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W~lcom~ to Zorll! 
Until you've entered the world of ZorR. 
yo u've never trul y adventured under­
ground 

Both ZorR I and ZorR II a re designed 
so that you'll expe rie nce the ir cha l­
lenges in the most rea li sti c se nse. Yo u 
can communica te in com plete sen­
tences ra ther than two-word com­
mands. with the largest vocabulary and 
widest range o f command o ptions in 
the genre. Beca use Zo rR's mysteri es are 
the most intrica te you' ll ever e ncounte r. 
it will taRe a ll your inte ll ectua l abilities 
to survive and emerge vic to rio us from 
the underground And because the 
c ha lle nges change with ever y move 
you maRe. each time you re-enter Zo rR 
you'll face new intrigues. 

ZO RK I: The Great Underground 
Empire confronts you with perils and 
predicaments ranging from the mysti ­
ca l to the macabre . as you strive to d is­
cover the Twe nty Treasures of ZorR a nd 
escape with them a nd your life! 

ZO RK II : The Wizard of f robozz 
ta l<es you into new depths o f the sub­
terranean realm The re you'll meet the 
Wizard. who wi II attempt to confound 
your quest with hi s capric io us po we rs. 
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What You Need 
The ZO RK di sRette supp lies the com­
ple te game. To play ZORK. you need a n 
Apple ll o r an Apple II Plus. with o r with­
o ut a La nguage Card . Yo u will need a t 
least 32R bytes of RAM and a t least one 
16-secto r d isR drive. lf you have mo re 
than 32R bytes ofRAM . ZO RK will run 
faster. You will need an extra blanl< disR­
ette if you want to stop playing and con­
tinue late r from where you left off. 
APPENDIX A explains the initia lizati on 
process for the blanl< di sl<e tte. ZO RK 
will only SAVE to and RESTORE from 
16-sector initia lized di sl<e ttes. 

Loadin\l ZORK 
I . Turn o ff the powe r to yo ur Apple and 
o pe n the dis!< drive door. 
2. Insert the ZORK disl<e tte in Drive I 
and close the drive door. 
3. Turn o n yo ur compute r. If yo u have an 
autostart ROM . the dis!< drive will auto ­
mati ca lly spin the di sRe tte. If yo u do not 
have an autostart ROM. you will see a 
grid pattern and the asteri sl< prompt. 
Type 6. ho ld down the CTRL l<ey and 
press P. re lease them bo th. and press 
RETURN. The dis!< drive will spin the 
di sl<e tte and the program will load. 
When yo u've correctly loaded ZORK 
fro m the di sl<e tte . yo u will see a status 
line lil<e thi s at the to p of the screen: 
WEST OF HOUSE SCORE: 0/ 0 
Then the copyright no ti ce and the seri al 
number will appear. fo llowed by a 
descriptio n of the starting location of 
thegame: 
WEST OF HOUSE 
YOU ARE STANDING IN AN OPEN 
FIELD WEST OF A WHITE HOUSE, 
WITH A BOARDED FRONT DOOR. 
THERE IS A SMALL MAILBOX HERE. 
If no thing appears o n yo ur screen. some ­
thing is wrong. C hecR each of the fo llow­
ing items to locate the problem. If no ne 
of these offe rs a solutio n. call yo ur 
Apple dealer for assistance before pro­
ceeding further. 
I . Chee!< that the di sl<e tte is properly 
inserted in the main drive and that the 
ma in drive door is c losed. 
2. Inspec t the disl<e tte care fully for any 
visible damage. 
3. If yo u have mo re than o ne dis!< drive . 
be sure yo u have used the main drive (o r 
drive I as marl<ed on the dis!< drive con ­
troller circ uit board) of yo ur system. 
4. Chee!< to see that the po we r is on. and 
that a ll cables are connected. 

