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Instruction Manual for ZORK I: 
The Great Underground Empire  
  
Welcome to ZORK! You are about to experience a 
classic interactive fantasy, set in a magical universe. 
The ZORK trilogy takes place in the ruins of an an-
cient empire lying far underground. You, a dauntless 
treasure-hunter, are venturing into this dangerous  
land in search of wealth and adventure. Because  
each part of the ZORK saga is a completely indepen-
dent story, you can explore them in any order. How-
ever, since ZORK I is the least difficult, it is usually 
the best place to begin. 

Many strange tales have been told of the fabulous 
treasures, exotic creatures and diabolical puzzles in 
the Great Underground Empire. As an aspiring ad-
venturer, you will undoubtedly want to locate the 
treasures and deposit them in your trophy case. 
You�d better equip yourself with a source of light (for 
the caverns are dark) and weapons (for some of the 
inhabitants are unfriendly�especially the thief, a 
skilled pickpocket and ruthless opponent). 

If you�re experienced with Infocom�s interactive 
fiction, you may not feel like reading this entire man-
ual. However, you should at least read about scoring 
(on page 12) and look at the appendix of recognized 
verbs (on page 19). 
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An Overview 
Interactive fiction is a story in which you are the main 
character. Your own thinking and imagination deter-
mine the actions of that character and guide the story 
from start to finish. 

Each work of Infocom�s interactive fiction, such  
as the three ZORK adventures, presents you with a  
series of locations, items, characters and events. You 
can interact with these in a variety of ways. 

To move from place to place, type the direction  
you want to go. When you begin your adventure, it�s  
a good idea to become familiar with your surround-
ings by exploring every location and reading each  
description carefully. (You may notice that ZORK 
occasionally refers to a location as a �room,� even if 
you are outdoors.) As you explore the Empire, it is 
helpful to draw a map of the geography. 
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An important element of interactive fiction is puz-
zle-solving. You should think of a locked door or a 
ferocious beast not as a permanent obstacle, but 
merely as a puzzle to be tackled. Solving puzzles will 
frequently involve bringing a certain item with you 
and then using it in the proper way. 

In ZORK, time passes only in response to your  
input. You might imagine a clock that ticks once for 
each sentence you type, and the adventure progress- 
es only at each tick. Nothing happens until you  
type a sentence and press the RETURN (or ENTER) 
key, so you can plan your turns as slowly and care-
fully as you want. 

To measure your progress, ZORK I keeps track of 
your score. You�ll get points for solving puzzles,  
acquiring treasures, performing certain actions and 
visiting certain locations. You will also get points for 
putting treasures into the trophy case. There may be 
a penalty for getting �killed.� 



Tips for Novices 
1. Draw a map. It should include each location, the 
directions connecting it to adjoining locations and any 
interesting objects there. (See the small sample map 
that goes along with the sample transcript on page 
21.) Some puzzles are almost impossible to solve 
without completely mapping the area. Note that  
there are 10 possible directions, plus IN and OUT. 
And since some passages twist and curve, going  
NORTH from Place A to Place B doesn�t always mean 
that SOUTH will take you back to Place A. 

2. Most objects that you can pick up are important, 
either as treasures or as solutions to puzzles, or  
both! 

3. Save your place often. That way, if you mess up  
or get �killed,� you won�t have to start over from the  
beginning. See page 16 for instructions. 

4. Read carefully. There are often clues in the de-
scriptions of locations and objects, as well as in la-
bels, engravings, books and so on. Even strange or 
dangerous actions may provide clues and might  
prove to be fun! You can always save your position 
first if you want. Here�s a fun example: 
> PUT ON THE GREEN CALICO HAT 
The munchkins giggle, but remain unconvinced that 
you�re a witch. 

You�ve just learned there is something which might 
convince the munchkins that you�re a witch. They 
might even give you their enchanted broom. Perhaps 
if you put on that blue calico dress you came across 
earlier in the story� 
5. Unlike other �adventure games� that you may  
have played, there are many possible routes to the  
end of ZORK. Some puzzles have more than one  
solution; other puzzles don�t need to be solved at all. 
Sometimes you will have to solve one puzzle in order 
to obtain the item(s) or information you need to solve 
another puzzle. 
6. You may find it helpful to explore ZORK with an-
other person. Different people may find different  
puzzles easy and can often complement each other. 
7. If you really have difficulty, you can order a hint 
booklet and a complete map using the order form in 
your package. You don�t need the hint booklet to  
enjoy the story, but it will make solving ZORK I  
easier. 
8. Read the sample transcript on page 21 to get a feel 
for how Infocom�s interactive fiction works. 
9. You can word a command in many different ways. 
For example, to turn the brass lantern on, you could 
use any of the following: 
> LIGHT LAMP. 
> TURN ON THE LAMP. 
> TURN THE LAMP ON. 
> ACTIVATE THE LAMP. 
> LIGHT THE BRASS LANTERN. 

