SpiritWrak — Map Notes

General Notes

· Like Infocom’s games, SpiritWrak has several nested rooms and vehicles, such as Palace Dungeons (in the prison cell) and Grassland Beach (in the small sailboat). Most are entered via some form of ENTER, but a couple unusual ones, in the prison cell and in the set of curtains, can be entered using compass directions. Nested rooms are shown as yellow boxes. For a vehicle, a solid yellow outline indicates its initial position, while dotted outlines indicate other potential locations.

· In “danger rooms” the player may linger for a limited time before being killed. Red areas are dangerous from the start. Orange rooms become dangerous after triggering some event. Rooms shaded red with a skull logo are “instant death rooms” where the player dies immediately upon entering, with no time to perform any actions. A green skull logo indicates that a critical item can be destroyed in a location, preventing the player from being able to finish the game.

· Rooms shaded cyan are locations where the player can spend a limited time in the room before being kicked out or an opportunity to progress in the game is lost in some way (usually permanently). Some of these rooms, such as Inside Elevator or Bedroom (on the large bed), are not critical to completing the game.

· Rooms outlined in blue are reached by time travel from Mystical Cave or during the endgame. Some also exist in the present and are outlined in both blue and black. These have a mixture of colored-coded exits that only exist in their respective time periods. Note that the map implies that rooms existing in both the past and present are the same locations, but most were actually coded as separate room objects.

· Rooms, connections, and icons outlined in brown do not exist in version 3 of the game. Their descriptions and routines are still present in the game’s source code, disabled by comment flags.

· Many disallowed exits have descriptions implying extra geography, but the player trying to explore in those directions either cannot for some reason, or the player wanders around, finds nothing interesting, and returns. In general, if the game forbids travel in a particular direction with something other than the generic “you can’t go that way” message, I include recursive exits in those directions to reflect the game’s prose. Exception to this rule include the Ethereal Plane of Atrii locations, the various GUS train platforms, and Lost at Sea. City rooms and Hades rooms are special cases, discussed later.

· Rooms shaded gray, found in cities, have recursive exits in many directions that I did not want to display individually due to the clutter. In these locations, all unused exits should be presumed recursive — not only standard compass directions, but also UP, DOWN, and IN. However, OUT always generates the message, “But you aren’t in anything at the moment.” Subway Entrance in Frostham has the only exception of an unused exit (UP) from a city location that generates the generic message, “You can’t go that way.”

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

Monastery

· The sleeping pallet may be taken and dropped, potentially creating the on the sleeping pallet nested room almost anywhere. This nested room is shown in the pallet’s initial location in Your Quarters. The only other place I have displayed it is at Bottom of Snowy Slope, where the pallet is needed for a puzzle. Technically, however, the pallet needs to be specifically placed on the large boulder, and while it is there, the player actually cannot enter it.

· NORTH from Hallway (east end) is a recursive exit in version 3, where the door is mentioned but cannot be entered. The north door could be entered in older versions. EAST from Hallway (east end) is not a recursive exit in version 3, where there is absolutely no mention of Acolyte Chambers or a potential exit in that direction.

· The player often falls and dies when climbing out the window from Steeple Room. Entering Steeple Room from Steeple Roof is always safe, however. Falls in these areas are still fatal even if the player casts FEEYUK.

· UP from Top of Snowy Slope leads to Top of Tree. The exit is marked as “special” because UP does not work until the player explicitly tries to CLIMB TREE for the first time. Afterwards, Top of Tree may be reached by UP.

· WEST from Mountain Peak is fatal if the player carries anything. Once the player has caused a collapse at Snowy Outcropping, it is no longer possible to go WEST from Mountain Peak.

· The spell scroll on Snowy Outcropping lands at Steeple Roof along with the player.

· NORTH, SOUTH, WEST from Snowy Intersection become recursive exits when the player visits this location during time travel. EAST is always recursive in any time period.

