN from FrobozzCo Offices goes down a floor until FrobozzCo Offices (2), and from the second floor, to FrobozzCo HQ.

· The Flathead item is in FrobozzCo Offices South (19). FrobozzCo Offices East (193) has a clue for using the pigeon/perch. Lastly, there is a memo in FrobozzCo Offices (4). There is otherwise nothing else in the building. Yes, I have visited all 1,990 rooms so you don’t have to. Seeing Penthouse is worth one trip upstairs, however.

· If incompatible Borphbelly Stew ingredients are carried into FrobozzCo Offices (2) and beyond, the animals devour each other in one move (see General Notes above).

· During the endgame, the drawbridge can still be closed. The room description at Drawbridge no longer mentions the moat’s surface roiling from the presence of ravenous monsters. Interestingly, dropping the cannonball from Upper Barbican while holding the candle still causes the jester to teleport the player into Dungeon. I suspect this was an oversight, since the jester otherwise vanishes without a trace during the endgame. The FrobozzCo building can still be entered and climbed to the top during the endgame, and if the player does so for the very first time during the endgame, the jester does not appear. The ring of ineptitude still makes the player clumsy during the endgame.

Port Foozle

· The jester’s riddle in Cave-In is not a true riddle. The player needs to guess his middle name.

· Inquisition cannot be exited by using the pigeon or cloak. The cloak is taken away and transported back to Fishing Village. The pigeon is also taken away, but this teleports the pigeon and an inquisition guard away to wherever the perch was left (however, the guard is not seen again; the word “guard” is actually not even in the game’s vocabulary).

· After escaping from Inquisition, NORTH from Fishing Village thereafter immediately transports the player back to the same room with no opportunity to spend any time in Inquisition. This is also true if the player teleports into Inquisition after leaving the perch there during the original visit.

· The Double Fanucci mini-game can only be played once.

· The shore clipart was stolen from the defunct web browser game Legends of Zork.

· Prevaricon Territory and Veritassi Territory are “instant death rooms” entered by choosing the wrong door in Room of Three Doors. These are not true rooms, but death messages preceded by a room name.

· The connection between Room of Three Doors and Wishyfoo Territory is as displayed on the automap. However, the Wishyfoo Territory room’s description indicates that it is entered via a passage from the southwest. This is also displayed in the status line as a potential exit, but cannot be used due to being a one-way passage. This is explanation for the area’s odd notation on the map.

Construction  (0-63)

· As indicated in the caption, one NORTH-SOUTH connection and one NORTHWEST-SOUTHEAST connection can be created anywhere on this matrix. Between these extra connections and perch-bearing chess pieces, it is possible to visit each of the completely closed-off Construction locations on the map (I have personally verified this).

· The hardhat is in Construction (0), while the hammer is in Construction (61). There is nothing else in this area.

· If incompatible Borphbelly Stew ingredients are carried into Construction, the animals devour each other in one move (see General Notes above).

The Summer Castle at Fenshire
· An intermediate Gondola position is shown on this map to indicate that EXIT while the Gondola is in-flight is fatal. Incidentally, while Gondola is flying, the automap is disabled, and the region shown on the status line is In the Air.

· The perch can be thrown out of Gondola at any point during the ride. However, even while gliding over the Frigid River or the marshes, it is not possible to throw the perch into the water.

· If the player leaves Fenshire in the Gondola then returns to Smaller Hangar using the pigeon and perch, the dirigible is gone. If the player leaves Flatheadia in the dirigible then immediately teleports ahead to Smaller Hangar, the dirigible flies in after a few moves.

· All Borphbelly Stew ingredients are relocated to The Summer Castle at Fenshire in the demo version. The initial position of Gondola is likewise moved to Fenshire. In the demo, Secret Room cannot be entered due to a necessary item being unavailable. The demo starts at Ruined Hall and ends when the player exits Gondola in Flatheadia.

· After the archway SOUTH of Marsh collapses, the player can escape the room using the pigeon. On returning to Ruined Hall, the archway leading NORTH to Marsh is still impassable. The game is now unwinnable.

