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ZORK I 

CD'IPANY 

ZORK and ZORK I are regestered trademarks of INFOCCt1, INC. 

TYPE 

ZORK I is a text adYenture game. 

OBJECT 

There are two objectives in playing ZORK. The first one, and most 
i•portant, is to explore th• new world that has been created and, 
while doing so, try to gather 28 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 adYenturer, this game would be extremely difficult. 
As for the experienced adYenturer, it would rate as difficult to hard. 

DESCRIPTIC>ol 

ZORK I is the first of a three part adYenture. If you are familiar 
with the original adYenture, COLOSSAL CAVES, then you will recognize 
ZORK I. 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 
ZORK, 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. If you have played adYenture 
games In the past you are probably familiar with what I like to call 
"the double adYenture•. 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 adYenture as 
the adYenture game itself. ZORK allows you to forget about word games 
and just concentrate on the adYenture. Once you get out of the two 
word habit Cand it doesn't take long> you begin to realize that the 
world of ZORK is as much fun as any adYenture you ' ve played. ZORK I 
will challenge even the most experienced adYenturers. 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 

Her• ar• a couple of general tips that may help you to solve any 
adventur•. 

1. When it comes to computer adventure games th• number on• best tip 
is to make good maps. Th• first few tim•s . you p~ay th• g&111• you 
wall probably just be looking around getting fa11ul1ar with th• 
strange new world. From the first tim• you . start th• . gOMn• you 
should be making a map. Adventuring is a very tame 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~ SOLlJTIC!':!S> • 

2. If th• adventure has a •save game• featur•, 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 th• 
beginning every time you boot the game. Another helpful point h•r• 
is that if you are at •om• new point in the game, and what you 
would like to try may prove fatal, save th• game before you try it. 
If it turns out that you made the wrong choice you don't have to 
start ccnpletely over. 

3. As you play the game, b• 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 look at everything. Try 
reading anything that looks like a sign or has writing <or 
scratching) on it. 

4. Try to go in every direction from each new room or point. If none 
of th• standard directions work <N, S, E, W, U, or D>, try the 
command •go ••• • <such as •go hole">. 

~. D~n't avoid mazes. Many good things are •ither h i dd•n in mazes or 
on the other side of mazes. If you have problems with mazes try 
thisa before you get to the maze try to gather up as many separate 
it.ms 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. 
If this gets you into another new maze room drop another item. One 
important point in maz• solving is that 99"/. of th• time you will be 
lost, so th• first thing you should do in a new room is see if you 
can get back to wh•r• 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 rray take several tries before 
you are able to get a maze mapped out. 

6. P•riod1cally inventory the items you are carrying to mak• 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 •njoy your adv•nture. 
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HO~ TO USE THIS BOOKLET 

Although this booklet will guide you completely through th• adventure, 
doing so would destroy th• fun of th• adventure. If you find yours~lf 
stumped and frustrated, try going on to some other part. If you stall 
can't get going, th•n stop playing for a while and let your computer 
rest. After th• computer ha• cooled off, give it another try. R.member 
that adventures are like any other good puzzle, they have to be 
challenging or they won ' t be fun. On th• other hand, every seasoned 
adventurer has at one time or another reached the point wh•r• he or 
she is ready to use the adventure disk for firewood. That is where 
this booklet comes into play. Us• it moderately to get past only the 
part you ar• stuck on and then try to continue on your own. 

THE KEX WORD LIS! 
On• thing that some people don't lik• about adventure games is having 
to guess the words that th• computer will understand. Th• enclosed k•y 
word list will eliminate that problem. Let's say, for example, you 
were exploring a deep dark dungeon and you were confront•d by a nasty 
monster. After trying the usual things lik• "kill monst•r•, •attack 
monster•, or "slay monster• <non• 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 k•y 
word list you might find th• verb "hug•, so you give "hug monster• a 
try. Not only does th• computer understand, th• monster smiles and 
shows you a secret passage! 

QUES!IC!iS ANP ANSWERS 
Each question represents a problem that has to be overcome in order to 
complete the adventure. Sine• ev•ry person who plays the adventure 
makes dif'-ferent decisions at different points, it is impossible to lay 
th• questions out in any set order. Normally, if you have a problem at 
th• beginning of the game, th• question will be at the beginning of 
the list. Go down th• list until you find th• question pertaining to 
your problem. Then turn to th• answer section and find the number that 
corresponds to th• qu•stion. 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 l•tter 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 lett•r. All you have to do is mark out 
all the coding letters revealing the answer. For example1 "QLqiqgqhqtq 
qtqhq•q qlqaqmqp. •would look lik• "IL•i•glhtt• tt•h••• 111a.,.tP11•

0
' 

after it was marked out, revealing "Light the lamp.• That is all there 
is to finding the answer. One oth•r point you should know is that th• 
last answer to each question is th• final solution. All the others are 
clues leading up to the final solution for that probl.m. 

~ 
The maps are shown with the rooms numbered. Right after the maps you 
wi 11 find a 1 ist of room I abel s that are coded the same way as the 
answers to th• questions. The r•ason it is don• 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 •rror is that th• two 
exits are the same, an eastward passage that slopes upward. When 
making th• maps, I used the one that mad• the drawing a little less 
confusing. Therefore, your maps may not look 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 
BL!M 
BOARD 
BREAK 
BRIEF 
CARRY 
CHASE 
CLIMB 
CLOSE 
CROSS 
CUT 
D., D~ 
DESTROY 
DIAGNOSE 
DIG 
DRINK 
DROP 
E • EAST 

ACROSS 
AIR 
ALL 
ALTAR 
AXE 
BACK 
BAG 
BAR 
BARE 
BARS 
BASKET 
BAT 
BAUBLE 
BELL 
BIRO 
BLUE 
BOARD 
BOARDS 
BOAT 
BOLT 
BOOK 
BOTTLE 
BOX 
BRACELET 
BRASS 
BR~ 

BUBBLE 
BUOY 
BURNED-OUT 
CAGE 
ai:>NARY 
CANDLES 
CARPET 

ZORK I KEYWORD LIST 

FIRST WORDS <SINGLE HORD COl'91ANDS AND VERBS> 

EAST 
EAT 
ECHO 
EXAMINE 
ENTER 
EXTINGUISH 
FIGHT 
FILL 
FINO 
FOLL!M 
FREE 
GET 
GIVE 
GO 
HIT 
I 
IGNITE 
INVENTORY 
KICK 
KILL 

L 
LANO 
LAUNCH 
LEAP 
LIFT 
LIGHT 
LISTEN 
LOOK 
M(1..IE 
MUMBLE 
N • NORTH 
NE ,.... 
OIL 
OPEN 
PAUSE 
PICK 
PICK UP 
POKE 
POUR 

PRAY 
PROCEED 
PUMPED 
PUSH 
Q • QUIT 
QUIT 
READ 
RELEASE 
REM(1..IE 
REPAIR 
RESTART 
RESTORE 
RING 
RUB 
RUN 
S • SOUTH 
SAVE 
SCORE 
SCREAM 
SCREJol 

SEC!tfQ WORQS <NOl,NS. EIC,,,) 

CASE 
CHALICE 
CHASM 
CHEST 
CHJl't'jEY 
CL(1..IE 
COAL 
COFFIN 
COINS 
CRACK 
CRYSTAL 
CYCLOPS 
D • O~ 
OAH 
DARK 
DEAD 
DlAHc:NO 
011'.NER 
DCJ1E 
DOOR 
o~ 
E ~ EAST 
EAST 
EGG 
EGGS 
EMERALD 
ENGRAVINGS 
EXIT 
FIGURINE 
FOOD 
FOREST 
FORK 
GARLIC 

GAS 
GIANT 
GLASS 
GOLD 
GRATE 
GRUE 
GUIDEBOOK 
GUNK 
H20 
HOLE 
HOUSE 
IN 
INSIDE 
IVORY 
JADE 
Ja.IELRY 
JEWELS 
JUMP 
KEY 
KNIFE 
LABEL 
LADDER 
LAMP 
LANTERN 
LEAFLET 
LEAVE 
LEAVES 
LETTERING 
LID 
LOOK 
LUNCH 
HACH I NE 
MACHINES 
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MAILBOX 
HATCH 
HATCHES 
MIRROR 
MCl'ISTER 
N • NORTH 
NASTY 
NE 
NEST 
NORTH 
NUT ,.... 
ODYSSEUS 
OFF 
Cl'! 
ORIENTAL 
OUT 