· The bathroom scale is an object found in the source code that could be entered to create the nested room, on the bathroom scale, presumably almost anywhere. The code is disabled by comment flags, and it is unclear if the item was cut out of an earlier version, or if it was never implemented in the first place. A comment in the code fragment suggests the latter. Moreover, the code is also missing a statement of where the item is found, nor is there a disabled statement elsewhere that would move the item into the player’s location. Presumably the scale was to be in the monastery somewhere, since the code fragment is in that section. I have made a brown box for this disabled nested room near the various quarters, since this would have been the most logical location for a bathroom scale.

Frostham

· When going NORTH to General Store from North End of Hallway after leaving too much weight at South End of Hallway, the player may never again go SOUTH from General Store. The exit is thus marked “transient” even though this situation does not always arise in the game.

· ZEMDOR allows triplication of a coin, but this can be done only once.

· The receptionist travels NORTHEAST out of Governor’s House Waiting Room to Frostham (and can be briefly glimpsed there). The skier travels WEST from Ski Resort, a direction that is disallowed for the player.

· Subway Entrance is a “city location” but UP is not a recursive exit.

Great Underground Subway

· The three Subway Car locations are true rooms, not nested rooms/vehicles. The comments in the source code suggest the author had considered treating them as vehicles but decided against it.

Aragain

· NORTH from Palace Dungeons leads to the nested room, Palace Dungeons (in the prison cell). Once in the cell, however, the player has to EXIT. SOUTH does not let the player leave the cell.

· The spell scroll in North Exhibit Room is never visible in this room. It is hidden behind the painting which travels to Workroom when stolen by the thief. Because the painting is initially in this location, the scroll is also shown here, although the player can never pick up and search the painting while in North Exhibit Room.

Barsap’s Royal Gambit

· Falls from the upper levels are fatal unless the player casts FEEYUK. Falls from the lowest level are always fatal.

· Balsa wood beams crack during the first crossing. Pine beams may be crossed once, but crack during the second crossing. Ebony beams crack on the third trip. Landing on a beam counts as crossing (i.e., landing on a balsa beam cracks it immediately). Any beam may be picked up, carried, dropped, or reinserted into the slots on the cubes. Incidentally, the game seems to get buggy if the player leaves too many beams in the same location.

Fublio Valley

· Theoretically, there are many zorkmids available at Abandoned Bank due to interest.

· If there are too few coins in “basis”, the player cannot leave. The SOUTH exit is labeled as “restricted” for this reason (presumably, the player is trying to go that way while carrying too much money). The bank can be robbed by taking the coins, casting LUNCHO on them, committing suicide, then picking them up in Hades (5).

· It appears to be impossible to reach Bottom of Lighthouse before the volcano erupts at On Fublio Bay. Thus, this room is technically not a danger room even though the lower level of the lighthouse becomes flooded and DOWN from Lighthouse, Upper Level is fatal. However, the source code does include a death routine for a player who is somehow present in Bottom of Lighthouse during the eruption, so I have still shaded the room orange.

· The toy volcano can be used at Lost at Sea, turning that location into a danger room.

· If the player is killed at On Fublio Bay or Lost at Sea by the volcanic eruption, small sailboat (in its damaged state) is moved back to Grassland Beach should the player return after being resurrected. Thus, I have included the odd notation showing small sailboat returning to its former location from these rooms. It is not meant to imply that the deceased player travels with the boat. Actually, the source code indicates that small sailboat moves to Grassland Beach after the eruption, no matter where it is located. However, without cheating to obtain another volcano, the only places the boat can possibly be during an eruption are On Fublio Bay, Lost at Sea, or already at Grassland Beach.

· From Ethereal Plane of Atrii (7), the player normally arrives at Grassland Beach (in the small sailboat). However, the player can leave small sailboat elsewhere and commit suicide (e.g., by swearing or by going DOWN from Lighthouse, Upper Level). After the player’s resurrection, the depression at Ethereal Plane of Atrii (7) transports the player to small sailboat, nested in whichever room the boat was left at the time of death. Thus the odd notation showing multiple pathways from Ethereal Plane of Atrii (7).

· The rod fragment left at On Strange Boat during time travel is found at South Part of Island in the present.

· Dark Damp Cave becomes a “danger room” only if visited after making the wrong choice in the endgame.

