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Loading ZORK

1)

3)

4)

6)

Model 111 ZORK

Check vour ZORK diskette to insure that it has a write-protect tab on it. A
write-protect tab prevents you from accidentally overwriting your game.

2) Turn the power switch on. Put the program diskette in the main drive (drive
0) with the label facing up. It should look like this:
Drive-0
—
Write-Protect
Tab
S 4

(

Figure 1-2. Loading ZORK from Diskette on the Model I11

\

Your TRS-80 will then prompt you for the date:
Ireer Date WMMDDIYY)?

Enter the current date in the proper format and press the : ENTER | key.
Next, vou will see a prompt for the time. Simply press the { ENTER ! key
because the clock display should be off when running ZORK.

The next prompt you see will be a flashing cursor prompt, which follows the
message 1 RSDOS Reaay. Type in .Z! 0. (R] [Ki, then press {[ENTER !

When vou've correctly loaded ZORK from the diskette. the copyright notce
and the serial number will appear, followed by a description of the starting
locadon of the game.




Loading ZORK
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The initial ZORK screen display looks like this:
ROOM: ‘est of House SCCrRz: O MOVES: O
West of House
You are s:arc:ng :n an open fieid west of 5 wn te house,
with a toarced front coor.
There is & smail mailbox nrere.
If nothing appears on your screen. something is wrong. Turn to Appendix A, _
*Troubleshooting,” for help. i
Whenever vou see the right arrow (>), ZORK is waiting for vou to type in your .
instructions. When vou have finished typing in vour instructions, press the :
[ENTER  kev. ZORK will respond and then the right arrow (>) will reappear. “ ) i
- 3
Next to the {>) trv typing the following:
GFEFEN _THEC MAITTL _ BoX
and press the _ENTER | key. ZORK responds with this: _ ;
Opening :~e maibox revea:s & zaflet.
— You may respond to ZORK by typing: L
RIEAD _THE _ LERAFLET ;
and pressing the | ENTER : key. ZORK cooperates and tells vou: i
i
(TAKEN) :
WELCOME 7O ZCRK !
ZORK s & came of agventure, danger, éng 'Ow Cunning. ;
In it vou w:il explore some ¢° tne most amaz ng terntory 5
ever se=n Dy Mortais. !
No TRS-20 snould te witnout onel.
NOTE: —1ORE— will appear at the bottom of the screen when a description 5
will not fit on the screen all at once. Once yvou have read the part on the screen, :
you may see the rest by pressing the space bar on your keyboard. i
I3
i
When the right arrow prompt (>) reappears. you are left to vour own devices. :
Read the "*Rules and Strategies™ section for further directions and hints. Good :
luck, bon vovage and hoid onto your hat!
o~
9
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Rules and Strategies
The Great Underground Empire

In The Great Underground Empire vou are near a great underground
labyrinth, which is reputed to contain vast quantities of treasure. No doubt,
yvou wish to acquire some of it. In order to receive full credit for treasure, you
must deposit it safely in the trophy case.

In addition 1o treasure. the labyrinth contains various objects that may or may
not be useful in vour artempt to acquire the treasure. You may need sources of
light, since caves are oiten dark, and weapons, since dungeons often have
unfriendly beings wandering about in them. Reading material is scattered
around as well, and vou might even find some of it useful.

Beware of the thief! He is a dastardlyv anti-social type and a skilled
pickpocket. Warch out for your valuable possessions when he is near.

To measure your success, ZORK keeps track of vour score. You receive points
for finding treasure. {or securing it in the trophy case, for performing certain
actions. and for visiting certain places. There is a penalty for getting yourself
killed.

_In this story, time passes only in response to your input. You might imagine a

giant clock that ticks once per move and the story progresses only at each tick.
Nothing happens in the story while you are thinking and planning your next
move. so you can plan vour moves slowly and carefully if you so choose.

Tte line displaved at the top of your screen tells yvou the room you are in. your
current score and how many moves it took you to achieve this:

=00M: SCORE: MOVES:
Concepts for Exploring

Some things that you can do with objects in this story are not immediately
obvious.

Containment: Some obiects can contain other objects. Some containers can be
opened or closed. and some are always open. Some are transparent, and some are
rot. Most containers have a limited capacity. and all objects have sizes, so that
it is possible to fill up containers. Similariy, some objects have surfaces on which
other objects can be placed.