(1..IER 
PAGE 
PAINTING 
PANEL 
PAPER 
PATH 
PEPPER 
PLASTI C 
PLATINUM 
PL UGH 
POT 
PUMP 
RAIL 
RAINBCJol 
RAMP 
RED 

SCRIPT 
SE 
SEARCH 
SEEK 
SHAKE 
SHUT 
SIT 
SLAY 
SLIDE 
SHA SH 
SPILL 
STAB 
STRIKE 
SUPERBRIEF 
SH 
SHIM 
SHING 
TAKE 
THR!M 
TIE 

RESERVOIR 
ROPE 
RUG 
S • SOUTH 
SACK 
SANO 
SANDWICH 
SAPPHIRE 
SCARAB 
SCEPTRE 
SCREJ.IDRIVER 
SE 
SHOVEL 
SILVER 
SKULL 
SLIDE 
Sc:NGBIRD 
SOUTH 
SPICE 
STAIRS 
STCl'IE 
STEPS 
STREAM 
SH 
SH ITCH 
SH ORD 
TABLE 
THIEF 
TIMBER 
TOOL CHEST 
TOOL 
TOOLS 
TORCH 

TOSS 
TOUCH 
TURN 
TURN OFF 
U • UP 
UNLOCK 
UNSCRIPT 
VERBOSE 
VERSICl'I 
W • WEST 
WAIT 
WAKE 
WALK 
WAVE 
WEAR 
WHAT 
HIND 

TRAP 
TREASURE 
TREE 
TRIDENT 
TROLL 
TRUNK 
TUBE 
U • UP 
ULYSSES 
UNDER 
UP 
VALVE 
W • WEST 
WALL 
WATER 
WEST 
WINDCJol 
WRENCH 
XYZ ZY 
YELLCM 

ZORK I QUESTIONS AND PROBLEMS 

ABQVE GROUND 

2. can't find th• grat•. 

4. What is up a tr••? 

6. How can 

7. How can 

9. How do 

18. How do 

l,NQER THE HOUSE. THE CELLAR AREA 

II. How do 

12. How do c I imb th• ramp? 

13. How can I g•t back up to th• living room? 

16. What is th• sword good for? 

17. How do I g•t past th• troll? 

18. How com• som• things ar•n ' t wh•r• I first saw th.m, 
or th•y don ' t stay wh•r• I put thtom? 

ARO!..t!P THE RESEBVOIR ANQ Qf!1 

21. How do I op•n th• tool box? 



ZORK I QUESTIONS AND PROBLEMS 

23. What is th• wrench us•d for? 

24. what ar• th• buttons for? 

2~. How do I cross the r•s•rvoir? 

26. Is it r•ally toothpast•? 

27. How do you stop th• l•ak? 

28. What is th• pil• of plastic? 

29. How do I us• th• pile of plastic? 

BELctt THE Oft1 

38. Can I cross the riv•r? 

31. How do I stop the leak in the bo~t? 

32. Can the boat b• controlled? 

33. How can I get sharp pointed objects in the boat? 

34. Of what s i gn i f i can c e is th• buoy? 

AROltlO THE RO\.t!D ROC!1 

36. How can I get the bar? 

37. Of what importance is th• mirror? 

38. What do the engravings in th• engravings room m•an? 

39. How do get down th• dom•? 

48. How do get back up to the dome? 

41. How do get out of the temple? 

42. What is the significance of the al tar? 

43. How do I g•t to the land of th• living dead? 

THE At1AZING MAZE AREA 

44. Do I have to go through the maze? 

4:5. How do I get through th• maze? 
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ZORK I QUESTIONS AND PROBLEMS 

46. Is th• useles11 lantern useles11? 

47. What is the key used for? 

48. What can I 11pend th• coins on? 

49. Can th• rusty knife b• u11•d for anything? 

:58. How do get pa11t Cycl op11? 

:5 I. How do g•t past th• thi•f? 

:52. Can tt1• thief be kill•d? 

:53. How do I get th• grat• op•n? 

ARO\.t!D THE CQAL MINE 

:54. How do g•t past th• bat? 

:5:5. How do get pa11t th• ga11 room without going KA-BOC!'!? 

:56. How do get through the coal mine? 

:57. How do get pa11t th• timber room? 

:58. How do get 1 ight into th• drafty room? 

:59. How do start the machine? 

68. What good i 11 the machine? 

~ttj~Hf;Rf; ~~P. TH~ RAIN!i!ctf 

61. How do I get acro1111 the rainbow? 

62. What is the shovel used for? 

WRAPPING THINGS UP 

63. I still can't get the egg open without breaking it. 

64. Can ' t find one of the treasures. 

6~. How do you get the last point? 

66. The batteries in my lamp are dead. 

67. How do I get into the 11tone barrow? 

68. What is the sixth way out of the dungeon? 

7 



I. A. 

B. 
c. 
Q, 

2. A. 

B. 

c. 

ZORK I ANSWERS 

ABoVE GBOl,t:!O 

QTqhqeq qdqoqoqrqsq qaqrq•q qbqoq&qrqdqeqdq quqpq qtqoq 
qkqeqeqpq qpqeqoqpqlqeq qoquqtq. 
QLqoqoqkq qaqrqoquqnqdq qtqhqeq qhqoquqsq•q qsqoCJllq•q CJllqoqrq•. 
QEqxqac,nqiqnqeq qtqhq•q qwqiqnqdqoqwqsq. 
QGqoq qbq•qhqiqnqdq qtqhqeq qhqoquqsqeq q&qnqdq qoqpqeqnq 
qtqhqeq qwqlqnqdqoqwq.q QTqhq•qnq qeqnqtq•qrq qtqhqeq 
qwqiqnqdqoqwq. 

QQqoqnq ' qtq qlqeqaqvqeq qwqiqtqhqoquqtq qlqoqoqkqiqnqgq qiqnq 
qtqhqeq qfqoqrq•qsqtq. 
QLqoqoqkq qiqnq qtqhq•q qcqlqeq&qrqiqnqgq qnqoqrqtqhq qoqfq 
qtqhqeq qhqoquqsqeq. 
Gl1qoqvq•q qtqhq•q qlq•q&qvq•qsq. 

3. A. QTqhq•q qgqrqaqtq•q qcqaqnq qoqnqlqyq qbq•q qoqpq•qnq•qdq 

4. A. 
B. 

c. 

o. 

~. A. 

B. 

c. 

o. 

6. A. 

B. 

7. A. 
B. 

8. A. 
B. 

c. 

9. A. 

8. 

qfqrqOCJllq qtqhqeq qiqnqsqiqdqeq. 

QPqrqoqbqaqbqlqyq qsqoCJllq•q qbqiqrqdqsq, 
QHq&qvqeq qyqoquq qtqrqiq•qdq qcqlqlqnqbqiqnqgq qtqhq•q 
qtqrq•q•qsq? 
QLqoqoqkq qiqnq qtqhq•q qtqrq•q•q qnqoqrqtqhq qoqfq qtqhq•q 
qhqoquqsqeq. 
QTqhq•qrq•q qiqsq q&q qbqiqrqdqsq qnq•qsqtq qwqiqtqhq qaqnq 
qiqnqtq•qrqeqsqtqiqnqgq qeqgqgq qiqnq qiqtq. 

QTqhqeQ q•qgqgq qcq&qnq qoqnqlqyq qbq•q qoqpqeqnq•qdq qbqyq 
qsqoCJllqeqoqnq•q qwqiqtqhq qaq qvqeqrqyq qdqeqlqiqcqaqtq•q 
qtqoquqcqhq. 
QYqoquq qcqaqnq'qtq qoqpqeqnq qiqtq qwqiqtqhq qtqhqoqsqeq 
q ql qUCJllQ•qyq qfqiqnqgqeqrqsq qoqfq qyqoquqrqsq. 
QYqoquq CJllq&qyq qhq&qvq•q qtqoq qlq•qtq qsqoCJllq•qoqnq•q 
q•qlqsq•q qdqoq qiqtq qfqoqrq qyqoquq. 
QTqhq•q qtqhqiq•qfq qiqsq qtqhqeq qoqnqlqyq qoqnqeq qwqhqoq 
qcqaqnq qoqpq•qnq qiqtq qwqiqtqhqoquqtq qbqrqeq&qkqiqnqgq 
qiqtq. 

QYqoquq qpq•qrqsqoqnqaqlqlqyq qcqaqnq ' qtq qoqpqeqnq qtqhq•q 
qwqoqoqdqeqnq qdqoqoqrq. 
QTqhqiqsq qwqiqlqlq qbqeq qdqiqsqcquqsqsq•qdq qlq&qtqeqrq. 