In fact, if the lamp is the only light source present, 
just typing LIGHT is enough, since ZORK will as-
sume you meant the lamp. But more about that in  
the next section... 
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Communicating with ZORK 
In ZORK, you type your sentence in plain English 
each time you see the prompt (>). ZORK usually  
acts as if your sentence begins �I want to...,� al-
though you shouldn�t actually type those words. You 
can use the words like �THE� if you want, and you can 
use capital letters if you want; ZORK doesn�t care  
either way. 

When you finish typing a sentence, press the RE-
TURN (or ENTER) key and ZORK will process your 
request. ZORK will respond, telling you whether your 
request is possible at this point in the story and what 
happened as a result. 

ZORK recognizes your words by their first six  
letters, and all subsequent letters are ignored.  
Therefore, CANDLE, CANDLEs and CANDLEstick 
would all be treated as the same word by ZORK. 

To move around, just type the desired direction. 
You can use the eight compass directions: NORTH, 
SOUTH, EAST, WEST, NORTHEAST, NORTHWEST, 
SOUTHEAST and SOUTHWEST. You can abbreviate 
these to N, S, E, W, NE, NW, SE and SW, respec-
tively. You can use UP (or U) and DOWN (or D). IN 
and OUT will also work in certain places. 
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ZORK understands many different kinds of sen-
tences. Here are several examples. (Note that some  
of these objects do not actually appear in ZORK.) 

> WALK NORTH 
> DOWN 
> NE 
> GO SOUTH 
> U 
> TAKE BOX 
> PICK UP THE WOODEN BOX 
> DROP IT 
> PUSH THE BUTTON 
> OPEN THE WOODEN DOOR 
> EXAMINE THE SCUBA GEAR 
> LOOK BEHIND THE STATUE 
> LOOK UNDER THE ROCK 
> LOOK INSIDE THE BUBBLING CAULDRON 
> KILL THE BEAR WITH THE GUN 
> SHOOT BEAR WITH LARGE RIFLE 

You can use multiple objects with certain verbs if 
you separate them by the word AND or by a comma. 
Some examples: 

> TAKE LAMP, JAR, FLUTE 
> DROP THE DAGGER, LANCE, AND MACE 
> PUT THE GOLD BAR AND THE PEARL IN THE 
      TROPHY CASE 

The word ALL refers to every visible object except 
those inside something else. If there were an apple  
on the ground and an orange inside a cabinet, TAKE 
ALL would take the apple but not the orange. 

> TAKE ALL 
> TAKE ALL THE BOOKS 
> TAKE ALL FROM THE DESK 
> GIVE ALL BUT THE PENCIL TO THE NYMPH 
> DROP ALL EXCEPT THE DART GUN 



You can include several sentences on one input  
line if you separate them by the word THEN or by a 
period. (Note that each sentence will still count as a 
turn.) You don�t need a period at the end of the input 
line. For example, you could type all of the following 
at once, before pressing the RETURN (or ENTER)  
key: 

> NORTH.READ THE BOOK.DROP IT THEN BURN 
      IT WITH TORCH 

If ZORK doesn�t understand one of the sentences in 
your input line, or if something unusual happens, it 
will ignore the rest of your input line (see �ZORK 
Complaints� on page 20). 

There are only two kinds of questions that ZORK 
understands: WHAT and WHERE. Here are two  
examples that you can actually try in ZORK: 
> WHAT IS A GRUE? 
> WHERE IS THE ZORKMID? 

You will meet other people and creatures as you 
explore ZORK. You can �talk� to some of these  
beings by typing their name, then a comma,  
then whatever you want them to do. Here are  
some examples: 
> GNOME, GIVE ME THE KEY 
> TREE SPRITE, OPEN THE SECRET DOOR 
> JOEL, WAIT HERE 
> WARLOCK, TAKE THE SPELL SCROLL   
      THEN FOLLOW ME 
> MIKE, NORTH.GET THE BRAN MUFFIN. 
      THROW IT AT THE DWARF 

Notice that in the last two examples, you are giving 
one person more than one command on the same  
input line. 

You can use quotes to answer a question or say 
something �out loud.� For example: 

> SAY �HELLO SAILOR� 
> ANSWER �A ZEBRA� 

 
 
 
 
 
 
 

ZORK tries to guess what you really mean when 
you don't give enough information. For example, if 
you say that you want to do something, but not what 
you want to do it to or with, ZORK will sometimes 
decide that there is only one possible object that you 
could mean. When it does so, it will tell you. For  
example: 

> BURN THE KINDLING 
(with the torch) 
The kindling catches fire and is consumed. 
or 
> GIVE THE SWORD 
(to the gnome) 
The gnome, a sworn pacifist, refuses to take it. 

If your sentence is ambiguous, ZORK will ask 
what you really mean. You can answer most of these 
questions briefly by supplying the missing informa-
tion, rather than typing the entire input again. You  
can do this only at the very next prompt. Some ex-
amples: 

> TIE THE ROPE 
What do you want to tie the rope to? 
> THE MAST 
The rope is now tied to the mast. 
or 
> HIT THE NAIL WITH THE HAMMER 
Which nail do you mean, the shiny nail or the rusty 
nail? 
> SHINY 
The shiny nail is driven halfway into the piece of 
wood. 