Fighting: Characters in the story will. as a rule. fight back when attacked. They
may. in some cases. 2rtack you unprovoked. Some of these beings are stronger
than others: it might be advisable to wait a while before taking them on.
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Emerging second-best in a fight may leave vou somewhat the worse for wear:
you might want to ask ZORK to diagnose your condition tsee Appendix B,
“Command Summary ™).

Vehicles: There are objects in the story that have the ability to transport the
fearless plaver to mysterious regions that are inaccessible on foot. Needless to
sayv, one faces great personal peril in venturing into such regzons.

Directions: The passages connecting rooms in The Great Underground Empire
sometimes twist and turn unpredictably. You cannot expect that after going
north, you can always return to where vou were by going south.

Talking to ZORK

When you play a ZORK zame, you talk to ZORK in plain English. by typing in
all vour requests on your computer's kevboard when vou see t=e prompt (> ).
(ZORK allows vou to abbreviate some words because you use them often.) When
vou have finished typing a iine, press the ENTER | key ana ZORK will consider
your request.

ZORK usualily acts as though vour sentence begins with '] want to ..."",
although you should ot 1vpe these exact words. ZORK thken cispiays a response

A that tells you whether what vou want to co is possible in the current situation,
and. if it is. whether anyvthing interesting happens as a resuit.

All words vou type are distinguished by their first six letters and all subsequent
letters are ignored. For example, typing Open the encyclopedia is equivalent to
typing Open the encyci or better still. Open the book. ZORK coesn't care
whether vou type in capital letters or lower case letters. or a mixture.

ZORK understands many different tvpes of sentences. A sentence must contain
a verb and usuaily an obiect. Some exampies:

Take the goid. Drop golid. Pick up goid. Put down the goid. Go north. North.
Walk north. N. 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 ail. Take all. Drop all but the knife.

You must separate muitipie objects of a verb by the word "and™ or a comma (.).

Take all but the knife and the lamp. Put the gold and jeweis in the trophy case.
Throw the newspaper, the red book, and the magazine in the chasm.

You can include severzal sentences in one input line if vou separate them by the
word then or a period. You don't need to type a period at 1oe end of an input
line. For exampie:

11
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Take bock. N. Drop book and candle.
Take the book then N. Drop book and candle

There are only two kinds of questions that ZORK understands: What and
Where. For example:

Where is the gold? What is a grue?

ZORK 1tries to be clever about what you reallv mean when you don't give enough
information. If you say that yvou want to do something, but you don't say what
to do it with or to, ZORK will sometimes decide that there was only one possible
object vou could have meant. When it does decide, it wiil tell vou. by displaying,
for example. with tne rccz.. If your sentence is really ambiguous, ZORK wiil
ask vou what you really meant. ZORK may ask. for example. ¥Vith \wra:’; this
can be answered briefly, by typing{r o p ‘e.

In a way. ZORK's vocabulary is lopsided. because ZORK uses many more words
than it understands. ZORK’s vocabulary consists of several hundred words. and
includes nearly all the words that you are likely to use in conversing with ZORK.
However. ZORK's responses may be quite elaborate at times. and ZORK will
display Engiish descriptions that it couldn’t possibly analvze. Indeed. ZORK's
response may refer to something to which you cannot refer tperhaps to your
dismay. In that case. it is not essential to the storv, and appears in ZORK's
responses only to enhance vour mental imagery.

Completeiy mystifying sentences will cause ZORK to complain in one wav or
another. and. after making the complaint. ZORK will ignore the rest of the input
line. Unusual events, such as being attacked. will also make ZORK ignore the
rest of the sentences yvou typed, since the event may have changed vour situation
drasteaily.

ZORK's Pedagogy

ZORK may occasionally have a few words for you when it wants yvou to clarify
an instrucdon you've given. Some of ZORK's remarks are:

f'con't «<~ow the wera © .our word)'.—The word vou typed is not in the game’s
vocabuiary. Sometimes a synonym or rephrasing will be understood. If rot.
ZORK probably doesn't know the idea vou were tryving to get across.

ican’t _32 the wore ‘' .cur word)’ here. —ZORK knows the word vou typed.
but the word made no sense where you put it in the sentence: Open the take. for
exampie.