QEqxqpqlqoqrqeq qtqhqeq qdquqnqgq•qoqnq. 
QTqhq•q qaqnqsqwqeqrq qwqiqlqlq qcqoCJllq•q qlqaqtqe qrq. 

Qlqtq qiqsq quqnqdq•qrq qtqhqeq qhqoquqsqeq . 
QLqoqoqkq qiqnq qtqhqeq qlqiqvqiqnqgq qrqoqoCJllq, qtqhqeq 
q•qnqtqrqaqnqcqeq q iqsq qhqiqdqdqeqnq. 
Gl1qoqvqeq qtqhqeq qrquqgq. 

QTqhqeq qaqnqsqwqeqrq CJllq&qyq qbqeq qfqoquqnqdq qiqnq qtqhq•q 
qdquqnqgqeqoqnq. QEqxqpqlqoqrqeq qiqtq qfqiqrqsqtq. 
QTqhqiqsq qwqiqlqlq qbq•q qaqnqsqwq•qrqeqdq qlqaqtqeqrq. 
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ZORK I ANSWERS 

ABQVE GRO!.tfO C(lfl"INVEO 

11. A. QEqxqpqlqoqrqeq qtqhqlq•q q&qdqvqeqnqtquqrqeq qfqlqrqsqtq. 
8. OTqhqeq qbq&qrqrqoqwq qwqlqlqlq qcqoCJllqeq qlqnqtqoq qpqlq&qyq 

qlq&qtqeqrq, 

lll)ER THE HOUSE. THE CELLAR AREA 

11. A. QOqnqcqeq qyqoquq qgqoq qdqoqwqnq qlqnqtqoq qtqhqeq 
qdquqnqgqeqoqnq, qyqoquq qcq&qnq'qtq qoqpqeqnq qtqhqeq 
qtqrq&qpq qdqoqoqrq qfqrqoCJllq quqnqdq•qrqnqeqaqtqhq 
quqnqtqlqlq qyqoquq qeqxqpqlqoqrqeq qtqhqeq 
qdquqnqgqeqoqnq qfqlqrq•qtq. 

12. 

13. 

8. QYqoquq CJllquq•qtq q-fqlqnqdq qaqnqoqtqhqeqrq qwqaqyq qoquqtq 
qfqiqrqsqtq. 

C. QTqhqeq qtqrqaqpq qdqoqoqrq qiqsq qtqhqeqrq•q qtqoq CJllq&qkqeq 
q•quqrqeq qyqoquq qeqxqpqlqoqrqeq qtqhqeq qdquqnqgqeqoqnq 
qfqlqrqsqtq. QOqnqcqeq qyqoquq qfqiqnqdq q&qnqoqtqhqeqrq 
qeqxqiqtq qoqtqhqeqrq qtqhq&qnq qtqhqeq qcqhqlq111qnqeqyq, 
qyqoquq qcqaqnq qtqhqeqnq qoqpqeqnq qtqhqeq qtqrqaqpq 
qdqoqoqrq qfqrqoqMq quqnqdqeqrqnqeqaqtqhq. 

A. 
8. 

A. 
e. 
c. 
o. 

Qlqtq qlq•q qtqoqoq qsqlqiqpqpqeqrqyq qtqoq qcqlqlCJllqbq. 
QTqhqeq qrqaq111qpq qlqsq qoqnqeq qwqaqyq qoqnqlqyq, qaqnqdq 
qyqoquq qcqaqnq'qtq qcqlqiq111qbq quqpq qlqtq. 

QTqhqeqrqeq qaqrqeq qsqlqxq qkqnqoqwqnq qwqaqyqsq qoquqtq. 
QLqoqoqkq qaqrqoquqnqdq qtqhqeq qdquqnqgqeqoqnq qfqlqrqsqtq. 
QYqoquq qcq&CJllq•q qtqhqrqoquqgqhq qtqhqeq qfqiqrqsqtq, qtqhqeq 
qtqrqaqpq qdqoqoqrq. 
QTqhqeq qrqeqsqtq qwqiqlqlq qbqeq qpqoqiqnqtqeqdq qoquqtq 
qlqaqtqeqrq. 

14, A. QOqnqlqyq qtqoq QIQNQFQOQCQQQHQ, 

l~. A. Xlxtx xixsx xax xtxixgxhxtx x•xqxux•xexzxex. 

l,. 

17. 

e. QYqoquq qcqaqnq'qtq qbqeq qcqaqrqrqyqiqnqgq qtqoqoq q111qaqnqyq 
qiqtqeqnqsq. -

C. QYqoquq qcqaqnq qcqlqiCJllqbq quqpq qoqnqlqyq qiqfq qyqoquq 
qaqrqeq qcqaqrqrqyqiqnqgq qtqhqeq qlqaCJllQPq qaqnqdq qoqnqeq 
qoqtqhqeqrq qiqt~. C1Tqhqiqsq qiqsq qtqhqeq qsqeqcqoqnqdq 
qwqaqyq qoquqtq qoqfq qtqhqeq qdquqnqgqeqoqnq, 

A. 
e. 

A. 
B. 
c. 

QJqtq qcqaqnq qbqeq quqsqeqdq qaqsq qaq qwq•qaqpqoqnq. 
Qlqtq qgqlqoqwqsq qwqhqeqnq qyqoquq qaqrqeq qcqlqoqsqeq qtqoq 
qdqaqnqgqeqrq. 

QTqrqoqlqlqsq qaqrqeq qnqoqtq qvqeqrqyq qfqrqlqeqnqdqlqyq. 
QYqoquq CJllquqsqtq qkqlqlqlq qtqhqeq qtqrqoqlqlq. 
QUqsqeq qtqhqeq qsqwqoqrqdq qtqoq qkqlqlqlq qtqhqeq 
qtqrqoqlqlq. 
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ZORK I ANSWERS 

ltfOEB THE HOUSE. THE CELLAR AREA CC!:fTINUED 

18. A. QBq•qsqiqdq•qsq qyqoquqrqaq•qlqfq, qtqhq•qrq•q ""qaqyq qbq•q 
qsqo""qeqoqnq•q q•qlqsqeq qiqnq qtqhq•q qdquqnqgqeqoqnq, 

19. 

28. 

2 1. 

22 . 

23. 

24. 

2~. 

8. Q!qhqeq qtqhqiqeqfq qiqsq qcqoqnqsqtqaqnqtqlqyq ""qoqyqiqnqgq 
qaqrqoquqnqdq qcqhq•qcqkqiqnqgq qoquqtq qhqiqsq 
qtq•qrqrqiqtqoqrqyq. 

C, QTqhq•q qtqhqiqeqfq qpqiqcqkqsq quqpq qtqhqiqnqgqsq qhqeq 
qfqiqnqdqsq qlqyqiqnqgq qaqrqoquqnqdq qtqhq•q qdquqnqgq•qoqnq, 
qlqfq qhqiqsq qlqoqaqdq qgq•qtqsq qtqoqoq qhq•qaqyqyq qhqeq 
""qaqyq qdqrqoqpq qaqnq qiqtq•""q, 

A. 
B. 

A. 

8. 

c. 
A. 
8, 

A. 

8. 

A, 

8. 

c. 

A. 

8. 

c. 

D. 

E. 

A. 
8. 
c. 

c. 

ABO!..t!Q THE BESEBVOIR et!P QeM 

QYq•qsq. 
QEqxqpqlqoqrqeq qtqhq•q qdqa(fllq qaqrq•qaq qfqiqrqsqtq. 

Qlqtq (Jllqaqyq qbq•q qaqnq qiqnqdqiqcqaqtqoqrq qfqoqrq 
qsqoq11qeqtqhqiqnqgq. 
Qiqtq qlq•qtqsq qtqhqeq qoqpq•qrqaqtqoqrq qkqnqoqwq qtqhqaqtq 
qtqhqeq qcqoqnqtqrqoqlq qpqaqnq•qlq qiqsq qaqcqtqiqyqaqtq•qdq, 
QEqxqpqlqoqrqeq qtqhqeq ""qaqiqnqtqeqnqaqnqcqeq qrqoqo""q. 

QJquqsqtq qsqaqyq qoqpqeqnq qtqoqoqlq qbqoqxq. 
QDqoqnq'qtq qwqoqrqrqyq, qiqtq qwqaqsqnq'qtq qgqoqoqdq qfqoqrq 
qaqnqyqtqhqiqnqgq qaqnqyqwqaqyq, 

Qlqtq qcqaqnq qbqeq quqsqeqdq qtqoq qtqiqgqhqtqeqnq qaqlqlq 
qtqhqeq qlqoqoqsqeq qsqcqrqeqwqsq qyqoquq qfqiqnqdq. 
Qlqtq ""qaqyq qcqo""q•q qiqnq qhqaqnqdqyq qlqaqtq•qrq. 