· The archway’s collapse is intended to prevent a player from skipping the problem of transporting Borphbelly Stew ingredients to Nice Lunch Spot without the animals eating each other. It turns out the puzzle cannot be bypassed by using the cloak because of the bug described under General Notes above. At best a couple steps can be eliminated: bring cloak and ingredients to Marsh; drop cloak, fox, worm; N to Nice Lunch Spot; drop rooster; S to Marsh; get cloak, fox, worm; wear cloak; drop fox, worm in Plain; remove cloak; N to Nice Lunch Spot; wear cloak; get fox, worm; and finally remove cloak. The puzzle can be completely bypassed by pointing the wand at the animals, then carrying them over one at a time. There are three puzzles in Zork Zero that absolutely require the wand; there are enough charges to use it on two ingredients (all that is needed to simplify the puzzle) and still complete the game.

· Interestingly, it does not appear the perch can be thrown into the marsh from Nice Lunch Spot, even though the room description mentions the quicksand and marsh. “Quicksand” is not even in the game’s vocabulary. “Marsh” is part of the game’s vocabulary, but not recognized as present in Nice Lunch Spot. THROW PERCH INTO WATER usually works when having difficulty guessing the noun, but “water” is also not recognized as present in this room.

· The Snarfem mini-game can only be played once.
· The ladder can be a nested room almost anywhere. It is shown in solid orange in Secret Room, its initial position. The only other place it is shown is where it is relevant to completing the game (in The Fublio Valley area).
The Flathead Fjord

· The magic perch can be thrown from the cliffs into the Flathead Fjord by specifying THROW PERCH INTO WATER. No other nouns seem to work.

· Even if standing on the ladder, the rope from Upper Ledge cannot be seen or reached from Lower Ledge.

· The tree in Hollow is a birch, not an elm. The player can still stand under it (which as with the elms, is not a nested room). I did include the “tree” icon on the map for this area.

The Gray Mountains

· If the player drops toboggan at Glacier and sits on it, the player is immediately moved to Mirror Lake, on the toboggan. There is never an opportunity to spend a move in the nested room, Glacier, on the toboggan.
· Throwing an object in Mirror Lake causes the player to slide in the opposite direction. If the player is still sitting on the toboggan, the toboggan moves as well and is nested in the new location.
The Frigid River Delta

· The perch can be thrown into the water from any room in this area, allowing transport to Surrounded by Water.

· The toad prevents the player from standing on small lily pad or huge lily pad. Even if the toad is disabled by the wand, the player still cannot move onto either pad (“only a toad could be comfortable there”). I still decided to show them as nested rooms, even though they are inaccessible to the player, since they are true container objects, they would ordinarily be large enough for the player, and they are intrinsically connected to the movements of the spyglass.

· If the wand is used on the toad, he sinks but takes the spyglass with him. They both return after a few moves. I have shown an item route between Surrounded by Water (where the toad presumably sinks) and his huge lily pad.

The Fublio Valley

· While OUT is an alternative command to exit all three huts and Quarry, IN only works to enter Megaboz’s Hut. All four locations can be entered by ENTER QUARRY, ENTER HOVEL, etc.
· The player can climb to Attic from Megaboz’s Hut only when nested in ladder. However, DOWN from Attic brings the player to Megaboz’s Hut, not Megaboz’s Hut, on the ladder.

· Carrying the potion cup into Gumboz’s Shack can lead to its spillage, and walking out with the four-gloop vial leads to Gumboz casting his spell of revenge on the player. The entry path is marked purple for these reasons, although technically nothing impedes travel in and out of this location. Incidentally, Gumboz casts his spell even if the player escapes using the pigeon or cloak. Lingering in Gumboz’s Shack with the potion cup or vial of water can still cause spillage even if no attempt is made to leave. The room is marked as a “danger room” for this reason, since there is an excellent chance at this stage that the potion is still needed, and losing it would render the game unwinnable.