Whenever yo u see the prompt (> ). 
ZORK is wa iting fo r yo u to type in yo ur 
instruc tions. Whe n yo u have fini shed 
typing in yo ur instruc tions. press the 
RETURN l<ey. ZORK will respo nd and 
then the prompt(> ) will reappear. 
Next to the prompt(> ). try typing the 
fo llowing: 
OPEN THE MAILBOX 
and press the RETURN l<ey. ZORK 
responds with thi s: 
OPENING THE MAILBOX REVEALS 
A LEAFLET 
Yo u may respond to ZORK by typing: 
READ THE LEAFLET 
and press the RETURN l<ey. ZORK 
cooperates and te lls yo u: 
(TAKEN) 
WELCOME TO ZORK 
ZORK IS A GAME OF ADVENTURE, 
DANGER, AND LOW CUNNING. IN IT 
YOU WILL EXPLORE SOME OF THE 
MOST AMAZING TERRITORY EVER 
SEEN BY MORTALS. 
NO COMPUTER SHOULD BE WITH­
OUT ONE! 
If a ZORK description will no t fit o n the 
sc reen a ll at o nce. (MORE) will appear 
in the bo ttom le ft portion of the screen. 
After reading the part o n the screen. yo u 
wi II need to press the space bar to see 
the rest o f the message. 
The prompt (> ) reappears. the status 
line is updated : 
WEST OF HOUSE SCORE: 0/ 2 
a nd yo u are left to yo ur own devices. 
Read the RULES AND STRATEGIES sec­
tio n for further directio ns and hints. 
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Rules and Straf efies 
The Great Under\fround Empire 
(Part I ) 
In Part I of The Great Unden;iround 
Empire you are near a l;lreat under ­
\Jround labyrinth. which is reputed to 
contain vast quantities of treasure. No 
doubt. you wish to acquire some of it. 
In order to receive full credit for treas­
ure. you must deposit it sa fely in the 
trophy case. 

In addition to treasure. the labyrinth 
contains various objects that may or 
may not be useful in your attempt to 
acquire the treasure: you may need 
sources of li l;lht. since caves are often 
darR. and weapons. since dunl;leons 
often have unfriendly beinl;ls wanderinl;l 
about in them. Readinl;l material is scat­
tered around as well: you mil;lht even 
find some of it useful. 

Beware of the thief! He is a dastardly 
anti -soc ial type and a sRilled picRpocRet. 
Watch out for your valuable possessions 
when he is near. 

To measure your success. ZO RK 
Reeps tracR of your score. You receive 
points for findinl;l treasure. for securinl;l it 
in the trophy case. for performinl;l cer ­
tain actions. and for visitinl;l certain 
places. There is a penalty for l;lettinl;l 
yourself Rilled. 

In this story. time passes only in 
response to your input. You mi l;lht imal;l­
ine a l;l iant clocR that ticRs once per 
move and the story pro\Jresses only at 
each ticR. Nothinl;l happens in the story 
while you are thinRinl;l and pl anninl;l 
your next move. so you can plan your 
moves slowly and carefully if you 
so choose. 

The line displayed in inverse video at 
the top of your Apple tells you the room 
you are in. your current score and the 
number of moves you have made: 
WEST OF HOUSE SCORE: 0/ 2 
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Concepts for Explorin\f 
Some thinl;ls that you can do with objects 
in the story are not immediately obvious. 

Containment: Some objects. ca lled 
containers. can contain other objects. 
Some containers can be opened or 
closed. and some are always open. Some 
are transparent. and some are not. Most 
containers have a limited capacity. and 
all objec ts have sizes. so that it is possible 
to fill up containers. Simi larl y. some 
objects have surfaces on which other 
objects can be placed. 

F~htin~: Characters in the stor y will. as 
a rule. fi l;lht bacR when attacRed. They 
may. in some cases. attacR you unpro­
voRed. Some of these beinl;ls are stronl;ler 
than others; it mil;lht be advisable to wait 
a while before tacRlinl;l them. Cominl;l 
off second-best in a fi l;lht may leave you 
somewhat the worse for wear: you mil;lht 
want to asR ZORK to di al;lnose your 
physica l condition. 

Vehicles: There are objects in the story 
that have the ability to transport the fear­
less player to mysterious rel;l ions that are 
inaccessible on foot. Needless to say. one 
faces l;lreat personal peril in venturinl;l 
into such rel;l ions. 