QTqhqeq qsqaCJllq•q qtqhqiqnqgq ""qoqsqtq qwqrq•qnqcqhq•qsq 
qaqrqeq qgqoqoqdq qfqoqrq, qlqoqoqsq•qnqiqnqgq qaqnqdq 
qtqiqgqhqtqeqnqiqnqgq qnquqtqsq, 
Qlqfq qaq qnquqtq qiqsq qyqeqrqyq qbqiqgq, qiqtq qgqoq•qsq 
qbqyq qaq qdqiqfqfq•qrqeqnqtq qnqaCJllq•q. 
QWqrqeqnqcqhqeqsq qaqrqeq qgqoqoqdq qfqoqrq qtquqrqnqiqnqgq 
qbqoqlqtqsq qtqoqoq. 

QPqlqaqyq qwqiqtqhq qtqhq•CJllq qaqnqdq qyqoquq qwq i qlqlq 
qfqiqnqdq qoquqtq. 
Q!qhq•q qrq•qdq qoqnqeq qwqiqlqlq qtquqrqnq qtqhq•q 
qlqiqgqhqtqsq qoqnq qaqnqdq qoqfqfq. 
Q!qhq•q qbqlquqeq qoqnqeq qoqpqeqnqsq qaq qwqaqtq•qrq 
'l"Q&qlqyqeq qtqoq qaq qwqaqtqeqrq qpqiqpqeq, QHqoqwq•qvqeqrq, 
qtqhq•q qpqiqpqeq qiqsq qaq qbqiqtq qoqlqdq. 
Q!qhqeq qyqeqlqlqoqwq qoqnq•q qaqcqtqiqyqaqtqeqsq qtqhq•q 
qcqoqnqtqrqoqlq qpqaqnqeqlq qoqnq qtqhq•q qdqaCJllq. 
QTqhq•q qbqrqoqwqnq qoqnqeq qdq•q-qaqcqtqiqvqaqtqeqsq qtqhq•q 
qcqoqnqtqrqoqlq qpqaqnqeqlq qoqnq qtqhq•q qdq&CJllq . 

XSxoxlxvxex xqxuxexsxtxixoxnxsx x•x2x8x xtxox x•x2x4x. 
QUqsqeq qtqhqeq qwqrqeqnqcqhq qtqoq qtquqrqnq qtqhqeq qbqoqlqt. 
QGqoq qbqaqcqKq qtqoq qtqhqeq qrqeqsq•qrqyqoqiqrq qsqoquqtqhq 
qaqnqdq qnqoqtqiqcqeq qwqhqaqtq qiqsq qhqaqpqpqeqnqiqnqgq, 
QWqaqiqtq quqnqtq i qlq q1qtq qiqsq qsqhqaqlqlqoqwq 
qeqnqoquqgqhq qtqoq qcqrqoqsqs q. 
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ZORK I ANSWERS 

AROltfQ THE RESEBVOIB AND QeM CC!:fT!NUEQ 

26. A, CNqoq. 

27. 

28. 

29. 

8, QEqxqaqnqiqnq•q qtqhq•q qtquqbq•q. 

A, 

8. 
c. 
o. 

A. 

A. 
8. 
c. 

Q!qhq•q qrqoqoq11q qiqsq qsqlqoqwq qtqoq qfqiqlqlq, qsqoq 
qyqoquq qhqaqvq•q qtqiqnq•q qtqoq qlq•qaqvq•q. 
XSxoxlxvx•x xqxuxexsxtxixoxnx x•x2x6x xfxlxrxsxtx. 
QOqpqeqnq qtqhqeq qtquqbqeq. 
QPqaqtqcqhq qtqhq•q qhqoqlq•q qwqiqtqhq qtqhq.ci qgquqnqkq. 

Q!q qcqaqnq'qtq qtqeqlqlq qwqiqtqhqoquqtq qiqnqfqlqaqtqiqnqgq 
qiqtq. 

Qlqtq qhqaqaq qaq qyqaqlqyqeq qoqnq qiqtq. 
Q!qrqyq qbqlqoqwqiqnqgq qiqtq quqpq. 
QYqoquq qcqaqnq qfqiqnqdq qwqhqaqtq qyqoquq qnqeq•qdq 
qaqfqtq•qrq qyqoquq qfqiqgquqrqeq qoquqtq qhqoqwq qtqoq 
qcqrqoqaqsq qtqhq•q qrqeqsq•qrqyqoqiqrq, 

8ELC>f THE QeM 

38. A. QYqeqsq. 
8, XSxoxlxvx•x xqxuxexsxtxixoxnxsx x2x8x xaxnxdx x2x9x xfxixrxsxt. 
C. QBq•qaqdq qtqhqeq qlqaqbqeqlq, 
O. QUqsqeq qtqhq•q qbqoqaqtq qtqoq qcqrqoqsqsq qtqhqeq qrqiqvqeqrq. 

31. A. QSqtqoqpqpqeqdq qaqnqyq qoqtqhqeqrq qlqeqaqkqsq qlqaqtq•qlqyq? 
8. XSxoxlxvxex xqxux•xsxtxixoxnx x•x2x6x xfxixrxsxtx. 
c. QUqsq•q qtqhqeq qgquqnqkq. 

32, A. QYq•qsq. QBqeqaqdq qtqhqeq qlqaqbqeqlq, 

33. A. 
8. 
c. 

34. A. 
8. 
c. 

QCqoqyqeqrq qaqlqlq qsqhqaqrqpq qpqoqiqnqtqsq. 
QPquqtq qtqhqeqnq qiqnq qsqo(fllqeqtqhqiqnqgq, 
QPquqtq qtqhq•""q qiqnq qtqhqeq qbqrqoqwqnq qbqaqgq qoqrq 
qwqhqaqtqeqvq•qrq qtqhq•qyq qwq.cirqeq qfqoquqnqdq qiqnq, 

Qlqtq qiqaq qpqaqiqnqtqeqdq qrq•qdq qfqoqrq qaq qrqeqaqaqoqnq. 
QOqoq qyqoquq qhqeqaqrq qsqo(fllqeqtqhqiqnqgq? 
Qlqtq qiqsq qaq qwqaqrqnqiqnqgq, Q!qhqeq qfqaqlqlqsq qaqrq•q 
qaqhqeqaqdq, 

3~. A. QYq•qsq. QJquqsqtq qwqaqiqtq qiqnq qtqhq•q qbqoqaqtq. 
8. GlHqaqyqbq•q qyqoquq qwqoquqlqdq qhqaqyqeq qhqaqdq qbq•qtqtq•qrq 

qlquqcqkq qiqnq qaq qbqaqrqrq•qlq, 
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ZORK I ANSWERS 

ABO!J:40 TH£ ROI.NO RO!J1 

36. A. Qiqhq•qrq•q qaqrq•q qtqwqoq qiiq•qtqhqoqdqsq qtqhqaqtq qinqaqyq 
qwqoqrqkq1 qiqfq qyqoquq q•qxqpqeqrqlcrnq9q11qtq qyqoquq 
qsqhqoquqlqdq qbq•q qaqbqlq•q qtqoq qfqiqgquqrq•q qoqnq•q qoqfq 
qtqhq•qnq qoquqtq. 

8. QFqiqrqsqtq crnq•qtqhqoqdq. 
a. Qlqtq qiqsq qtqoqoq qlqoquqdq qbq•qcqaquqsq•q qoqfq qtqhq•q 

qrqoqaqrq qfqrqoqinq qtqhq•q qwqaqtq•qrq. 
b. QSqoqlqvq•q qtqhq•q qpqrqoqbqlq9q11q qaqtq qtqhqeq qdqaqiiq. 
c. QNqoqwq qtqhqaqtq qyqoquq qhqaqvq•q qlqeqt~ qtqhqeq 

qwqaqtq•qrq qoquqtq, qwqhqaqtq qhqaqpqpq•qnqsq qlqfq 
qyqoquq qfqlqlqlq qtqhq•q qrqeqsq•qrqvqoqiqrq qbqaqcqlcq 
quqpq? 

d. QTqhq•q qrqoqaqrq qsqtqoqpqsq qaqsq qtqhq•q 
qrqeqsq9ql"qvqoqlqrq qiqsq qfqiqlqlqiqnqgq. QOqoq qbqaqcqkq 
qtqoq qtqhq•q qlqoquqdq qrqoqo~q qnqoqwq. 