ZORK uses many words in its descriptions that it 
will not recognize in your sentences. For example, 
you might read, �Above you, moonlit clouds flit 
across the evening sky.� However, if ZORK doesn�t 
recognize the words SKY or CLOUDS in your input, 
you can assume that the sky and clouds are not im-
portant to your completion of the story, except to  
provide you with a more vivid description of where 
you are or what is going on. ZORK recognizes over 
600 words, nearly all that you are likely to use in  
your sentences. If ZORK doesn�t know a word you 
used, or any of its common synonyms, you are al-
most certainly trying something that is not important 
in your adventure.  
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Starting and Stopping 
Starting the story:  Now that you know what to expect 
when you venture into the caverns of ZORK, it�s  
time for you to �boot� your disk. To load ZORK,  
follow the instructions on the Reference Card in your 
ZORK I package. 

Following the copyright notice and the release 
number of the story, you will see a description of the 
place where the story begins. 

Here�s a quick exercise to help you get accus- 
tomed to interacting with ZORK I. Try the following 
command first: 
> OPEN THE MAILBOX 

Then press the RETURN (or ENTER) key. ZORK I  
will respond with: 
Opening the mailbox reveals a leaflet. 

Now try: 
> READ THE LEAFLET 

After you press the RETURN (or ENTER) key, ZORK  
I will respond: 
(Taken) 
Welcome to ZORK! 

ZORK is a story 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 without 
one. 
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Saving and restoring:  It will probably take you many 
days to complete ZORK I. Using the SAVE feature, 
you can continue at a later time without having to 
start over from the beginning, just as you can place a 
bookmark in a book you are reading. SAVE puts a 
�snapshot� of your place in the story onto another 
diskette. If you are a cautious adventurer, you may 
want to save your place before (or after) trying  
something dangerous or tricky. That way, you can go 
back to that position later, even if you have gotten  
lost or �killed� since then. 

To save your place in the story, type SAVE at the 
prompt (>), and then press the RETURN (or ENTER) 
key. Then follow the instructions for saving and re-
storing on your Reference Card. Some systems re-
quire a blank disk, initialized and formatted, for 
saves. Using a disk with data on it (not counting  
other ZORK saves) may result in the loss of that data, 
depending on your system. 

You can restore a saved position any time you 
want. To do so, type RESTORE at the prompt (>),  
and press the RETURN (or ENTER) key. Then follow 
the instructions on your Reference Card. You can 
then continue the story from the point where you  
used the SAVE command. You can type LOOK for a 
description of where you are. 

Quitting and restarting:  If you want to start over 
from the beginning of the story, type RESTART.  
(This is usually faster than re-booting.) Just to make 
sure, ZORK will ask if you really want to start over. 
If you do, type Y or YES, and press the RETURN  
(or ENTER) key. 

If you want to stop, type QUIT. Once again,  
ZORK will ask if this is really what you want to do.  
If you do, type Y and press the RETURN key. 

Remember when you RESTART or QUIT: if you 
want to be able to return to your current position, you 
must first do a SAVE. 



Appendix A 
Quick Reference Guide 
The object of ZORK I is to find the treasures of the 
Great Underground Empire and put them in your  
trophy case. 

1. To start the story (�boot up�), see the separate  
Reference Card in your ZORK package. 

2. When you see the prompt (>) on your screen, 
ZORK is waiting for your command. There are  
four kinds of sentences or commands that ZORK  
understands:  

A. Direction commands: To move from place to 
place, just type the direction you want to go: N (or 
NORTH), E, S, W, NE, SE, NW, SW, U (or UP), 
D, IN, OUT.  

B. Actions: Just type whatever you want to do. 
Some examples: READ THE BOOK or OPEN THE 
DOOR or LOOK THROUGH THE WINDOW.  
Once you�re familiar with simple commands, 
you�ll want to use more complex ones as described 
in �Communicating with ZORK� on page 14.  

C. Commands given to people: To talk to charac-
ters in the story, type their name, then a comma, 
then what you want to say to them. For example: 
TROLL, GIVE ME THE AXE or OLD MAN, GO 
NORTH.  

D. Special one-word commands: some one-word 
commands, such as INVENTORY or DIAGNOSE, 
give you specific information or affect your output. 
A list of these appears in the �Important Com-
mands� appendix on page 18. 
3. Important! After typing your sentence or com-
mand, you must press the RETURN (or ENTER) key 
before ZORK will respond. 

4. On most computers, your screen will have a spe-
cial line called the status line. It tells you the name  
of your current location, your score, and the number 
of turns you have taken. 

5. You can pick up and carry many of the items you�ll 
find in the story. For example, if you type TAKE THE 
NECKLACE, you will be carrying it. Type INVEN-
TORY to see a list of everything you are carrying. 

6. When you want to stop, save your place for later,  
or start over, read the �Starting and Stopping� sec- 
tion on page 16. 

7. If you have trouble, refer to the specific section of 
the manual for more detailed instructions. 
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Appendix B 
Important Commands 
There are a number of one-word commands which 
you can type instead of a sentence. You can use them 
over and over as needed. Some count as a turn,  
others do not. Type the command after the prompt  
(>) and hit the RETURN (or ENTER) key. 