Directions: The passal;les connectin l;l 
rooms in The Great Underl;lround 
Empire sometimes twist and turn unpre­
dictably. You cannot always expect that. 
after l;loinl;l north. you can return to 
where you started by Sil inl;l south. 

t 
J 
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Talllin\f to ZORK 
When you play a ZO RK \Jame. you talR 
to ZO RK in plain Enl;l lish. typinl;l in all 
your requests on your Apple Reyboard 
when you see the prompt (> ). (ZORK 
allows you to abbreviate some w rds. 
thoul;lh. because you use them often.) 
When you have finished typinl;l a line. 
press the RETURN Rey and ZO RK will 
dil;lest your request. 

ZO RK usually acts as thoul;lh your 
sentence bel;l ins with .. , want to ...... 
al th ul;lh you should not type those 
words explicitly. ZO RK then displays a 
response that tells you whether what 
you want to do is possible in the current 
situation. and. if it is. whether anythinl;l 
interestinl;l happens as a result. 

All words you type are d istinl;luished 
by their first six letters and all subse­
quent letters are il;lnored. For example. 
typinl;l OPEN THE ENCYCLOPEDIA 
is equivalent to typinl;l OPEN THE 
ENCYCL. or better still. OPEN THE 
BOOK. 

ZO RK .. understands" many different 
types of sentences. A sentence must con­
tain a verb and usuall y an obj ect. S me 
examples: 
TAKE THE GOLD. DROP GOLD. PICK 
UP GOLD. PUT DOWN THE GOLD. 
GO NORTH. NORTH. WALK NORTH. 
N. WALK AROUND THE HOUSE. 
PUSH BUTTON. PUSH THE RED 
BUTTON. OPEN WOODEN DOOR. 
LOOK AT THE WALL. LOOK UNDER 
ROCK. LOOK BEHIND CURTAIN. 
LOOK IN BAG. READ A BOOK. READ 
ALL OF THE BOOKS. 
DROP ALL. TAKE ALL. DROP ALL 
BUT THE KNIFE. 

You must separa te multiple objec ts of 
a verb by the word AND or a comma. 
For example: 
TAKE ALL BUT THE KNIFE AND THE 
LAMP. 
PUT THE GOLD AND JEWELS IN 
THE TROPHY CASE. 
THROW THE NEWSPAPER, THE 
RED BOOK, AND THE MAGAZINE IN 
THE CHASM. 

You can include severa l sentences in 
one input line if you eparate them by 
the word THEN or a period. You don't 
need to type a period at the end of an 
input line. For example: 
TAKE BOOK. N. DROP BOOK AND 
CANDLE. 
TAKE THE BOOK THEN N. DROP 
BOOK AND CANDLE 

There are only two l<inds o f questions 
that ZO RK understands: WHAT and 
WHERE. For example: 
WHERE IS THE GOLD? 
WHAT IS A GRUE? 

ZO RK tries to be clever about what 
you really mean when you don't l;live 
enoul;lh information. If you say that you 
want to do somethinl;l. but you don't say 
what to do it w ith or to. ZO RK will 
sometimes decide that there was only 
one possible object you could have 
meant. When it does o. it will tell you. 
by d ispl ayinl;l. for example. (WITH THE 
ROPE). If your sentence is ambil;luous. 
ZO RK will asR what you rea lly meant. 
Most such questions (for example. WITH 
WHAT?) can be answered briefl y (for 
example. ROPE). 

ZO RK uses many more words than it 
"understands ... ZO RK 's vocabular y con­
sists of several hundred words which are 
nearly all you are lil<ely to use when con­
versinl;l with ZO RK. However. ZORK's 
responses may tend toward "purple 
prose" at times. and ZO RK will displ ay 
Enl;l lish descripti ons that it couldn 't pos­
sibly analyze. Indeed. ZO RK ·s response 
may refer to somethinl;l to which you 
cannot refer (perhaps to your di may). 
In that case. it is n t essential to the story. 
and appears in ZO RK 's response only to 
enhance your mental imal;ler y. 

