


Introduction 

The success of the Zork I lnvisiClues booklet has prompted me to 
forge ahead with another. Those of you who are new to an lnvisiClues 
booklet should read this introduction carefully. 

Much of the fun of playing Zork is the thrill you get when you solve a 
problem. This booklet was designed to maximize that thrill by giving 
you only as much help as you need to get past those small hurdles 

· wh ich you find frustrating so that you can get on with the solution to 
that problem and enjoy the rest of the game. 

Great care was taken to avoid giving anything away unintentionally. 
The invisible hints often progress from a gentle nudge in the right 
direction to a full answer. The questions themselves, which had to be 
visible, were worded so as to reveal as little as possible about the 
game. Do not use the presence or lack of a question on a certain topic 
as an indication of what is important, and do not assume that long 
answers are associated with important questions. Dummy questions 
and answers have been inserted to minimize this problem. If you let 
the questions found in this booklet influence your game, you will be 
sorry. 

The listing of all the treasures and their locations should be used only 
as a last resort. Once you have completed the game, you may want to 
try the "for your amusement" suggestions. Do not look at these before 
the game is over as they reveal solutions to some of the problems. 

How to use this booklet 

If you are stuck in the game, find the question which pertains to your 
problem in the q.ppropriate section of the booklet. Use the A.B. Dick 
latent image marker which came with the booklet to develop the first 
answer. Use the boxes as a guide and run the marker once across 
each line. Allow a second or two for the image to develop. It is not 
necessary to rub the marker back and forth over the same area. 

If used properly, the marker should last through the entire booklet. Be 
sure to recap it tightly when it is not in use. If the marker dries up or is 
lost, more can be ordered from the Zork Users Group. 

An attempt was made to write this booklet in the same spirit as Zork. 
Hopefully it will be fun to use. Your comments and suggestions for 
changes and improvements are always welcome. Happy Zorking . 

Mike 
Cambridge, Massachusetts 

July, 1982 
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The Carousel Area 

What is the solution to the riddle? 

A. 

B. 

C. 

Is it possible to leave the carousel heading west? 

I'm getting tired of the carousel; can it be stopped? 

A. 

B. 

C. 

How can I map the area around the carousel room? 

A. 

B. 

What do I do with the clay brick? 

A. 

B. 

C. 

D. 

E. 

How do I open the door in the tiny room? 

A. 

B. 

C. 

D. 

E. 

F. 

G. 

~==============================================l 

~==============================================l 

Is there a way to get past the ice in the ice room? 

A. 

B. 

C. 

D. 

E. 

F. 
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Where do I find an ice pick? 

What is going on in the topiary? 

How do I catch the ·Unicorn and get the golden key? 

A. 

B. 

C. 

D. 

How do I enter the gazebo? 

How do I get past the Dragon? 

A. 

B. 

C. 

D. 

I , 
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How do I get out of the aqueduct? 
YG1-1 ? 

Can I kiss the Princess? 

A. 

B. 

C. 

D. 

What do I do about the lizard doorkeeper? 

A. 

B. 

C. 

How do I move the menhir? 

A. 

B. 

C. 

D. 

What do I do with the grue repellent? 

• 



The Oddly Angled Room 

Does the club. have any use? 

A. 

B. 

C. 

I.f- tS " bus<. ba I( b.:. f. I 

How do I re-ignite the club?/' T~ ya. eJ(aW>t loe.; t, you'" l"\l)ft 'ct_ i+ was VH:'. .. ~ ljl'll.0~.9( 

I I .... • • ~ .. I 

What do the glowing diamonds. signify? 

A. 

B. 

C. 

What is the significance of the convention of wizards? 

A. 

B. 

Why does my sword glow when I am at the bottom of the stairs? 

A. 

B. 

C. 

01 .. _ 

E. 

F. 

G. 

er > 

.. 
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The Bank 

What is the curtain of light for? 

A. 

B. 

C. 

D. 

How do I turn off the alarm system? 

I 

A. I 
~========================================~ 

B. 

c 1.______·· ___ _____, 

How do I get out of the small room ? 

A. 

B. 

C. 

D. 

E. 

How does carrying the portrait affect where I will end up? _ ........ 

How many places can I get to from the depository? 

How do I get into the vault? 

A. 

B. 

C. 

D. 

E. 

F. 

How do I get out of the vault? 

A. 

B. 

What must I give the Gnome to be let into the vault? 

Where do I find the gold ingot? 

A. 

B. 



Volcano Area 

What are the basket and canvas for? 