You ~ .51 suoply 3 ve'C'—Unless you are answering a question. each sentence
must kave a verb ior a command) in it somewhere.
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There is @ roun mussing :n =&t 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 ciauses.—An example is: Put the troll in the basket with the
shovel. A legal sentence has, at most, one direct object and one indirect object.

Beg parcen?—You did not type anything after the prompt (>} or before you
pressed the ENTER : keyv on vour kevboard.

i1's 100 dark 10 see.—In the story, there was no light to see objects in the room.

TR SR « S T TSIy T IO AT AT T <

} cannot see env ‘ob:ect: Fe = .—In the story, the object vou referred to was not
accessible to yvou.

M TR

Multipie co:ecis cannd® 22 Ls22 with «wc.” . 2rD).—It is valid for vou to use
multiple objects (that is. nours or noun phrases separated by “and” or a comma)
only with certain verbs. Among the more useful of these verbs are take, drop,
and put.

e

I don't ungersieng el 2=~ Cs.—You typed a sentence that is gibberish to
ZORK. for example, Give troll with sword. You might tryv rephrasing the
PanS sentence.

TR

Commands for Exploring

The best way to move from piace to place is to tvpe the direction vou want to

go. Acceptable directions are North or N, South or S, East or E. West or W, NE
for Northeast or NW, SE. SW tfor Northwest. Southeast or Southwest respec- :
tively), U or Up. and D or Down. ;

L, L
PN e

When vou enter a particuiar place (ZORK cails any kind of a place a “‘room™) for
the first time. ZORK usually displays the name of the room. a description of it
and then descriptions of any interesting objects in the room with which you
might want to interact. When vou return to a room, ZORK normally displays
just the name of the room and the names of the objects in it. The VERBOSE
command tells ZORK to give the description of rooms and objects every time
you go there. not just the first time. The BRIEF command tells ZORK to i
describe fully only newiv encountered rooms and objects. For moving through ;
areas vou already know well. the SUPERBRIEF command tells ZORK to give .
only the name of a room teven on your first visit there), and not even to mention .-,
objects in the room. You can aiwayvs get a description of the room vou are in and
the objects in it by typing L O O} K. (or the abbreviation L.

T

YT Mt

Hint: Exploring The Great Underground Empire will be much easier if you make
a map as you move around.

[y —
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List of ZORK Commands

To simplify your adventuring, you may order ZORK to give vou information by
typing specific commands. These commands can be used over and over again as
needed. but they are each considered one complete move.

The list of commands is:

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

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

DIAGXNOSE ZORK gives yvou a medical report of vour physical condition.
This is particularly useful if you have just survived a
dangerous battle.

INVENTORY ZORK lists your possessions. If you've noticed the thief

lurking about, vou might want to check to see if your
. belongings are still there. You may abbreviate
INVENTORY by typing I.

LOOK ZORK describes your surroundings in detail. You may
abbreviate LOOK by typing L.

QUIT - This gives you the option to quit playing. If vou 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 game and starts the game over from the
beginning.

RESTORE This lets you pick up a game position from where yvou issued
the last SAVE command. See the section on "Restoring a
Game Position.” )

L.

SAVE This lets you save vour position in a game so you can come
back to it later. See the section on "*Saving a Game
Position.”

SCORE ZORK shows your current score with the number of moves
vou have made, and vour rank. Your rank is yvour rating as a
professional ZORK plaver and is based on the number of
points you have and the number of moves you've made.

14
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SCRIPT

SUPERBRIEF

UNSCRIPT

VERBOSE

VERSION

WAIT

How to Quit

This command tells ZORK to show you only the name of the

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

room vou have entered. and no other information. It is
briefer than BRIEF.

Unscript stops your printer from printing.

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

ZORK responds by showing vou the version and serial
number of vour copy of the game.

Ti3s causes time in the game to pass. Normally, between
moves. =o time is passing as far as ZORK is concerned. You
couid leave vour TRS-20. take a nap, and return to the game
to £zd that nothing has changed. WAIT is used when you
warr 0 £nd out what wiil happen in the game if you do
nothing while time passes. For example. if you encounter an
alien being. you could WAIT and see what it will do.