Completely mysti fy inl;l sentences will 
cause ZO RK to complain in one way or 
another. After maRinl;l the complaint. 
ZO RK will il;lnorc the rest of the input 
line. Unusual events. such as beinl;l 
attacRed. will also maRe ZO RK il;lnore 
the rest of the sentences you typed. since 
the event may have chanl;led your situa­
tion drastica lly. 
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ZORK's Responses 
ZORK may occasionally have a few 
words for you when it wants you to clar­
ify your instruction. Some ofZORK's 
responses are: 
I DON'T KNOW THE WORD your 
word'. The word you typed is not in 
the game's vocabulary. Sometimes a 
synonym or rephrasing will be "under­
stood ... If not. ZORK probably doesn't 
!m ow the idea you were trying to get 
across. 
I CAN'T USE THE WORD . your 
word ' HERE. ZORK !mows the word 
you typed. but the word made no sense 
where you put it in the sentence: "Open 
the tal<e". for example. 

YOU MUST SUPPLY A VERB! Unless 
you are answering a question. each sen ­
tence must have a verb (or a command) 
in it somewhere. 
THERE IS A NOUN MISSING IN THAT 
SENTENCE. This usually indicates an 
incomplete sentence. such as "Put the 
lamp in the ... where ZORK expected 
another noun and couldn't find one. 

TOO MANY NOUN CLAUSES. An 
example is "Put the troll in the basl<et 
with the shovel." A valid ZORK sentence 
has. at most. one direct objec t and one 
indirect object. 

BEG PARDON? You did not type any­
thing after the prompt(> ) and before 
you pressed the RETURN l<ey on your 
l<eyboard. 
IT'S TOO DARK TO SEE. In the story. 
there was no light to see objects in 
the room. 
I CANT SEE ANY 'object' HERE. In 
the story the objec t you referred to was 
not accessible to you. 
MULTIPLE OBJECTS CANNOT BE 
USED WITH 'your verb·. It is legal for 
you to use multiple objects (that is. 
nouns or noun phrases separated by 
"and" or a comma) only with certain 
verbs. Among the more useful o f these 
verbs are " tal<e." "drop." and "put." 

I DON'T UNDERSTAND THAT SEN­
TENCE. You typed a sentence that is 
gibberish: for example. "Give tro ll with 
sword." You might try rephrasing 
the sentence. 
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Commands for Exploring 
The best way to move from place to 
place is to type the direction you want to 
go. A cceptab le directions are NORTH or 
N, SOUTH or S, EAST or E, WEST or W, 
NE, NW, SE, SW (or NORTHEAST, 
NORTHWEST, SOUTHEAST or 
SOUTHWEST respectively). and also U 
or UP and D or DOWN. 

When you enter a particular place 
(ZORK ca lls any !<ind of place a "room" ) 
for the first time. ZORK usually displays 
the name of the room. a description of it. 
and then descriptions o f any interesting 
objects in the room with which ~ou 
might want to interact. When you return 
to a room. ZORK normally displays just 
the name of the room and the names of 
the objec ts in it. 

The VERBOSE command tells ZORK 
to show the descriptions of rooms and 
objects every time you go there. not just 
the first time. The BRIEF command tells 
ZORK to fully describe only newly 
encountered rooms and objects. as it did 
initially. For movin\jl throu\jlh areas you 
already !<now well. the SUPERBRIEF 
command tells ZORK to show only the 
name of the room (even on your fi rst 
visit there). and not even to mention 
objects in the room. You can always get 
a descr iption of the room you are in and 
the objec ts in it by typing LOOK (or the 
abbreviation L). 

List of ZORK Commands 
To simplify your adventuring. you may 
order ZORK to give you information by 
typing specific commands. These com­
mands can be used over and over again 
as needed. but they are each considered 
one complete move. Type your com ­
mand as a sentence to ZORK after the 
prompt (> ) appears. 

The list of commands is: 

AGAIN 
ZORK will respond as if you had 
repeated your previous sentence. 

BRIEF 
This commands ZORK to fully descr ibe 
only newly encountered rooms and 
objects Rooms already visited and 
objects already seen will be described 
by printing the room name and the 
object names only. 

DIAGNOSE 
ZORK gives you a medica l report of 
your physica l condition. Thi s is particu­
larly useful if you have just survived a 
dangerous battle. 