AGAIN�ZORK will usually respond as if you had 
repeated your previous sentence. Among the cases 
where AGAIN will not work is if you were just talking 
to another character. You can abbreviate AGAIN to  
G. 

BRIEF�This tells ZORK to give you the full descrip-
tion of a location only the first time you enter it. On 
subsequent visits, ZORK will tell you only the name 
of the location and the objects present. This is how 
ZORK will normally act, unless you tell it otherwise 
using the VERBOSE or SUPERBRIEF commands. 
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DIAGNOSE�ZORK will give you a medical report 
of your physical condition. This is particularly useful if 
you have just survived a dangerous battle or if you are 
under the effects of a magical spell. 

INVENTORY�ZORK will list what you are carry-
ing. You can abbreviate INVENTORY to I. 

LOOK�This tells ZORK to describe your location in 
full detail. You can abbreviate LOOK to L. 

QUIT�This lets you stop. If you want to save your 
position before quitting, follow the instructions in 
�Starting and Stopping� on page 16. You can abbrevi-
ate QUIT to Q. 

RESTART�This stops the story and starts over from 
the beginning. 

RESTORE�This restores a story position made using 
the SAVE command. See �Starting and Stopping� for 
more details. 

SAVE�This makes a �snapshot� of your current 
story position onto your storage disk. You can return 
to a saved position in the future using the RESTORE 
command. See �Starting and Stopping� for more  
details. 

SCORE�ZORK will show your current score and  
the number of turns you have taken. It will also tell 
you your rank, which is based on your score. 



SCRIPT�This command tells your printer to begin 
making a transcript of the story as you venture on-
wards. A transcript may aid your memory but is not 
necessary. It will work only on certain computers; 
read your Reference Card for details. 

SUPERBRIEF�This commands ZORK to display only 
the name of a place you have entered, even if you 
have never been there before. In this mode, ZORK 
will not even mention which objects are present. Of 
course, you can always get a description of your  
location, and the items there, by typing LOOK. In  
SUPERBRIEF mode, the blank line between turns will 
be eliminated. This mode is meant for adventurers 
who are already very familiar with the geography. 
Also see VERBOSE and BRIEF. 

UNSCRIPT�This commands your printer to stop 
making a transcript. 

VERBOSE�This tells ZORK that you want a com-
plete description of each location and the objects in it 
every time you enter a location, even if you�ve been 
there before. Also see BRIEF and SUPERBRIEF. 

VERSION�ZORK responds by showing you the  
release number and the serial number of your copy of 
the story. Please include this information if you ever 
report a �bug� in ZORK. 

WAIT�This will cause time in the story to pass.  
Normally, between turns, nothing happens in the 
story. You could leave your computer, take a nap and 
return to the story to find that nothing has changed. 
You can use WAIT to make time pass in the story 
without doing anything. For example, if you encoun-
ter an alien being, you could WAIT to see what it will 
do. Or, if you are in a moving vehicle, you could 
WAIT to see where it will go. You can abbreviate 
WAIT to Z. 
Appendix C 
Some Recognized Verbs 
This is only a partial list of the verbs that all three 
ZORK adventures understand. There are many  
more. Remember that you can use a variety of prep-
ositions with them. For example, LOOK can become 
LOOK INSIDE, LOOK BEHIND, LOOK UNDER, 
LOOK THROUGH, LOOK AT and so on. 

ANSWER                     FOLLOW             SAY  
ATTACK                       GIVE                    SEARCH  
BLOW                          INFLATE               SHAKE  
BREAK                         JUMP                   SLIDE  
BURN                          KICK                    SMELL  
CLIMB                          KNOCK               STAY  
CLOSE                         LIGHT                   STRIKE  
COUNT                       LISTEN                 SWIM  
CROSS                        LOCK                   TAKE  
CUT                             LOOK                  TELL  
DEFLATE                      LOWER                THROW  
DIG                              MOVE                  TIE  
DRINK                         OPEN                  TOUCH  
DROP                          POUR                   TURN  
EAT                              PRAY                    UNLOCK  
ENTER                         PULL                     WAKE  
EXAMINE                    PUSH                   WALK  
EXIT                             PUT                      WAVE  
EXTINGUISH               RAISE                   WEAR  
FILL                              READ                   WIND  
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Appendix D 
ZORK Complaints 
ZORK will complain if you type a sentence that con-
fuses it completely. ZORK will then ignore the rest  
of the input line. (Unusual events, such as being  
attacked, may also cause ZORK to ignore the rest of 
the sentences you typed, since the event may have 
changed your situation drastically.) Some of ZORK�s 
complaints: 

I DON�T KNOW THE WORD �(your word).� The 
word you typed is not in the story�s vocabulary. 
Sometimes using a synonym or rephrasing will help. 
If not, ZORK probably doesn�t know the idea you 
were trying to get across. 

YOU USED THE WORD �(your word)� IN A WAY 
THAT I DON�T UNDERSTAND. ZORK knows the 
word you typed, but couldn�t use it in that sense.  
Usually this is because ZORK knows the word as a 
different part of speech. For example, if you typed 
PRESS THE LOWER BUTTON, you are using LOWER 
as an adjective, but ZORK might know LOWER only 
as a verb, as in LOWER THE ROPE. 