C. QSq.qcqoqnqdq qiiq•qtqhqoqdq. 
a. QTqhq•q q•qcqhqoq qtqnq qtqhq•q qlqoquqdq qrqoqoq111q qiqsq 

q•qnqoquqgqhq qtqoq qdqrqiqvqeq qyqoquq qcqrqaqzqyq. 
b. ~hqaqtq qdqiqdq qyqoquq qsqaqyq, qsqaqyq, qsqaqyq? 
c. XSxaxyx x•xcxhxox xaxnxdx xixtx xgx•xtxsx xqxuxix•xtxexrx. 

37. A. QTqhqtqsq qiqsq qaq qtqoquqcqhqyq qlqiqtqtqlq•q qpqrqoqbqlq•q111q. 
8. QRqeqaqcqhq qoquqtq qaqnqdq qtqoquqcqhq qs~qnqeq. 
c. QTqoquqcqhq qtqhqeq crnqiqrqrqoqrq qaqnqdq qtqhq•qnq qlqoqoqkq 

qaqrqoquqnqdq qaq qlqlqtqtqlqeq. 

38. A. QTq•q•qnqaqgqeq Qlqoqrqkqiqaqnqsq qdqiqdqnq'qtq qhqaqvqeq 
~qpqrqaqyq qpqaqiqnqtq qbqaqcqkq qtqhqeqnq, qsqoq qtqhqeqyq 
qdqiqdq qtqhqeq qnqeqxqtq qbq•qsqtq qtqhqiqnqgq, qtqhqeqyq 
quqsqeqdq qtqhqeqiqrq ql<qnqiqvqeqsq qtqoq qwqrqiqtqeq qiqnq 

8. 

c. 

39. A. 

8. 

c. 
D. 

41. A. 

8. 

qtqhq•q qwqaqlqlqsq. 
Qiq qwqaqnqtq qtqoq qkq•qeqpq qtqhqiqsq qbqoqoqkq qrqaqtqeqdq 
QPQGQ, qsqoq qlq qdqoqnq'qtq qtqhqiqnqkq qlq qwqiqlqlq 
qtqrqaqnqsqlqaqtqeq qtqhqeqiiq qfqoqrq qyqoquq. 
QTqhqeqyq qhqaqvqeq qnqoq qiqlllqpqOqf'qtqaqnqcqeq qiqnq qtqhqeq 
qaqdqvq•qnqtquqrqeq. 

QYqoquq qnq•q•qdq qsqoqiiq•qtqhqlqnqoq qfqrqoq111q qtqhqeq 
qhqoquqsqeq. 
QYqoquq qnq•q•qdq qsqoq111q•qtqhqiqnqoq qtqoq qrqaqpqpqeqlq 
qwqiqtqhq. 
QYqoquq qnq•q•qdq qtqhq•q qrqoqpqeq qfqrqoq111q qtqhq•q 
qaqtqtqiqcq. 
QTqtqeq qtqhqeq qrqoqpqeq qtqoq qtqhqeq qrqaqtqlq qtqhqeqnq 
qdqrqoqpq qtqhqeq qrqoqpqeq. QCqlqiqinqbq qdqoqwqnq qtqhq•q 
qrqoqpq•q. 

aTqhqeq qrqoqpq•q qwqaqsq qnqoqtq qlqoqnqgq qeqnqoquqgqhq qtqoq 
qrqeqaqcqhq qtqhqeq qbqoqtqtqo~. 
QYqoquq qcqaqnq'qtq qcqlqiqmqbq quqpq qtqhq•q qrqoqpqeq. 
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ZORK I ANSWERS 

AROLt!Q THE RO\,t:!Q ROQ11 Cq.IT!NUEQ 

41. A. Q!qhq•qrq•q qaqrqeq qtqhqrqeq•q CJnqeqtqhqoqdqsq . Qlqfq qyqoquq 
q•qxqpqeqrqi(Jnqeqnqtq qyqo quq qsqhqoquqlqdq qbqeq qaqbqlq•q 
qtqoq qfq i qgquqrq•q qoqnq•q qoqfq qtqhq•CJnq qoquqtq. 

42. 

43. 

B. QFqiqrqsqtq CJftQ&qtqhqoqdq. 
a. QYqoquq qdqoqnq ' qtq qsqtqaqnqdq qaq qpqrqaqyqeqrq qoqfq qaq 

qcqhqaqnqcqeq qgqeqtqtq i qnqgq quqpq qtqhq•q qrqoqpq•q . 
b. QBq•qfqoqrq•q qyqoquq qtqrqyq qaqnqyqtqhqiqnqgq qtqoqoq 

qrqlqsqkqyq, qyqoquq qnqaqyq qwqaqnqtq qtqoq qsqaqyq qaq 
qpqrqaqyq•qrq qfqiqrqsqtq. 

c. QGqoq qtqoq qtqhq•q qaqlqtqaqrq qaqnqdq qpqrqaqyq. 
Q!qhqiqsq qiqsq qtqhqeq qtqhqiqrqdq qwqaqyq qoquqtq qoqfq 
qtqhq•q qdquqnqgq•qoqnq. 

C. QSq•qcqoqnqdq (Jnqeqtqhqoqdq. 
a. Qlqnq qtqhq•q qaqlqtqaqrq qrqoqocrnq, qgqoq qdqoqwqnq 

qtqhq•q qhqoqlq•q . 
o. aTqhqiqrqdq CJnqeqtqhqoqdq. 

A. 
B. 

c. 

A. 

B. 

c. 

o. 

E. 

F. 

G. 

a. ~qoqtqeq qtqhq•q qdq•qsqcqrqiqpqtqiqoqnq qoqfq qtqhq•q 
qtqecrnqpqlq•q qaqrq•qaq. 

b. Q!qhq•q qgqrqaqnqiqtq•q qwqaqlqlq qiqsq qaq qsqpq•qcqiqaqlq 
qwq<t.qlqlq . 

c. Q!qhq•q qtqeCJnqpqlqeq qaqnqdq qtqhqeq qtqrqeqaqsquqrqeq 
qrqoqocrnq qbqoqtqhq qhqaqvqeq qgqrqaqnqiqtqeq qwqaqlqlqsq. 

d. QWqhqiqlq•q qiqnq qoqnqeq qrqoqocrnq qyqoquq qcqaqnq 
qtqeqlqeqpqoqrqtq qtqoq qtqhq•q qoqtqhqeqrq qjquqsqtq qbqyq 
qsqaqyqiqnqgq qtqhqeq qnqaCJnq•q qoqfq qtqhqeq qrqoqo(Jnq. 

XSxoxlxvx•x xqxu xexsxtxixoxnx x#x4xlx xfxi x rxsxtx. 
Qlqfq qyqoquq qhqaqvqeq qpqrqaqyqeqdq qaqtq qtqhq•q qaqlqtqaqrq 
qbq•qfqoqrq•q qyqoquq qaqrq•q qkqiqlqlqeqdq, qyqoquq qwqlqlqlq 
qtquqrqnq qiqnqtqoq qaq qsqpqiqrqiqtq. 
Q!qoq qrq•qtquqrqnq qtqoq qyqoquqrq qnqoqr(Jnqaqlq qsqtqaqtq•q, 
qyqoquq CJnquqsqtq qpqrqaqyq qaqgqaq i qnq qaqtq qtqhqeq 
qaqlqtqaqrq. 

XSxoxlxvxex xqxux•xsx txi xoxnxsx x#x4x8x xtxox x#x4x3x 
xfxixrxsx tx. 
Q!qhq•q qdq•qaqdq qaqrqeq qbquqsqyq. QYqoquq qwqiqlqlq 
qnqeqeqdq qsqocrnqeq tqhqiqnqgq qtqoq qgq•qtq qtqhqeqiqrq 
qaq t qtqeqnqtqiqoqnq qwqiqtqhq. 
QYqoquq qaqrq•q qaqlqsqoq qgqoqiqnqgq qtqoq qnqeqeqdq qaq 
qcqoquqpqlq•q qoqfq qiqtqe(Jnqsq qfqoquqnqdq qiqnq qaq 
qtq•crnqpqlqeq. 
QYqoquq qnq•q•qdq qtqhq•q qbqeqlqlq, qtqhqeq qcqaqnqdqlq•qsq, 
qpqoqsqsqiqbqlqyq qsqo(Jnqeq crnqaqtqcqhq•qsq, qaqnqdq qtqhq•q 
qbqlqaqcqkq qbqoqoqkq. 
QWqhqiqlqeq qaqtq qtqhqeq qeqnqtqrqaqnqcq•q qtqoq qHqaqdq•qs q, 
qrqiqnqgq qtqhqeq qbq•qlqlq. 
QYqoquq qsqhqoquqlqdq (Jnqaqkq•q q s quqrqeq qtqhqeq 
qcqaqnqdqlqeqsq qaqrqeq qlqiqtq qaqnqdq qsqeqtq qtqhqe(Jnq 
qdqoqwqnq qbqeqfqoqrq•q q yqoquq qrq i qnqgq qtqhq•q qbqeqlqlq. 
QAqfqtqeqrq qyqoquq qrq i qnqgq qtqhqeq qbqeqlqlq, qpqiqcqkq 
quqpq qtqhqeq qcqaqnqdqlqeqsq, qaqnqdq qtqhqeqnq qrq•qaqdq 
qtqhq•q qbqoqoqkq. 
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ZORK I ANSWERS 