INVENTORY 
ZORK lists your possessions. If you've 
noticed the thief lurl<ing about. you 
might want to checl< to see if your 
be longings are still there. You may 
abbreviate INVENTORY by typing I. 
LOOK 
ZORK descr ibes your surroundings in 
detail. You may abbreviate LOOK by 
typing L. 
QUIT 
This \;l ives you the option to quit playinlJ. 
If you want to save your position. first 
read the instructions under SAVING A 
GAME POSITION You may abbreviate 
QUIT by typing Q. 
RESTART 
This ends the \jlame and starts the \jlame 
over from the beginning. 

RESTORE 
Restores a game position you saved with 
the SAVE command. See the sec tion 
RESTORING FROM THE STORAGE 
DISKETTE. 

SAVE 
Saves a \jlam e position on your storage 
disl<ette. See the section SAVING A 
GAME POSITION. 

SCORE 
ZORK shows your current score with 
the number of moves you have made. 
and your ran!<. Your ran!< is your rating 
as a professional ZORK player and is 
based on the number of points you have. 

SCRIPT 
This command assumes you have a 
printer. It commands the printer to begin 
printing a transcript of your game 
session. 

SUPERBRIEF 
This command tells ZORK to show you 
only the name of the room you have 
entered. and no other information. It is 
briefer than BRIEF. 
UNSCRIPT 
This command stops your printer from 
printin\jl . 

VERBOSE 
This command tells ZORK to show you a 
long descr iption of the room and the 
objects in it whenever you enter a room. 

VERSION 
ZORK responds by showing you the 
release number and serial number of 
your copy of the game. 

WAIT 
This command causes time in the \jlame 
to pass. Norma lly. between moves. 
no time is passin\jl as far as ZORK is 
concerned-you could leave your 
Apple. tal<e a nap. and return to the 
game to find that nothing has changed 
WAIT is used when you want to find out 
what will happen in the \jlame if you do 
absolutely nothing while time passes. 
For example. if yau encounter an alien 
being. you could WAIT and see what it 
will do. 
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How to Quit 
If you want to stop playin(J. and never 
continue from this particular position 
a(Jain. type QUIT ZO RK will respond: 
YOUR SCORE WOULD BE score 
(TOTAL OF 350 POINTS) IN number 
MOVES. THIS SCORE GIVES YOU 
THE RANK OF ranR. DO YOU WISH 
TO LEAVE THE GAME? (Y IS 
AFFIRMATIVE):> 
Type Y next to the prompt(> ) and press 
the RETURN Rey. 

If you never want to continue from 
this particular position a(Ja in. but 
you want to Reep playin(J. type RESTART 
after the prompt(> ). ZORK reponds 
by startin(J the (Jame over from the 
be(J innin(J. 

If you want to continue playin(J from 
thi s parti cu lar position. but at a later 
time. follow the SAVING A GAME 
POSITION instructions. 
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Saving a Game Position 
It will taRe you some time to play ZORK 
throu(Jh to the end. just as it ta Res you 
some time to fini sh a (Jood booR. You will 
almost certainly not finish in one sittin(J. 
ZORK allows you to continue playin(J at 
a later time without havin(J to start over 
from the be(Jinnin(J. just as you can place 
a booRmarR in a booR you are readin(J. 
There is a ZORK command. ca lled 
SAVE, that maRes a · snapshot" of your 
position in the (Jame. If you are a cau­
tious or prudent player. you may want to 
save your position before you embarR 
upon (or after you finish) any particu­
larly tricRy or dan(Jerous part of the jour­
ney. Havin(J taRen a snapshot you can (Jo 
bacR to that position even thou(Jh you 
may (Jet lost or Rilled afterward. 

Your Apple cannot save anythin(J on 
your ZORK disRette. so you will need an 
unused 16-sector initialized disRette on 
which you will save your (Jame position. 
APPENDIX A expl ains the initialization 
process you will need for preparin(J thi s 
extra disRette. The initialization process 
is the same as the one described in your 
"Apple DisR Operatin(J System Manual." 
Note: Be sure you do not press 
RETURN until instructed to do so. 
When the prompt(> ) appears. 
type: SAVE, then press the RETURN Rey. 
ZORK will respond: 