If you want to stop playing. and do not wish to continue this particular game
later, type QUIT. ZORK =il respond:

Ycour 2287 WOouid o totar 2° 230 zoints), o0 mOoves.
This sccre gives vou 172 ~ar< of

Do vcu wisnh 10 leave ~2

The right arrow prompt > will appear. Type Y and press the [ENTER | key.
(You may tvpe (N for NO if yvou change your mind and want to continue
playing.)

Restarting a Game

—— — e ————

arrow prompt (>). ZORK wiil respond by giving you the following message:

Your score wouic o= Jfotai o 223 coints), in moves.
Th's scere gives vou 72 "ark cf
Do wcu wish 1o restz—- ¥ s affirraiven>

Type Y after the right zrrow prompt (> appears and press | ENTER }. {You
may type Ni for NO if vou change your mind and want to continue in the same

15
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game.) ZORXK will respond by giving you a Restarting message. Your screen will
go blank for a moment, except for the top status line. Then the game will begin
again. You will be West of House, with a score of 0 and 0 moves made.

If you want to continue plaving this particular game later, follow the instruc-
tions under “‘Saving a Game Position."

Saving 2 Game Position

It will take you some time to play ZORK through to the end. just as it takes you
some tire to finish a good book. You will almost certainly not finish in one
sittdng. ZORK aliows you to continue playing later without having to start over
from the beginning, just as vou can place a bookmark in a book you are reading.
There is a ZORK command. called SAVE, that makes a *“‘snapshot™ of your posi-
tion in the game. If you are a cautious or prudent player, you may want to save
your position before vou embark upon (or after you finish) any particularly tricxy
or dangerous part of the journey. Having taken a snapshot, you can go back to
that position even though vou may get lost or killed afterwards.

Note: You must use the SCRIPT command carefully, especially when using the
SAVE or RESTORE options. You must make sure your printer is ready to print
(connected. on-line, enough paper, etc.) any time during the game the SCRIPT
command is used.

The following instructions for saving a game will require the storage diskerte
you prepared earlier. Before vou attempt to save a game, you must make sure
the program diskette is write-protected. If you have not prepared this storage
diskette. see Appendix D (Model I) or Appendix E (Model III).

You must be very careful when using the SAVE and RESTORE functions. Do
not press ENTER | until prompted. Specify the save number (Model 1) or name
(Model 111} of the game. and the number of the drive you will use, with care.
Once the SAVE and RESTORE process has started, it cannot be interrupted
without loss of data

If the screen freezes, or the drives will not stop spinning after at least 90
seconds. you can press the RESET | button. This will take you to the beginning
of the game (Model I) or to TRSDOS (Model III). You can then begin the game

again.

When the right arrow (> ) appears, type:
EBAVE
then press the  ENTER : kev.

The foilowing instructions refer to single-drive systems. Multi-drive system users
- shouid refer to Appendix C. “Tips for Multi-Drive Users.”

16
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Model 1

ZORK will respond:

LOAD SAVE DISK, THEN T¥Y2E ZRIVE NUMBER 10-3. <ENTER> =0)

1) Insert the formatted storage diskette and close the drive door. You cannot
save games on the ZORK Mlodel I program diskette. Press: ENTER ' to
indicate that you want to save the game on a storage diskette in drive 0. A 0
will appear next to the SAVE prompt.

2) ZORK will respond:
ENTER SAVE NUMBZ= -2, <ENTzSE> =9
Unless you want Cc;“keep the option of saving up to five game positions on
your storage diskette. press ENTER ' to indicate that you want to assign
save number 0. You can use the same save number to save a game from
several different points: the newly save game position always erases the old
one with the same save cumber. A 0 should appear next to the save number
prompt.

o 3) ZORK will respond:

LOAD DATA DISK, T=2\ TVPE <« ENTER>

4) Put the ZORK program diskette back in the drive and press i ENTER |.

5) If all is well, ZORK will respond:
OK
1f ZORK responds:
FAILED
turn to Appendix A, “Troubleshooting.”

6) You should see the right arrow prompt {>); you can now continue playing.
Type [L] 0] [0] [K] for a Gescription of where you are. You may now use the
storage diskette and the RESTORE procedure to return to this point at
another time.

17
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)

2)

3)

4)

6)

Model 11
ZORK will respond:

Load SAWZ - z«<. nen ente” © e name, <ENTER> for default.