THAT SENTENCE ISN�T ONE I RECOGNIZE. The  
sentence you typed may have been gibberish, such  
as GIVE TROLL WITH SWORD. Or, you may have 
typed a reasonable sentence but used a syntax that 
ZORK does not recognize, such as SMELL UNDER 
THE ROCK. Try rephrasing the sentence. 
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THERE WAS NO VERB IN THAT SENTENCE! Unless 
you are answering a question, each sentence must 
have a verb (or a command) in it somewhere. 
THERE SEEMS TO BE A NOUN MISSING IN THAT 
SENTENCE! This usually means that your sentence 
was incomplete, such as EAT THE BLUE. 

THERE WERE TOO MANY NOUNS IN THAT SEN-
TENCE. An example is PUT THE SOUP IN THE BOWL 
WITH THE LADLE, which has three noun �phrases,� 
one more than ZORK can digest in a single action. 

I BEG YOUR PARDON? You hit the RETURN  
(or ENTER) key without typing anything. 

IT�S TOO DARK TO SEE. In the story, there was not 
enough light to perform your action. 

I DON�T SEE WHAT YOU ARE REFERRING TO. You 
used HIM, HER or IT, but ZORK isn�t sure what per-
son or object you meant. 

YOU CAN�T SEE ANY �(object)� HERE! The item  
you referred to was not visible. It may be some- 
where else, inside a closed container, and so on. 
THE OTHER OBJECT(S) THAT YOU MENTIONED  
ISN�T (AREN�T) HERE. You referred to two or more 
items in the same sentence, and at least one of them 
wasn�t visible to you in your present location. 

YOU CAN�T GO THAT WAY. There was no passage 
or exit in the direction you tried to move. 
YOU CAN�T USE MULTIPLE (IN)DIRECT OBJECTS 
WITH �(your verb).� You can refer to several items  
at the same time only with certain verbs. Among the 
more useful of these verbs are TAKE, DROP and PUT. 
This restriction also applies to the use of ALL, as in 
DROP ALL. For example, ATTACK will not work with 
multiple objects; you couldn�t say ATTACK ALL or 
ATTACK THE WARLOCK AND THE ENCHANTER. 



Appendix E 
Sample Transcript and Map 
This transcript is not from any of the ZORK adven-
tures, but it does show most of the usual things you 
can do in ZORK. It contains several simple puzzles 
and their solutions, and it will give you a good idea of 
how Infocom�s interactive fiction works. The player�s 
sentences appear in capital letters after each prompt 
(>). The map represents the terrain in the sample  
transcript as you might have drawn it. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
> APPLY THE BRAKES 
The Frobozz Magic Go-Cart coasts to a stop. 

Moss-lined Tunnel, in the Go-Cart 
This is a long east-west tunnel whose walls are covered 
with green and yellow mosses. 

There is a jewel-studded monkey wrench here. (outside 
the Go-Cart) 
A bent and rusted monkey wrench is lying here. (outside 
the Go-Cart) 

> TAKE THE WRENCH 
Which wrench do you mean, the jeweled monkey 
wrench or the rusty monkey wrench? 

> JEWELED 
You can�t reach it from inside the Go-Cart. 
> WEST 
You�re not going anywhere until you stand up. 

> GET OUT OF THE GO-CART 
You are on your own feet again. 

> TAKE THE JEWELED WRENCH 
Taken. 

> WEST 
Lumber Yard 
This is a huge room lined with metal shelves. There are 
exits to the east, northeast, and west. 
There is a small cardboard box here. 
Piled on one of the shelves is a supply of lumber. 

> TAKE THE BOX AND THE LUMBER 
small cardboard box: Taken. 
supply of lumber: Your load is too heavy. 

> INVENTORY 
You are carrying: 
   a lamp (providing light) 
   a glass jar 
   The glass jar contains: 
      a quantity of pomegranate juice 
   a jeweled monkey wrench 
   a dart gun 
   a small cardboard box 

> DROP THE DART GUN 
Dropped. 

> TAKE THE LUMBER 
Taken. 

> LOOK INSIDE THE BOX 
The small cardboard box is closed. 

> OPEN IT 
Opening the small cardboard box reveals a bunch of 
two-inch nails. 

> EXAMINE THE LUMBER 
It consists of two rectangular pieces of wood, about 10 
feet long, and perhaps a dozen shorter dowel-shaped 
pieces. 

> WALK NORTHEAST 
Foreman�s Office 
This is the office of the lumber yard foreman. The only 
exit is to the southwest. 
Instruction Manual      21 



> SW 
Lumber Yard 
There is a dart gun here. 

> WALK WEST 
Carpentry Shop 
You are in a room furnished with wooden shelves, cabi-
nets, mantels and moldings, all gracefully carved out of 
fine wood. An array of precision tools adorns the walls. 
The only exit is south... unless you want to count the 
opening in the roof. 
A carpenter gnome is sitting here, twiddling his thumbs. 

>UP 
The opening is too high to reach. 