PLEASE INSERT SAVE DISKETTE, 
POSITION (0-7): (DEFAULT = 0) 
I. Type a number between 0 and 7 to 
tell ZORK to use that position on the 
disRette. (Alternatively. you may press 
the RETURN Rey to tell ZORK to use 
the default. which in this case is 0.) 
ZORK will respond : 
SLOT (1-7) : (DEFAULT = 6) 
If you have only one disR drive. pro­
ceed as follows 
2. Type 6 to tell ZORK to copy to a 
drive in slot 6. ZORK will then respond: 
DRIVE (1-2): (DEFAULT = 2) 
3. Type 1 to tell ZORK to copy to the 
disRette in drive I . Now ZORK will 
respond : 
-PRESS 'RETURN' KEY TO BEGIN-
4. Remove the ZORK disRette from the 
disR drive. 

5. Insert the spare disRette and close 
the drive door. 
6. Press the RETURN Rey. ZORK will 
spin the disRette for ten seconds or less. 
then it will respond: 
PLEASE RE-INSERT GAME 
DISKETTE,-PRESS 'RETURN' TO 
CONTINUE-
?. Remove the stora(Je disRette from the 
drive and insert the ZORK disRette 
a(Jain. Close the drive door. 
8. Press the RETURN Rey. If all is well. 
ZORK will respond: OK 
IfZORK responds: FAILED 
(Jo throu(Jh the TROUBLESHOOTING 
section. 
ZORK will now let you continue playin(J. 
You can use the save disRette and the 
RESTORE command to return to this 
position at another time. 

If you have more than one di sR drive. 
follow the above procedure. but omit 
the steps numbered 4. 6. and 7. Use the 
appropriate slot and drive numbers in 
steps 2 and 3 for the dis!;> drive that you 
use in step 5. 

Each time you SAVE a (Jame snapshot. 
ZORK will write over any snapshot that 
is already on your stora(Je disl;iette in the 
position you specified. If you want to 
SAVE more than one snapshot. you must 
use a different position for each one. You 
may SAVE up to ei(Jht different (Jame 
positions on each stora(Je disRette and 
RESTORE them in any order. 

Restoring a Saved 
Game Position 
When you want to continue playin(J 
from where you made a snapshot. fo llow 
the RESTORE procedure. You can 
RESTORE a saved snapshot at any time 
durin(J play. 
When the prompt(> ) appears. type: 
RESTORE 
and then press the RETURN f;>ey. Now 
follow the steps (I to 8) for SAVE above. 

ZORK will now let you continue play­
in(J from your restored position. You can 
type LOOK for a description o f where 
you are. 

Troubleshooting 
When ZORK responds FAILED to either 
the SAVE or RESTORE procedures. 
checl;i each of the followin(J items to 
locate the problem. If none of these 
offers a solution. ca ll your Apple dealer 
for assistance before proceedin(J. 
I . ChecR to see that your Apple and disR 
drive(s) are plu(J(Jed in correctly. con­
nected properly. and that everythin(J Is 
turned on. 
2. ChecR to see that the disRette(s) was 
inserted correctly. and that the drive 
door(s) is closed. 
3. Inspect the disRette(s) carefully for 
any visible dama(Je. 
4. If you have more than one disR drive. 
be sure the ZORK disRette is in the main 
drive and you !;>now the correct num­
bers correspondin(J to the slot and drive 
holdin(J the stora(Je disRette. Be sure you 
typed the correct numbers. 
5. If you have turned o ff the Apple. or 
have pressed the Apple RESET Rey. 
follow the instructions for loadin(J 
ZORK. 
6. Be sure that your stora(Je disRette is 
not write-protec ted (i .e .. there is nothin(J 
coverin(J the notch on the side o f the 
disl;iette) 
7. Be certain that the disRette has been 
initialized properly accordin(J to the 
instructions in your Apple 'Dis!;> Operat ­
in(J System Manual " under INITIALIZ­
ING A DISKETTE. These instructions 
are repeated for your convenience in 
APPENDIX A of this manual. 
8. Try a(Ja in : the problem may be only 
momentary. 
9. As a last resort. try another initialized 
disRette. 
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Appendix A: Initializing a 
Storage Disllette 
ZORK storage. or "save ... disRettes are 
made usi ng the Apple disRette initializ­
ing procedure. Apple's "DisR Operating 
System Manual" discusses the initializa ­
tion process in a detai led. tutorial fash­
ion. Below. we list just the basic steps of 
the procedure. 