THE AMAZING HAZE AREA 

44. A. QYqoquq qdqoqnq'qtq qtqhqiqnqkq qtqhq•q qaquqtqhqoqrq 
qsqpq•qnqtq qaqlqlq qtqhqaqtq qtqiCJ!lq•q qpqrqoqgqrq&CJllCJ!lqiqnqgq 
qtqhq•q CJ!lqaqzqeq qiqnq qjquqsqtq qsqoq qyqoquq qcqoquqlqdq 
qgqoq qaqrqoquqnqdq, qdqoq qyqoquq? 

e. qlqnq qoqtqhqeqrq qwqoqrqdqsq, qyqeqsq. 

45. A. 
8. 

QRq•qaqdq QHQEQLQPQFQUQLQ QTQIQPQ Q#Q5Q qaqgqaqiqnq. 
Qlqfq qyqoquq qcqaqnq'qtq qgq•qtq qtqhqeCJ!lq CJ!lqaqpqpq•qdq 
qoquqtq qoqnq qyqoquqrq qoqwqnq, qlqoqoqkq qaqtq qtqhq•q 
qpqaqgq•q qtqhqaqtq qcqoqvqeqrqsq qtqhq•q CJ!lqaqzqeq. 

46. A. Q!qhq•q quqsqeqlq•qsqsq qlqaqnqtqeqrqnq qcqaqnq qbqeq 
qdqrqoqpqpq•qdq qiqnq qaqnqoqtqhqeqrq CJ!lqaqzqeq qrqoqo<111q qtqoq 
qsq•qrqvq•q qaqsq qaq CJ!lqaqrqkqeqrq qwqhqiqlq•q qtqrqyqlqnqgq 
qtqoq CJ!lqaqpq qoquqtq qtqhqeq CJ!lqaqzqeq. 

B. QOqtqhq•qrq qtqhqaqnq qtqhqeq qaqbqoqvq•q qaqnqsqwqeqrq, qiqtq 
qtqsq quqsqeqlqeqsqsq. 

47. A. QKq•qyqsq qaqrqeq quqsqeqdq qtqoq quqnqlqoqcqkq qtqhqiqnqgqsq. 
Qlq'qlqlq qbqeqtq qyqoquq qdqiqdqnq'qtq qkqnqoqwq qtqhqaqtq! 

e. Qlqtq qcqoquqlqdq qbq•q quqsqeqfquqlq qiqfq qyqoquq 
qdqeqcqiqdqeq qtqoq qlqeqaqvqeq qtqhqeq qdquqnqgqeqoqnq. 

c. Qlqtq qiqsq quqsq•qdq qtqoq quqnqlqoqcqkq qtqhqeq qgqrqaqtqeq. 
QTqhqiqsq qiqsq qtqhq•q qfqoquqrqtqhq q..iqaqyq qtqoq qlqeqaqvqeq 
qtqhqeq qdquqnqgq•qoqnq. 

48. A. QTqhq•q qiqdqeqaq qhqeqrq•q qiqsq qtqoq qcqoqlqlqeqcqtq 
qtqrqeqaqsquqrqeq, qnqoqtq qsqpqeqnqdq qiqtq! 

49. A. Qlqtq qcqaqnq qbq•q quqsqeqdq qaqsq qaq qwqeqaqpqoqnq. Q!qrqyq 
qtqhqrqoqwqiqnqgq qiqtq qaqtq qtqhqeq qtqhq1qeqfq qoqrq 
QCqyqcqlqoqpqsq. 

e. ~qoqwq qtqhqaqtq qyqoquq qkqnqoqwq qwqhqaqtq qiqtq qdqoqeqsq, 
qyqoquq qwqoquqlqdq qpqrqoqbqaqbqlqyq qbqeq qbq•qtqtqeqrq 
qoqfqfq q..iqiqtqhqoquqtq qiqtq. 

59. A. QTqhqeqrqeq qaqrqeq qaq qcqoquqpqlqeq qoqfq qwqaqyqsq. 
8. QFqiqrqsqtq <111qeqtqhqoqdq. 

a. ~qaqyqbqeq qhqeq q i qsq qhquqnqgqrqyq. 
b. Qlqnqsqtqeqaqdq qoqfq qlq•qtqtqiqnqgq qhqi<111q qhqaqvq•q 

qyqoquq qfqoqrq qlquqnqcqhq, qgqiqvq•q qhqiCJ!lq qtqhqeq 
qlquqnqcqhq qaqnqdq qtqhqeq qwqaqtqeqrq. 

C. QSqeqcqoqnqdq c:,nqeqtqhqoqdq. 
a. QRqeqaqdq qtqhqeq qbqoqoqkq qfqoqrq qaq qcqlquqeq. 
b. Q8qeqiqnqgq qaq qlqiqtqtqlqeq qfq&CJ!lqiqlqiqaqrq qwqiqtqhq 

CJ!lqyqtqhqoqlqoqgqyq c:,nqaqyq qhqeqlqpq. 
c. QRq•qaqdq qtqhqeq qbqoqoqkq qaqnqdq qnqoqtqiqcqeq qtqhqeq 

qfqiqrqsqtq qlqeqtqtqeqrq qiqnq qeqaqcqhq qsqeqnqtqeqnqcqeq. 
d. QSoaqyq qOqdqyqsqsqequqsq qaqnqdq qsqeqeq qwqhqaqtq 

qrqeqaqcqtqiqoqnq qtqhqeq qCqyqcqlqoqpqsq qhqaqsq. 
e. QTqhqiqsq qiqsq qtqhqeq qfqiqfqtqhq qwqaqyq qoquqtq qoqfq 

qtqhqeq qdquqnqgqeqoqnq. 

14 

ZORK I ANSWERS 

THE AMAZING MAZE AREA CCJjTINUEP 

51. A. QYqoquq qcqoquqlqdq qrquqnq qaq..iqaqyq. 
8. QGq9qtqtqiqnqgq qrqoqbqbq•qdq qiqsq qbq•qtqtqeqrq qtqhqaqnq 

qgq•qtqtqiqnqgq qkqiqlqlq•qdq. 

52. A. QYq•qsq. 

54. 

55. 

8. Q!qhq•q qtqhqiqeqfq qiqsq qaq qvq•qrqyq q•qxqpqeqrqiqeqnqcq•qdq 
qcqhqaqrqaqcqtq•qrq. 

C. qYqoquq <111Qaqyq qnq•q•qdq qsqoCJ!lq•q CJ!lqoqrq•q qdquqnqgqeqoqnq 
qtqiC111q•q quqnqdqeqrq qyqoquqrq qbqeqlqtq qbqeqfqoqrqeq qyqoquq 
qcqaqnq qhqaqnqdqlq•q qhqiCJ!lq. 

D. QTqhqeq qoqnqlqyq qwqaqyq qtqoq qpqrqoqvq•q qyqoquq qaqrq•q 
<111qoqrq•q q•qxqpqeqrqiq•qnqcq•qdq qiqsq qtqoq qsqtqoqrq•q 
cpqoqrq•q qtqrq•q•qMluqrqeq. QTqhqiqsq qsqhqoqwqsq qyqoquq 
qhqaqvq•q qbq•q•qnq qtqhqrqoquqgqhq cpqoqrq•q qoqfq qtqhq•q 
qdquqnqgqeqoqnq. 

E. QTqhqeq <111qoqrq•q qpqoqiqnqtqsq qyqoquq qhqaqvq•q qtqhq•q 
qbq•qtqtq•qrq qyqoquqrq qcqhqaqnqcq•qsq qoqfq qkqiqlqlqiqnqgq 
qhqi<111q. 

F. QTqhqeq qnqaqsqtqyq qkqnqiqfq•q qiqsq qtqhq•q qbq•qsqtq 
qwqeqaqpqoqnq qtqoq quqsqeq qiooqhqeqnq qfqiqgqhqtqiqnqgq 
qtqhqeq qtqhqiq•qfq. 

A. 

B. 

c. 