>GNOME, BUILD A LADDER 
�I�d be glad to, but not for free!� 

> GIVE THE JEWELED MONKEY WRENCH TO THE 
GNOME 
The gnome examines the jeweled monkey wrench care-
fully. "Thank you," he exclaims, adding it to his collection 
of tools. 

> GNOME, BUILD A LADDER 
�Oh, yes, your ladder. Unfortunately, I have no  
lumber.� 

> GIVE THE LUMBER TO THE GNOME 
The gnome accepts the supply of lumber. 

> GNOME, BUILD LADDER 
�Darn it! I�m fresh out of nails.� 

> GIVE NAILS 
(to the gnome) 
The gnome accepts the bunch of nails. 

> GIVE THE LAMP TO THE GNOME 
The gnome attempts to build a beautiful set of kitchen 
cabinets out of the lamp. Finally, he gives up and hands 
it back to you. 

> GNOME, BUILD LADDER 
The gnome grumbles but constructs a handsome 
wooden ladder. He admires his handiwork and hands 
you the ladder. 

> PUT THE LADER THROUGH THE HOLE 
I don�t know the word �lader.� 
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> PUT THE LADDER THROUGH THE HOLE 
The ladder is now resting against the rim of the hole. 

> UP 
You�re carrying too much to climb a ladder. 

>I 

You are carrying: 
   a lamp (providing light) 
   a glass jar 
   The glass jar contains: 
      a quantity of pomegranate juice 
  a small cardboard box 

> DROP ALL BUT THE LAMP 
glass jar: Dropped. 
small cardboard box: Dropped. 

> LOOK 
Carpentry Shop 
You are in a room furnished with wooden shelves, cabi-
nets, mantels and moldings, all gracefully carved out of 
fine wood. An array of precision tools adorns the walls. 
The only exit is south... unless you want to count the 
opening in the roof. 
A carpenter gnome is sitting here, twiddling his thumbs. 
There is a glass jar here. 
The glass jar contains: 
   a quantity of pomegranate juice 
There is a small cardboard box here. 

> UP 
Monster�s Lair 
This is the den of the dreaded Seven-Headed Snow 
Monster of Snurth. It is quite chilly in here, and ice covers 
the floor and walls. A ladder protrudes from a hole in 
the ground, and sunlight comes from the cave entrance 
to the east. 
The Snow Monster, bellowing loudly, blocks the eastern 
exit. 

> DOWN.SOUTH.TAKE DART GUN.WEST.UP 
Carpentry Shop 
A carpenter gnome is sitting here, twiddling his thumbs. 
There is a glass jar here. 
The glass jar contains: 
  a quantity of pomegranate juice 
There is a small cardboard box here. 



 

Lumber Yard 
There is a dart gun here. 

Taken. 

Carpentry Shop 
A carpenter gnome is sitting here, twiddling his thumbs. 
There is a glass jar here. 
The glass jar contains: 
   a quantity of pomegranate juice 
There is a small cardboard box here. 

Monster�s Lair 
The Snow Monster, bellowing loudly, blocks the eastern 
exit. 

> SHOOT MONSTER 
What do you want to shoot the monster with? 

> DART GUN 
The Snow Monster clutches at the dart and then keels 
over. His body vanishes in a cloud of acrid black smoke. 

> EAST 
Orange Grove 
A path leads northeast through this small grove of or- 
ange trees. A dark cave lies to the west. A sign is posted 
near the grove. 

> READ THE SIGN 
�Warning! These are poisonous oranges, not meant 
for human consumption. 

                                                        � Farmer Bozbar� 

> EAT AN ORANGE 
Aaarrrr! It burns your tongue and your throat! 

***You have died*** 

A forest sprite appears, looking concerned. �You�ve 
done it again,� says the sprite, with a mixture of sympa-
thy and disgust. �I�ll give you only one more chance.� 
She sprinkles some fairy dust on you� 

Wooden Bridge 
There is a lamp here. 

> LOOK 
Wooden Bridge 
You are on a sturdy bridge leading northeast to south-
west. The river below flows quickly amongst pointy rocks. 

There is a lamp here. 
Appendix F 
We�re Never Satisfied 
Here at Infocom, we take great pride in the quality of 
our stories. Even after they�re �out the door,� we�re 
constantly improving, honing and perfecting. 
    Your input is important. No matter how much  
testing we do, it seems that some �bugs� never  
crawl into view until thousands of you begin doing all 
those wild and crazy things to the story. If you find a 
bug, or if you think a certain puzzle was too hard or 
too easy, or if you have some other suggestion, or if 
you�d just like to tell us your opinion of ZORK, drop 
us a note! We love every excuse to stop working, and 
a letter from you is just such an excuse! Write to: 