First. load the DisR Operating System 
(DOS 3.3) into your Apple by booting 
with the System M aster disRette which 
comes with your disR drive. Apple's 
"DisR Operating System Manual" gives 
detai led instructions for doing this in the 
section entitled BOOTING DOS. 
Remember that the DOS must initialize 
the disRette in the 16-sector format. 

When you have loaded DOS you 
should have the integer BASIC prompt 
(> ) or the Applesoft BASIC prompt(]) 
on your screen. 

Insert a blanR disRette. or a used disR­
ette that you want to recycle. into drive I 
and close the drive door. Now Type 
INIT HELLO and press the RETURN Rey. 
The disR drive IN USE light will come on 
and the disRette wi ll spin for just about 
two minutes. When the drive stops. the 
storage disRet te has been initialized. 
ZORK can now save a game position on 
the disRette when you use ZORK ·s SAVE 
command. 

Remove the disRette from the drive 
and label it "ZORK SAVE DISKETTE ... 
You can save eight game posi tions at a 
time on a disRette. 
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Appendix B: Suggestions for 
More Successful ZORK Playing 
It is essential that you draw a map. Some 
of the problems in the game (the Maze 
in ZORK I. for one example). cannot be 
solved without mapping. Remember 
that there are 10 possible d irections: 
NORTH (N), SOUTH (S), EAST (E), 
WEST (W), UP (U), DOWN (D), NORTH­
WEST (NW), NORTHEAST (NE), 
SOUTHWEST (SW), and SOUTHEAST 
(SE). In certain circumstances ENTER, 
EXIT (or In, Out) apply. 

Read everything carefully. There are 
clues in some of the descriptions. labels. 
engravings. and booRs. etc. 

Most objects in the game which can 
be taRen are important. either as trea­
sures or for solving problems. Some­
times treasures are also needed to 
solve problems. 

UnliRe other games wi th which you 
may be fami liar. there are many possib le 
routes to the successful completion of 
ZORK. There is no "correc t" order for 
solving problems. Some problems have 
more than one solution. or don't need to 
be solved at all 

It is often helpful to play ZORK with 
another person. Different people find 
different problems easy. and can often 
complement each other. 

Don't be afraid to try somethi ng bold 
or strange-you can always save your 
state first if you want. Trying the bizarre 
can be fun and often will give you a 
clue. A nonsense example: 
> GIVE THE CATERPILLAR TO THE 
CHRISTMAS-TREE MONSTER. 
THE CHRISTMAS-TREE MONSTER IS 
REVOLTED AT THE THOUGHT OF 
ADORNING ITS BRANCHES WITH 
A CATERPILLAR. 

You have just learned that there is 
probably something which would be a 
decoration pleasing to the monster and 
possib ly a solution to the problem. 

Appendix C: Command Summary 
The following commands can be entered 
when the prompt(>) has appeared on 
the screen. (For explanations. sec LIST 
Of ZORK COMMANDS sec tion ) 

AGAIN 

BRIEF 

DIAGNOSE 

INVENTORY 

LOOK 

QUIT 

RESTART 

RESTORE 

SAVE 

SCORE 

SCRIPT 

SUPERBRIEF 

UNSCRIPT 

VERBOSE 

VERSION 

WAIT 

Sentence Syntax 
D A ZORK sentence mu t contain at 
least a verb or a command (e.g. AGAIN). 
D Separate multiple obj ec ts of the verb 
by the word "AND" or a comma (,) 
D Several sen tences typed to ZORK at 
one time must be separated by a period 
(.) or by the word "THEN." A period is 
no t needed at the end of a line of input. 
D On ly two Rinds of questions may be 
asRed: "WHAT" and "WHERE." 
D Compass d irecrions may be abbrevi­
ated to N, E, W, NE, NW, SW, SE, and UP 
and DOWN may be abbrevia ted to U and 
D, respectively. 
D The letter "L" may be used to abbrevi­
ate the LOOK command. 
D The letter " I" may be used to abbrevi ­
ate the INVENTORY command. 
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