A. 
B. 

AROl..tfQ THE CQAL MINE 

QTqhqiqsq CJllQ&qyq qtqaqkq•q qaq qwqhqiqlq•q. QDqiqdq qyqoquq 
qbqrqiqnqgq qaq qlquqnqcqhq? 
qYqoquq qnq•qeqdq qsqoqnq•qtqhqiqnqgq qfqrqoqnq qtqhqeq 
qkqiqtqcqhqeqnq. 
qYqoquq qnqeq•qdq qtqhqeq qgqaqrqlqiqcq qtqhqaqtq qiqsq qiqnq 
qtqhqeq qbqrqoqwqnq qsqaqcqkq. 

QOqpqeqnq qfqlqaqnqeqsq qaqnqdq qgqaqsq qdqoqnq'qtq qnqiqxq. 
QYqoquq qcqaqnq'qtq qtqaqkqeq qtqhqeq qtqoqrqcqhq qiqnqtqoq 
qtqhq•q qgqaqsq qrqoqoqnq. 

56. A. QTqhq•q qcqoqaqlq qnqiqnqeq qiqsq qaq qvq•qrqyq qsqnqaqlqlq 
cpqaqzqeq. Qlqtq qiqsq qeqaqsqyq qtqoq qnqaqpq. 

57. A. XIxtx xixsx xax xtxixgxhxtx xsxqx•x•xzx•x. 

58. 

B. QTqrqyq qdqrqoqpqpqiqnqgq qsqoqnq•qtqhqiqnqgq. 
C. QTqrqyq qdqrqoqpqpqiqnqgq qeqvqeqrqyqtqhqiqnqgq. 

A. 

B. 

c. 

D. 
E. 

QCqaqnq qyqoquq qtqeqlqlq qwqhq•qrqeq qtqhqeq qdqrqaqfqtq qiqsq 
qcqoqnqiqnqgq qfqrqoqnq? 
QTqhq•q qsqhqaqfqtq qiqnq qtqhq•q qrqoqoqfq qhqaqsq qtqoq qgqoq 
qsqoq111q•qwqhqeqrqeq , 
QTqhqiqnqkq qaqbqoquqtq qwqhqeqrqeq qyqoquq qsqaqwq qaq 
qs<111qaqlqlq qsqhqaqfqtq qbqeqfqoqrqeq. 
QYqoquq qhqaqvqeq qtqoq quqsq•q qtqhqeq qbqaqsqkq•qtq. 
QPquqtq qtqhqeq qtqoqrqcqhq qiqnq qtqhqeq qbqaqsqkq•qtq qaqnqdq 
qlqoqwq•qrq qiqtq qtqhqrqoquqgqhq qtqhqeq qsqhqaqfqtq. 
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~9. A. 
e. 

c. 

D. 

68. A. 
e. 

c. 

D. 

61. A. 

e. 

c. 

62. A. 
B. 
c. 

c. 
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QTqaqkq•q qaq qcqlqoqsq•q qlqoqoqkq qaqtq qtqhq•q qsqwqiqtqcqh. 
QSqoqnq•qtqhqiqnqoq qtqhqiqnq qlqiqkq•q qaq qdqiqnq•q 
qwqoquqlqdq qwqoqrqkq. 
QYqoquq qcqoquqlqdq qsquqrq•q quqsq•q qsqoqnq•qtqhqiqnqoq 
qfqrqoqnq qtqhq•q qnqaqiqnqtq•qnqaqnqcq•q qrqoqoqnq qnqoqwq. 
QTquqrqnq qtqhq•q qsqwqiqtqcqhq qwqiqtqhq qtqhq•q 
qsqcqrq•qwqdqrqiq\l'q•qrq. 

Qlqtq qiqsqnq'qtq qaq qwqaqsqhqiqnqoq qnqaqcqhqiqnq•q. 
QYqoquq'q\l'q9Q qhq•qaqrqdq qoqfq qtquqrqnqiqnqoq qlq•qaqdq 
qiqnqtqoq qgqoqlqdq. ~q•qlqlq, qtqhqiqsq qnqaqcqhqiqnq•q 
qdqoq•qsqnq ' qtq qdqoq qtqhqaqtq. 
Qlqtq qcqaqnq qbq•q quqsq•qdq qtqoq qtquqrqnq 
qsqo"91q•qtqhqiqnqgq qdqaqrqkq qiqnqtqoq qsqo<111q•qtqhqiqnqoq 
qtqhqaqtq qtqwqiqnqkqlq•qsq. 
QPquqtq qtqhq•q qcqoqaqlq qiqnq qiqtq qaqnqdq qtqhq•qnq 
qtquqrqnq qlqtq qoqnq. 

Sa16'!HERE QVER THE RA!NB!)o! 

QAq qbqlqaqcqkq qrqoqdq qwqlqtqhq qaq qrquqsqtqyq qsqtqaqrq 
qoqnq qiqtq. 
QYqoquq qnq•q•qdq qsqoqnq•qtqhqiqnqoq qfqrqoqnq qtqhq•q 
qcqoqfqfqlqnq. 
~q&q\l'q•q qtqhq•q qsqcq•qpqtqrq•q. 

QDqiqgqgqiqnqgq. 
QDqiqgqgqiqnqgq qiqnq qtqhq•q qsqaqnqdq. 
QDqlqgqgqiqnqgq qiqnq qtqhq•q qsqaqnqdq qiqnq qtqhq•q 
qsqaqnqdqyq qcqoq\l'Q•Q· 
QDqiqgq qsqoqnq•q qnqoqrq•q. 

WRAPPING THINGS UP 

63. A. QGqiq\l'q•q qtqhq•q q•qgqgq qtqoq qtqhq•q qtqhqiq•qfq 
qbq•qfqoqrq9<1 qyqoquq qkqiqlqlq qhqlqnq. 

64. A. QOqiqdq qyqoquq qlqoqoqkq qiqnq qtqhq•q qbquqoqyq? 
8. QDqiqdq qyqoquq qcqrqoqsqsq qbqaqcqkq QOq\l'q•qrq qtqhq•q 

qrqaqiqnqbqoqwq? 

6~. A. QOqiqdq qyqoquq q•q\l'Q•qrq qhq•qaqrq qaqnqyqtqhqlqnqgq 
qwqhqiqlq•q qlqoqsqtq qiqnq qtqhq•q qfqoqrq•qsqtq? 

B. QTqrqyq qwqiqnqdqiqnqgq qtqhq•q qcqaqnqaqrqyq. 
C. QTqaqkq•q qtqhq•q qcqaqnqaqrqyq qtqoq qtqhq•q 

qfqoqrq•qsqtq qaqnqdq qwqiqnqdq qiqtq. 

66. A. QYqoquq qnquqsqtq qcqoqnqsq•qrq\l'q•q qlqiqgqhqtq qaqsq CJllquqcqhq 
qaqsq qpqoqsqsqiqbqlq•q. QEq\l'q•qnq qaq qcqoquqpqlq•q qoqfq 
C1ftQOq\l'q•qsq qcqaqnq C1ftQ&qkq•q qaq qdqiqfqfq•qrq•qnqcq•Q· 

67 . A. QYqoquq C1ftquqsqtq qhqaq\l'q•q q3q~q8q qpqoqiqnqtqsq qfqiqrqsqtq. 
B. QDqoqnq ' qtq qfqoqrqgq•qtq qyqoquqrq q1q&C1ftqpq! 