INFOCOM, INC. 
125 CambridgePark Drive 
Cambridge, MA 02140 
Attn: DIMWIT FLATHEAD 
Appendix G 
If You Have Technical Problems 
You can call the Infocom Technical Support Team to 
report bugs and technical problems, but not for hints 
to solve puzzles, at (617) 576-3190. If your disk de-
velops a problem within ninety (90) days after pur-
chase, we will replace it at no charge. Otherwise, 
there is a replacement fee of $5.00 (U.S. currency).  
If you call to report a bug, please provide your re-
lease number, which you can find by typing VER-
SION. Please return your registration card if you�d 
like to be on our mailing list and receive our newslet- 
ter, THE NEW ZORK TIMES. 
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Appendix H 
Author Biographies 
Marc Blank. A graduate of MIT and the Albert  
Einstein College of Medicine, Marc has been involved 
in writing interactive fiction since its formative period 
in the late 1970s. Co-author of the original mainframe 
version of ZORK in 1977, he was instrumental in lay-
ing the groundwork for the appearance of interactive 
fiction on personal computers in the early 1980s.  
He is co-author of ZORK I, ZORK II, ZORK III and 
ENCHANTER,® and is sole author of DEADLINE,® 
the first interactive mystery. His continuing work in 
interactive technologies in large part made Infocom�s 
name synonymous with interactive fiction. His 
mother still wishes he would practice medicine. 

Dave Lebling. Dave Lebling was born in Washington, 
D.C. and grew up in suburban Maryland. He at-
tended the Massachusetts Institute of Technology  
and worked at MIT�s Laboratory for Computer Sci-
ence, where he developed an interest in computer  
entertainments. He was a co-author of the original 
mainframe ZORK. He has co-authored ZORK I, 
ZORK II, ZORK III and ENCHANTER, and written 
STARCROSS® on his own. He is married and lives  
in a suburb of Boston, where his appetite for the 
printed word is restrained only by the volume of  
his house. 
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Customer Support 
 
For the support for all your games bought through GOG.com,  
please visit our Support page at http://www.gog.com/support.  
 
If you're logged in, go directly to "Support" page,  
where you can see a list of all your Good Old Games,  
otherwise you can find the game you're looking for through the smart search.  
Choose the game that you have problem with,  
and see whether the solution isn't already posted.  
If not, go to the "Contact us" page,  
select "Technical issues with games"  
and hit "Continue" to send us a message describing your problem.  
Fill all the required fields with proper data -  
please enter as much details as you can,  
this will help us solve your problem faster.  
All your messages and our replies will appear on your "My Account" page. 
 

SOFTWARE LICENSE AGREEMENT 
 

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE 
SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES ALL 
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED 
MATERIALS, AND ANY ONLINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL 
COPIES OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, 
INSTALLING, AND/OR USING THE PROGRAM AND ANY SOFTWARE PROGRAMS 
INCLUDED WITHIN OR, IF YOU ARE DOWNLOADING THIS PROGRAM FROM AN 
AUTHORIZED ACTIVISION ONLINE RESELLER, BY DOWNLOADING, INSTALLING AND/OR 
USING THIS PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION 
PUBLISHING, INC. AND ITS AFFILIATES ("ACTIVISION").  
 
LIMITED USE LICENSE. Subject to the conditions described below, Activision grants you the 
non-exclusive, non-transferable, limited right and license to install and use one copy of this 
Program solely and exclusively for your personal use. All rights not specifically granted under this 
Agreement are reserved by Activision and, as applicable, Activision’s licensors. This Program is 
licensed, not sold, for your use. Your license confers no title or ownership in this Program and 
should not be construed as a sale of any rights in this Program.  This Software License 
Agreement shall also apply to any patches or updates you may obtain for the Program. 
 
LICENSE CONDITIONS.  
You shall not: 
- Exploit this Program or any of its parts commercially, including but not limited to use at a cyber 

cafe, computer gaming center or any other location-based site. Activision may offer a separate 
Site License Agreement to permit you to make this Program available for commercial use; see 
the contact information below. 

- Use this Program, or permit use of this Program, on more than one computer, computer 
terminal, or workstation at the same time. 

- Make copies of this Program or any part thereof, or make copies of the materials accompanying 
this Program. 

- Copy this Program onto a hard drive or other storage device except as specifically permitted 
herein; you must run this Program from the included CD-ROM or DVD-ROM (although this 
Program itself may automatically copy a portion of this Program onto your hard drive during 
installation in order to run more efficiently)unless you are downloading this Program from an 
authorized Activision online reseller. 



- Use the program, or permit use of this Program, in a network, multi-user arrangement or remote 
access arrangement, including any online use, except as otherwise explicitly provided by this 
Program. 

- Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this 
Program, without the express prior written consent of Activision. 

- Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative 
works of this Program, in whole or in part. 

- Hack or modify (or attempt to modify or hack) the Program, or create, develop, modify, 
distribute or use any software programs, in order to gain (or allow others to gain) advantage of 
this Program in an on-line multiplayer game settings including but not limited to local area 
network or any other network play or on the internet. 

- Remove, disable or circumvent any proprietary notices or labels contained on or within the 
Program. 

- Export or re-export this Program or any copy or adaptation in violation of any applicable laws or 
regulations of the United States government.  

 
PERMITTED INSTALLATION.  If you are downloading this Program from an authorized Activision 
online reseller, you may install this Program onto your computer hard drive. 
 
OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program 
(including but not limited to any patches and updates) and any and all copies thereof (including 
but not limited to any titles, computer code, themes, objects, characters, character names, 
stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical 
compositions, audio-visual effects, methods of operation, moral rights, any related 
documentation, and "applets" incorporated into this Program) are owned by Activision, affiliates of 
Activision or Activision’s licensors. This Program is protected by the copyright laws of the United 
States, international copyright treaties and conventions and other laws. This Program contains 
certain licensed materials and Activision’s licensors may protect their rights in the event of any 
violation of this Agreement. 
 
PROGRAM UTILITIES. This Program may contain certain design, programming and processing 
utilities, tools, assets and other resources ("Program Utilities") for use with this Program that allow 
you to create customized new game levels and other related game materials for personal use in 
connection with the Program ("New Game Materials"). The use of any Program Utilities is subject 
to the following additional license restrictions: 
- You agree that, as a condition to your using the Program Utilities, you will not use or allow third 

parties to use the Program Utilities and the New Game Materials created by you for any 
commercial purposes, including but not limited to selling, renting, leasing, licensing, distributing, 
or otherwise transferring the ownership of such New Game Materials, whether on a stand alone 
basis or packaged in combination with the New Game Materials created by others, through any 
and all distribution channels, including, without limitation, retail sales and on-line electronic 
distribution. You agree not to solicit, initiate or encourage any proposal or offer from any person 
or entity to create any New Game Materials for commercial distribution. You agree to promptly 
inform Activision in writing of any instances of your receipt of any such proposal or offer. 

- If you decide to make available the use of the New Game Materials created by you to other 
gamers, you agree to do so solely without charge.  

- New Game Materials shall not contain modifications to any COM, EXE or DLL files or to any 
other executable Product files. 

- New Game Materials may be created only if such New Game Materials can be used exclusively 
in combination with the retail version of the Program. New Game Materials may not be 
designed to be used as a stand-alone product. 

- New Game Materials must not contain any illegal, obscene or defamatory materials, materials 
that infringe rights of privacy and publicity of third parties or (without appropriate irrevocable 
licenses granted specifically for that purpose) any trademarks, copyright-protected works or 
other properties of third parties. 



 

 
LIMITED WARRANTY: Excepting patches, updates and any downloaded content, and this 
Program if you are downloading it from an authorized Activision online reseller, Activision 
warrants to the original consumer purchaser of this Program that the recording medium on which 
the Program is recorded will be free from defects in material and workmanship for 90 days from 
the date of purchase. If the recording medium is found defective within 90 days of original 
purchase, Activision agrees to replace, free of charge, any product discovered to be defective 
within such period upon its receipt of the Product, postage paid, with proof of the date of 
purchase, as long as the Program is still being manufactured by Activision. In the event that the 
Program is no longer available, Activision retains the right to substitute a similar program of equal 
or greater value. This warranty is limited to the recording medium containing the Program as 
originally provided by Activision and is not applicable to normal wear and tear. This warranty shall 
not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or 
neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period 
described above. 
 
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY 
WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-
INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL 
BE BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL ACTIVISION BE LIABLE 
FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO 
PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM 
STATE TO STATE. 
 
If you download this Program from an authorized Activision online reseller, please refer to your
authorized Activision online reseller for warranty information and procedures.  
 



LIMITATION ON DAMAGES: IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED 
BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED 
THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM 
JURISDICTION TO JURISDICTION. 
 
TERMINATION: Without prejudice to any other rights of Activision, this Agreement will terminate 
automatically if you fail to comply with its terms and conditions. In such event, you must destroy 
all copies of this Program and all of its component parts. 
 
U.S. GOVERNMENT RESTRICTED RIGHTS: The Program and documentation have been 
developed entirely at private expense and are provided as "Commercial Computer Software" or 
"restricted computer software." Use, duplication or disclosure by the U.S. Government or a U.S. 
Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the 
Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth 
in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses 
at FAR 52.227-19, as applicable. The Contractor/Manufacturer is Activision Publishing, Inc., 3100 
Ocean Park Boulevard, Santa Monica, California 90405. 
 
INJUNCTION: Because Activision would be irreparably damaged if the terms of this Agreement 
were not specifically enforced, you agree that Activision shall be entitled, without bond, other 
security or proof of damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Activision may otherwise have under applicable 
laws. 
 
INDEMNITY: You agree to indemnify, defend and hold Activision, its partners, affiliates, licensors, 
contractors, officers, directors, employees and agents harmless from all damages, losses and 
expenses arising directly or indirectly from your acts and omissions to act in using the Product 
pursuant to the terms of this Agreement. 
 
MISCELLANEOUS: This Agreement represents the complete agreement concerning this license 
between the parties and supersedes all prior agreements and representations between them. It 
may be amended only by a writing executed by both parties. If any provision of this Agreement is 
held to be unenforceable for any reason, such provision shall be reformed only to the extent 
necessary to make it enforceable and the remaining provisions of this Agreement shall not be 
affected. This Agreement shall be construed under California law as such law is applied to 
agreements between California residents entered into and to be performed within California, 
except as governed by federal law and you consent to the exclusive jurisdiction of the state and 
federal courts in Los Angeles, California.  
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