Remove :=e ZORK diskette from yvour disk drive.

Insert t=e storage diskette and close the drive door. Do not save games on
the ZORK Model III program diskette.

If vou =aat ZORK to assign the default filename to your saved game, press
ENTER . If you want to give the game a name of your own, type the name

(correc—=z —istakes witk the — key) and then press{ ENTER | . Do not use

the deiz=it Slename if vou plan to save more than one game position on a

disketze. Tienames can be up to eight characters long and may have up to a

threec-z-azcter extersion. See vour Model 111 Disk System Owner's

Manuz: Zor more informarion. '

ZORK =11 respond:
WTEZR> o centnus>

Loz 171 s o<

Remove t-e storage diskette from the drive and insert the ZORK diskette
again. Press the ENTER kzey.

If all s weil. ZORK wiil respond:

Ok

If ZORX responds:

Fa.ez

you are either attempting to save a game position on a diskette that is
alreacdy =il or something eise is wrong. If vour storage diskette is not full,
turn 10 Appendix A, “Troubleshooting.”

You szouid see the right arrow prompt (>): vou can now continue playing.
Tyvpe L O O K for a cescription of where vou are. You may now use the

storage cxsxette and the RESTORE procedure to return to this point at
anotber ime.

Restoring a Game Position

To pick tp 2 zame where vou ieft off. use the RESTORE command. The follow-
ing instrocczons are for singie-drive users. If yvou have a multi-drive system. turn
to Appenc:x C. "Tips for Muiu-Drive Users.”
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From anywhere in the game, type after the right arrow (>} prompt:

R [E][s] [T 0 [RI[E]

then press | ENTER|.

Model 1

1) ZORK will respond:
LOAD SAVE DIiSK, THEN TYPE DRIVE NUMNZEER (0-3, <ENTZ=> =90
Insert the formatted storage diskette and close the drive door.

2) Type [oi.

3) ZORK will respond;
ENTER SAVE NUMBER {0-<, <ENTER> =C!
Type the save number of the game position vou wish to restore. If the game
yvou wish to restore was saved with the defauit save number 'ie.. vou pressed
[ENTER after the SAVE prompt was displaved). just press ENTER .

o 4) ZORK will respond with this message:

LOAD DATA DISK, THEN TYPE <ENTE=>

5} Put the ZORK program disk back in the drive and pressi ENTER .

6) If ZORK successfully loaded the game, it will display OK. If you see ~AILED
displaved, ZORK was unable to load the game. Check the save number you
typed in. If you entered evervthing correctdy, turn to Appendix A.
“Troubleshooting.”

7) You're ready to resume the game where vou left off. Type L O O K. to
see where vou are. Good luck!

Model IlI

1) ZORK will respond:

Load SAVE gisk then enter fiie name, <=N"EX> for gefau:

2) Put the disk with the saved game position on it in the drive. znd ciose the

drive door.
e
19
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If the game you wish to resume was saved with the default filename ti.e., vou
pressed ' ENTER after the SAVE prompt was displayed), just press: ENTER |

If you gave the game a name, type the name and press [ENTER .

ZORK will respond with this message:

r0ad DATA d:isx. type < ENTER> to continus

Put the ZORK program disk back in the drive and press [ENTER ..

If ZORK successfully loaded the game, it will display Ok. If you see Failed
displayed. ZORK was unable to load the game. Check the game name vou
typed in. If vou entered everything correctly, turn to Appendix A,
“Troubleshooting.”

You're ready to resume the game where you left off. Type (L]0 0 Kl to
see where you are. Good luck!
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Appendix A: Troubleshooting

If the game does not appear to be functioning properly. cneck for the
following:

1) Check to see that the power is on and that all drives and cables are
connected properly.

2) Inspect the diskette carefully for any visible signs of damage.

3) If you have more than one disk drive. be sure you have used drive 0 (or the
first drive on the connecting cable) for the ZORK diskette.

4) Check that the diskette is properly inserted in the drive and that the drive
door is closed.

5) Try again, the problem may be only momentary.

When ZORK responds Fa..ed to either the SAVE or RESTORE procedum
check each of the following items to locate the problem.

1) Inspect the diskettets) carefully for any visible signs of damage.