Greater Anthar

· According to the source code, Morgan and Frobar move from Delbin’s Pub to the locations indicated. The thief instead is removed from the game and the player can never again interact with him. However, the prose describing events in North Exhibit Room and in the New Borphee skyscraper refer to the thief’s presence, even though he is technically never coded as a character object in those areas. To remain consistent with other characters and with the game’s prose, I have shown red pathways reflecting the thief’s “travels”.

· On the player’s first visit, NORTH from Near Locker Room to Locker Room causes player to be brought to Flathead Field immediately, with no opportunity to do anything in Locker Room.

· In version 3, the player’s reward for defeating the golems is 10 zorkmids, defined in the source code as ‘c20’ to ‘c29’. However, the code has an 11th coin in the bag of winnings (‘c30’), which is disabled by a comment flag. The functional coin ‘c30’ is in Abandoned Bank. It is not clear if this 11th coin was something removed from a previous version, or simply a mistake fixed on the fly, perhaps because the author lost track of how many coin objects had been coded until that point — I can easily see that happening. I suspect the latter explanation is correct, because of the presence of redundant ‘c30’ objects. In any case, I made a notation in brown of 11 zorkmids available at Locker Room, as opposed to the 10 coins present in version 3.

· NORTH from Entrance to Flathead Statium is fatal when the player visits the area by time traveling from Mystical Cave. SOUTHEAST and SOUTHWEST become recursive exits.

Gurth City

· Basement, surprisingly, is not a “danger room”; the zombie never attacks.

· EAST and WEST from Front of House lead to the alternative fatality or destination shown when the player time travels here from Mystical Cave.

· The rod fragment left at Construction Site during time travel is found in Basement in the present.

New Borphee

· Downtown New Borphee is a “city location” where all unused routes are recursive. Interestingly, the source code has a slightly different message specifically for the WEST exit, but this is disabled by a comment flag.

· If the thief catches the player in his lair, the player is transported back to Inside Skyscraper. Interestingly, the thief does not take the priceless painting back if the player is carrying it. Inside Skyscraper is also marked as a “limited time room” due to the fact that the thief can also appear there, where he simply leaves and shuts the door forever.

· The west wall of Workroom “appears to be made of solid granite” — another route to Temple and Treasure Room in Zork I, perhaps? The game subtly implies several times that the thief is the same one from Zork I.

· The soldiers in Ravine Pass travel to Forest Clearing only if the player makes the wrong choices. Technically, the soldiers in Ravine Pass and the bloody battle in Forest Clearing are coded as separate objects, but I have shown soldiers moving from one place to the other to reflect the game’s prose.

GUE Tech

· The spell scroll cannot be carried WEST from Library until signed out with the librarian. The comments in the source code reveal that the scroll actually can be stolen if it is nested more than two deep inside containers.

Trophy Rooms

· The source code has a Bare Cavern room with an EAST exit to Tunnel Intersection. This room object is coded as CAVE_BARE and is disabled by comment flags, presumably a room cut from version 3. In the current version, the Bare Cavern room EAST of Windy Tunnel is coded as CAVE_BARE2 and holds a journal fragment. The source code has no disabled exits that would take the player to CAVE_BARE. I presume that WEST from Tunnel Intersection originally led to CAVE_BARE, and the exit was simply deleted in the current version’s code rather than being disabled. I have shown it as such in brown. What is not clear is whether both Bare Cavern rooms existed in a previous version or if the older version had only the western location, which was moved to its current eastern location for version 3. I believe the latter is the case. Given how other rooms and objects with identical names are labeled in the source code, I suspect that if both rooms simultaneously existed in earlier versions, they would have been coded as CAVE_BARE1 and CAVE_BARE2, not CAVE_BARE and CAVE_BARE2. Because I do not think both rooms were present in the earlier version, I also believe the journal fragment was originally located in CAVE_BARE, and have shown it as such in brown.