· The tree in Quarry’s Edge is a pine, not an elm. Standing under it moves the player into Quarry. I did include the “tree” icon on the map for this area, as well as an alternative route into Quarry by standing under the tree.

· The brogmoid clipart was stolen from the packaging of the game Sorcerer.

Antharia

· Rubble Room is an “instant death room” if the player enters without the hardhat. This is a true room.

· The second North of Anthar location is an “instant death room” reachable by throwing the perch over the barrier in the first North of Anthar location, then using the pigeon. This is a death message, not a true room, even though it would appear that the “broken passage” SOUTH from the first North of Anthar location should lead to the second.

· Nest can be entered, placing the player in Aerie, on the nest, as opposed to being in it. Sounds a bit odd.

· SOUTHEAST from Aerie is technically an ordinary route, but bringing light into Icky Cave requires problem solving.

· Each move the black bird steals one light source brought to Aerie. This includes the flickering torch and guttering torch, if the player brings them here before they burn out (which is possible to do using the pigeon). Once the torches burn out, the bird ignores them. It does, however, steal the brass lantern even if it is turned off. Interestingly, the bird only takes items carried by the player. If a light source is dropped in this room, the bird ignores it.

Plain (0-63)

· The player’s first trip to the chessboard starts from the location shown. Subsequent visits start at whatever Plain location the player most recently departed from.

· Starting locations of the chess pieces are shown on the map. Moving a piece into a space with the opposing king seems to do nothing beyond eliminating that king piece. Note that the two pawns can become queens.

· Interestingly, a player reaching the chessboard by using the pigeon and perch is always wearing the cloak, even if it was not being carried (or the cloak is lost: e.g., thrown from the dirigible mid-flight). If the cloak is removed, the player returns to the room he was in when he picked up the pigeon. It is thus impossible to become stranded on the chessboard. I suspect this was a developer oversight, since like most Infocom games, Zork Zero is otherwise very unforgiving about letting players lock themselves into unwinnable situations. Conversely, if a player uses the pigeon to teleport out of the chessboard, the cloak is automatically taken off without any indication that this has happened.

· If incompatible Borphbelly Stew ingredients are carried to Plain, the animals devour each other in one move (see General Notes above).

· The Zork Zero text dump suggests there is a way of getting the perch into the gray void beyond the chessboard and using the pigeon to teleport there (which is fatal). I have not been able to figure out how to do this. The word “void” is not in the game’s vocabulary. Throwing the perch in the void’s direction does not work. Chess pieces refuse to move past the chessboard edges, so they cannot bring the perch there. The perch cannot be sent to the void by doing away with a chess piece that is carrying it. If a piece eliminates another piece that has the perch, the winner takes it. If a pawn that is carrying a perch is upgraded, the queen has the perch in her possession. 

Sample Transcript

· Tram Car is a nested vehicle that travels between Edge of Chasm and Far Edge of Chasm. However, in the transcript the travel takes two moves, implying that tram car is transiently nested over the middle of the chasm. In real Infocom games, any automatic transition by a vehicle is accompanied by a full room description and change in room name on the status line (e.g., Middle of Chasm, in the tram car). Note that this is not analagous to the travel by Gondola, which in Zork Zero is a true room with a static description, with cycling text messages about the changing landscape displayed as time passes. In the transcript’s limited text, tram car seems to be treated as a true nested vehicle (the status line would tell us for certain, but this component is omitted). Exiting tram car over the middle of the chasm leads to instant death. If the sample transcript had been coded for real, there should have been an intermediate location, which I have displayed as an unknown “instant death room” on the map.

· The riddle at Edge of Chasm is asked by a dungeon imp, not the jester.

· The ogre clipart was stolen from the defunct web browser game Legends of Zork.

Mareilon

· Like Infocom’s published InvisiClues, the built-in hints for Zork Zero include fake questions designed to mislead players intent on spoiling their gaming experience. There is an entire false section devoted to the land of Mareilon that refers to some rooms, characters, objects, and a presumed nested room, metal cage. I have shown the rooms in a miniature section, but obviously these non-existent locations have no descriptions or references to any exits.