68. A. QOq•qaqtqhq. 
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ZORK I HAP ROCJ1 ~ES 

I. West of house <start> 51. QFqrqiqgqiqdq qrqiqvqeqrq 
2. ~oqrqtqhq qoqfq qhqoquqsqeq 52. QFqrqiqgqiqdq qrqiqvqeqrq 
3. Q8qeqhqiqnqdq qhqoquqsqeq 53. QFqrqiqgqiqda qrqiqvqeqrq 
4. QSqoquqtqhq qoqf q qhqoquqsqeq 54. QFqrqiqgqiqdq qrqiqvqeqrq 
5. QFqoqrqeqsqtq 55. QFqrqiqgqiqdq qrqiqvqeqrq 
6. QCqlq9qaqrqiqnqgq 56. QFqaqlqlqsq 
7. QFqoqrqeq•qtq 57. QSqaqnqdqyq qcqoqvqeq 
8. QUqpq qaq qtqrqeqe 58. QSqaqnqdqyq qbqeqaqcqhq 
9. QFqoqrqeq•qtq 59. QSqhqoqrqeq 

II. QFqoqrqeq•qtq 61. QAqrqaqgqaqiqnq qfqaqlqlq•q 
11. QCqlqeqaqrqiqnqgq 61. QGqrqaqtqiqnqgq qrqoqoqnq 
12. QF qoqr q9q•q t q 62. QCqyqcqlqoqpqsq qrqoqocpq 
13. QKq1qtqcqhqeqnq 63. aTqrqeqaqsquqrqeq qrqoqoqnq 
14. Ql.qiqvqiqnqgq qrqoqoqnq 64. QSqtqrqaqnqgqeq qpqaq•qsqaqgqeq 
15. QAqtqtqiqcq 65. QRqeqsqeqrqvqoqiqrq qsqoquqtqhq 
16. QCqaqnqyqoqnq qvqlqeqwq 66. QDqaqnq 
17. QRqoqcqkqeqyq qlqeqdqgqeq 67. QOqacpq qlqoqbqbqyq 
18. QCqaqnqyqoqnq qbqoqtqtqocpq 68. ~qaqiqnqtqeqnqaqnqcqeq qrqoqoqnq 
19. QEqnqdq qoqfq qrqaqiqnqbqoqwq 69. QSqtqrqeqaqnq qvqiqeqwq 
21. QOqnq qtqhqeq qrqaqiqnqbqoqwq 78. QSqtqrqeqaqmq 
21. QSqtqoqnqeq qbqaqrqrqoqwq 71. QRqeqsqeqrqvqoqiqrq qnqoqrqtqhq 
22. Qlqnq•qiqdqeq qbqaqrqrqoqwq 72. QAqtqlqaqnqtqiqsq qrqoqoqnq 
23. QCqeqlqlaaqrq 73. QCqaqvqeq 
24. QEqaqsqtq qoqfq qcqhqaqscpq 74. aTqwqiq•qtqiqnqgq qpqaqsqsqaqgqeq 
25. QGqaqlqlqeqrqyq 75. ~qiqrqrqoqrq qrqoqoqnq · 
26. QSqtquqdqiqo 76. QCqoqlqdq qpqaqsqsqaqgqeq 
27. aTqrqoqlqlq qrqoqoqnq 77. QSqlqiqdqeq qrqoqoqmq 
28. ~qaqzqeq 78. ~qiqnqeq qEqnqtqrqaqnqcqeq 
29. QEqaqsqtq-qwqeqsqtq 79. QSqqquqeqcqkqyq qrqoqoqnq 

qpqaqsqsqaqgqeq 81. Q8qaqtq qrqoqoqnq 
38. QRqoquqnqdq qrqoqoqnq 81. QSqhqaqfqtq qrqoqoqnq 
31. QLqoquqdq qrqoqoqnq 82. QSqnqeqlqlqyq qrqoqoqmq 
32. CINqoqrqtqhq-qsqoquqtqhq 83. QGqaqsq qrqoqoqmq 

Qpqaqsqsqaqgqeq 84. QCqoqaqlq qnqiqnqeq 
33. QCqhqaqsqnq 85. QCqoqaqlq qnqiqnqeq 
34. QOqeqeqpq qcqaqnqyqoqnq 86. QCqoqaqlq qnqiqnqeq 
35. QDqaqnqpq qcqaqvqeq 87. QCqoqaqlq qnqiqnqeq 
36. CINqaqrqrqoqwq qrqoqoqmq 88. QLqaqdqdqeqrq qtqoqpq 
37. ~qtqrqrqoqrq qrqoqoqnq 89. QLqaqdqdqeqrq qbqoqtqtqoqnq 
38. GIWqiqnqdqlqnqgq 98. QDqeqaqdq qeqnqdq 

qpqaqsqsqaqgqeq 91. aTqiqmqbqeqrq qrqoqoqnq 
39. QCqaqvqeq 92. QDqrqaqf qtqyq qrqoqoqnq 
48. QEqnqtqaqnqcqeq qtqoq 93. ~qaqcqhqiqnqeq qrqoqoqnq 

QHqaqdqeq•q 
41. QLqaqnqdq qoqfq qtqhqeq 

qlqiqvqiqnqgq qdqeqaqdq 
42. QEqnqgqrqaqvqiqnqgqsq qcqaqvqeq 
43. QOqoqmqeq qrqoqoqnq 
44. QTqoqrqcqhq qrqoqoqnq 
45. aTqeqnqpqlqeq 
46 . QEqgqyqpqtqiqaqnq qrqoqoqnq 
47. QAqlqtqaqrq 
48. Qolqhqiqtqeq qcqlqiqfqfqsq 

qbqeqaqcqhq qnqoqrqtqhq 
49. Qolqhqiqtqeq qcqlqlqfqfqsq 

Qbqeqaqcqhq qsqoquqtqhq 
58. QDqaqnq qbqaqsqeq 
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ZORK I 

THE HAZE 

The chart below can be used to find your way around th• m&ze. At first 
glance it may Se9111 a little confusing. However, it is very si111Pl• to 
operate1 and once you ••• how it works, it is very ea•y to use. For 
exwnple1 when you go 111Htst out of the troll roOlll and enter th• maze, 
th• first roam you enter will be roOlll IJ. Find room 11 on the chart, 
look to the right and find the direction you wish to travel or the 
rooni you wish to travel to. If you start at room 11 and lll<Ne 'S' 
<•outh>, you will "'*'be in roDlft 12. FrDlft rOCllll 12 if you would like to 
get back to roOlll 11 you would travel 'S' <south> again. R9111eiaber that 
pa••ageways are very twi•ty. You may want to review HELPFUL TIP 15 
again. If all •1•• fails, the ea•y way in and out fran different key 
spot• is li•t•d at the bottan. 

ROCJ1 • N s E ... u D NE ..... SE SW 
l 1 2 TR 3 
2 1 4 3 
3 1 5 4 
4 3 2 SK 
5 3 
6 SK 4 7 9 
7 SK 
8 9 8 14 SK 
9 11 12 8 11 5 

11 9 11 18 9 
11 9 11 CY 
12 12 9 13 
13 12 
14 8 16 15 17 19 14 
15 14 16 19 
16 15 14 19 17 
17 18 16 14 SK 19 
18 17 
19 15 GR 16 17 
28 TR 
21 CY 11 
22 GR 19 

TR• TROLL ROCJ1 
CY CYCLOPS ROCJ1 
GR GRATE ROCJ1 
SK SKELETCJ-1 ROCl1 

THE EASY WAY THROUGH 

Fran TROLL ROCl1 CTR> to SKELETCJ-1 ROCl1 CSK> w w w u 
Fran CYCLOPS ROCl'I <CY> to SKELETCJ-1 R001 CSK> I ..... s w D 
Froni GRATE ROCJ1 <GR> to SKELETCJ-1 R001 <SK> SW SW D 

From SKELETCJ-1 ROCl'I CSK> to TROLL ROCJ1 CTR> N N N E 
FrCllll SKELETCJ-1 ROCJ1 CSK> to CYCLOPS ROCl1 CCY> I SW E s SE 
FrCllll SKELETtt-1 ROCJ1 CSK> to GRATE R001 C GR> SW u D NE 
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ADVENTURE 
TIPS & SOLUTIONS 

I hop• you found this bookl•t h•lpful. To h•lp your futur• •dv•nturing 
n•ed• th• following ADVENTURE TIPS~ SOLUTICJ.IS ~•Also &v&ilAbl•1 

THE ORIGINAL ADVENTURE1 COLOSSAL CAVE 110 

ADVENTURELANO I 

PIRATE ADVENTURE 1 

HISSICJ-1 ASTEROID 2 

WIZARD ANO THE PRINCESS 2 

CRANSTCJ-1 l'W40R 2 

ULYSSES ANO THE GOLDEN FLEECE 2 

TRANSYLVANIA ~ 

ZORK I • 

Also, &V&il&bl•I 

THE MASK OF THE SLN • 

ZORK II • 

DEATH IN THE CARIBBEAN • 

<HORE TO CC!'!E : > 

E&ch &dv•ntur• bookl•t is •3.9~. <Pric• includ•s post&g•. > 
C&liforni& r•sid•nts Add 6X t•x. S•nd ch•ck or mon•y ord•r to: 

TIPS 
P.O. BOX 6907 

STOCKTON. CA 9~206 

I l'l'odK h " l1IMHTIJI£ IH!UhlTI~ 
I Pl'adllCh M SIERM !!H.11£ 
a Pl'ociK ts " ?96.llH m1W£ 
• ProGicts " llFOC!Jt 
' Pl'ocilc:ts " ti.~ 
' Promcts " HICRO LAB 
' Procilc ts M fROO' I ER CIH'l/T!Ni 
I l'rodllt ts M HICllOSIFT 

' Pl'ociK ts " iWl£ 