A. 
!:::::==========================================~ 

B. 
b:=========================================i 

C. 

Once I've determined what the basket and canvas are, how do I use them? 

A. 

B. 
6=====================================~ 

C. 
!:::::==============================================1 

D. 

How do I extend the lava tube? 

A. 
6=====================================~ 

B. 

How do I leave the volcano without being killed? 

What do I do about the Gnome? 

Which of the three paths down to the valley is best? 

A. 
~==============================================! 

B. 
~====================================~ 

C. 

D. 

How can I translate the books? 

A. 
~==============================================; 

B. 
~=======================================l 

C. 

How can I open or remove the rusty old box? 

A. 

B jL______ ___ ._ -
Who is M. Agrippa? 

What is the significance of the mines and smelter? 

A. 

B. 

C. 



The 'Alice' Area 

A. 

B. 

C. 

What does the engraving say? 

A. 

B. 

How do I catch the magic mouse? 

A. 

B. 

Can the writing on the cakes be read? 

A. 

B. 

C. 

D. 

Can the Mad Hatter be cured? 

A. 

B. 

1 2 ~rruwa~aClu•s 

I How do I get back down from here? 

A. 

B. 

What do the cakes do ? 

A. 

B. 

What can I do with the flask of poison? 

A. 

B. 

C. 

How can I get the object under the water? 

A. 

B. 

C. 

D. 
I============================================~ 



How do I cross the chasm? 

How do I control the robot? 

What is EBCDIC? 

What is a footpad? 

A . 
~========================================~ 

B. 

C. 

How can I take the red sphere? 

A. 

B. 

What do the buttons do? 

A. 

B. 

C. 

D. 

I 

The Wizard's Workshop Area 

Can I open the Wizard 's trophy case? 

A. 

B. 

How do I take the Wizard 's wands from the wand rack? 

A . 

B. 

What do I do with the yellow sphere? 

A. 

B. 

B. 



What do I do with the black sphere? 

A. 
~====================================~ 

B. 

C. 

D. 

Can the flying owl be caught? 

::~I ======= 
C.L.__I --

How do I detach the stands from the bench? 

What are the stands for? 

A. 
!:::=====================================~ 

B. ·' 
~=============================================: 

C. 

Does the pentagram have any significance? 

What do I do with the palm tree? 

How do I kill the serpent? 

A. 

B. 

C. 

How do I enter the aquarium? 

A. 

B. 

How do I satisfy the Demon? 

A. 
~==============================================l 

B. 

C. ,.. .. -.. . .. - ... -·- ··- -. . 



General Questions 

What is the object of this game? 

A. 

B. 
r+ Ydll\ ,l«-sf- ~ ... ~ sof"l"'j 
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What should I do with the treasures I've found? 

A. 

B. 

What do I do about the Wizard? 

How many spells are there in this game? 

A. 

B. 

C. 

What does the "fantasize" spell do? 

How do I cast a spell? 

A. 

B. 

C. 

Is there anything special about the spells the Wizard mumbles? 

Where should I play the violin? 

A. 

B. 

How can I get the pearls back from the housekeeper? 

A. 

B. 

How do I get past Cerberus? 

A. 

B. 

C. 

D. 

Where does saying "Hello aviator" cause some.thing to happen ? 

A. 

B. 

What do I do for light when my lamp runs out? 

Can the Demon help me? 

A. 

B. 



Where do I find the white sphere? 

A. 

B. 

C. 

D. 

E. 

Are the spheres useful for anything? 

A. 

B. 

C. 

D. 

How many spheres are there? 

A. 

B. 

C. 

How do I get down the staircase beyond the landing without being killed? 

A. 

B. 

C. 

What do I do with the perfect rose? 
/\1wf £ame..ili""9 ~D bea1.A-h{.1( f..ove A11y oft.:w (IS('.? 

A. 1 
r=====================================l 

B. 

What do I do with the heads on poles? 

A. 

B. 

What is the significance of "Feel free " ? 

A. 

B. 

I have all the points but somehow don 't feel finished. What do I do? 

A. 

B. 

C. 

D. 

E. 

T J.. e.. tl '"'-e- H!p·4-f/._,,,1 
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I 've finished the game but don 't have all 400 [{Dints. What's going on? 
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A. I Bir======= 
I haven 't finished the game and I don 't have all 400 points. 



For your amusement 
(after you've finished the game) I 
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and locations • their values Treasures. a last resort) (use only as 

value 

24 OITilWOf?)O(lu•s 