· The rod fragment is never seen in Secret Trophy Room. However, it is implied that the rod fragment falls into Domed Chamber when the player solves the trophy room puzzle. According to the source code, it turns out the rod fragment is, in fact, stored in Secret Trophy Room until the puzzle is solved and the rod is moved into Domed Chamber. Thus, I have also shown Secret Trophy Room as a room that exists both in the past and present, even though it is impossible for the player to visit this room during the present.

· Domed Chamber becomes a “danger room” after the hole in the ceiling opens and the rod fragment falls in.

Miznia
· None of the Miznia rooms qualify as “city locations”.

· The tailor in Swank Boutique is technically not coded as a character object. To reflect the game’s prose, a route is shown for him entering and leaving from an unknown location (“from somewhere in the back of the store”).

· Frobar is moved from Delbin’s Pub to Study. This is something that could only be learned from looking at the game’s source code, since Frobar is constantly on the move in his house.

· In the game’s current version, Frobar carries a spell scroll and moves randomly around his house. Thus, the scroll is not shown in any particular room. In older versions, the scroll was hidden in Bedroom. An additional spell scroll icon with brown outlines is shown on the map to reflect this.

· Frobar boots the player off his bed if he enters the room while the player is on the large bed.

Ancient Ruins

· To remain consistent with the game’s prose and the formatting of the other maps, pool is shown as a nested “instant death room” in the upper eastern Small Chamber, since the player can enter the pool (but dies immediately) and it is a container that holds items under certain circumstances. Technically, however, pool is not a true nested room.

· If the player does not do the right things, the rod fragment falling from Low Chamber can be lost in pool.

Other Planes

· In the normal world, HUNCHO moves items to Ethereal Plane of Atrii (8), while LUNCHO moves items to Hades (5). In the Ethereal Plane of Atrii, LUNCHO moves items to Monastery Chapel. In Atrii, HUNCHO only works on the player, and only in Ethereal Plane of Atrii (8). HUNCHO cannot be cast in Hades.

· Ethereal Plane of Atrii (4) has an exit to the normal world that is unique in that it can be traveled by both SOUTH and ENTER. All other exits to the normal world cannot be traveled by direction commands, only by some form of ENTER (e.g., ENTER HOLE or ENTER DEPRESSION).

· Mistakes in Strange Room, Strange Kitchen, and Strange Bedroom cause the implementor to transport the player back to Ethereal Plane of Atrii (8). Strange Bedroom is not shaded as a “limited time room” because once the player is able to enter this room, he can stay as long as he wants if he does not deliberately wake the implementor.

· SOUTH from Strange Room leads to the nested room, Strange Room (in the set of curtains). Once behind the curtains, however, the player has to EXIT. NORTH does not let the player leave the curtains.

· If there are “lives” left, the player is randomly transported to Hades (1), Hades (2), or Hades (3) after dying.

· Rooms shaded tan are in Hades, with the property that only LOOK, WAIT, and direction commands are allowed. Each Hades room defines a destination for all ten directions (UP, DOWN, and the eight compass routes). Any exits not shown on the map do exist, but are recursive, leading back to the room of origin. For example, Hades (1) has a NORTHWEST exit to Hades (2), while the other nine directions not shown lead back to Hades (1). Hades (2) has a SOUTH exit to Hades (3); one-way exits EAST, NORTHWEST, UP, and DOWN to Hades (1); and recursive exits (not displayed) to the NORTH, NORTHEAST, SOUTHEAST, SOUTHWEST, and WEST that lead back to Hades (2). See below regarding the brown IN/OUT connections. Note that Hades (5) is special. A few extra actions are allowed (ENTER, EXAMINE, TAKE), and thus this room is not shaded in tan. Parenthetically, the source code actually defines a class of room called “Hades_Room_Class”. Hades (1-4) belong to this class, but not Hades (5).

· In Hades (1-4), and also Hades (5), IN/OUT are not allowed, yet the source code has routines for both IN and OUT from each of these locations. This was probably an oversight, although it may have occurred because the code was compiled under a different version of the Inform library. Another oddity is in Hades (5): the source code for that room has the property “in_to Hades_1” which is disabled by a comment flag (which does not matter, because IN/OUT do not work anyway). I have included routes in brown for the non-functional IN/OUT connections, disabled and not.