2) Be sure that your storage diskette is not write-protected (ie., there is
nothing covering the notch on the side of the diskette!.

3) Check to see that the diskettels! is inserted correctiy. and that the drive
door(s) is closed.

4) If you have more than one disk drive. be sure the ZORK diskette is in drive
0 and you know the correct number of the drive holding the storage diskette
(1.2, or 3). Be sure you typed the correct number.

5) If you have turned off the TRS-80. or have pressed the _RESET | button,
folow the instructions for **Loading ZORK from the Diskette.”

6) Try again, the problem may be only momentary.

7) As alast resort, try another storage diskette.

21
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Appendix B: Command Summary

appears on the screen:

AGAIN ZORK will respond as if you had repeated vour previous
sentence.
BRIEF This commands ZORK to fully describe only newly

DIAGNOSE ZORK gives you a medical report of ¥our physical condition.
This is particularly useful if Yyou have just survived a
dangerous bartle.

INVENTORY ZORK lists your possessions. If you've noticed the thief
lurking about, ¥ou might want to check 1o see if your
belongings are still there. You may abbreviate
INVENTORY by typing I.

LOOK ZORK describes Your surroundings in cetail. You may
abbreviate LOOK by typing L.

QUIT This gives you the option to quit playizg. If vou want to
save your position. first read the instruedions under “Saving
a Game Position™, You may abbreviate QUIT by typing Q.

RESTART ‘ This ends the game and starts a new game over from the
beginning.

RESTORE This lets you Pick up wkere vou left off m a game vou saved
previously. See the section on “Restoring a Game Position.™

SAVE This lets you save your position in a game so You can come
back and finish it later. See the section on “*Saving a Game
Position."”’

SCORE ZORK shows your current score with the number of moves

you have made, and Your rank. Your rank is your rating as a
professional ZORK piaver and is baseg on the number of
points you have ang the number of moves vou've made.

SCRIPT This command assumes vou have a prmter. It commands the
printer to begin Prinung a transcript of Your game session.
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SUPERBRIEF This command tells ZORK to show vou oniy the name of the

room you have entered. and no other information. It is
- briefer than BRIEF. '

UNSCRIPT Unscript stops your printer from printing.

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

VERSION ZORK responds by showing you the version and serial
number of vour copy of the game.

WAIT This causes time in the game to pass. Normally, between
moves. no time is passing as far as ZORK is concerned. You
could leave vour TRS-80. take a nap. and return to the game
to-find that nothing has changed. WAIT is used when you
want to find out what wiil happen in the game if you do
nothing while time passes. For example. if you encounter an
alien being. vou could WAIT and see what it will do.

Sentence Syntax

a e A ZORXK sentence must contain at least a verb or a command (e.g., AGAINM.

e Separzate multiple objects of a verb by the word “*and” or a comma (.).

* Severzi sentences typed to ZORK at one time must be separated by periods

or bv tte word “then’". A period is not ceeded at the end of a line of input.

¢ Only rwo kinds of questions may be asked: “"What"" and ~*Where™.

e Compass directions may be abbreviated to N. E, S, W, NE. NW, SW, SE: Up

and Down may be abbreviated to U and D respectively.

e The letter L may be used to abbreviate the LOOK command.

¢ The letter I may be used to abbreviate the INVENTORY command.

¢ The ietter Q may be used to abbreviate tke QUIT command.

Yo
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Appendix C: Tips for Multi-Drive Users :

Multi-drive systems make some ZORK procedures quite easy, notably saving
and restoring game positions.

Make sure the ZORK program diskette is write-protected.
Model I

Saving a Game Position

You must have a TRSDOS initialized diskette to save a game position. See ‘
Appendix D, *How to FORMAT a Storage Diskette.” To save a game postion
on a multi-drive TRS-80 Model I, follow these steps:

1} After the right arrow (>) prompt, type:
S A Vg
then press the { ENTER | key.

2) ZORK will respond:

_CAD SAVE DISK, THEN TYPE DRIVE NUMBER :C-Z, <ENTER>=C0

- 31 Insert the initialized storage diskette in drive 1 and ciose the drive door. You
cannot save games on the ZORK Model I program diskette. Type 1 . i

4) ZORK will respond:

SNTER SAVE NUVBER (0-4, <ENTER> =0)

5) If vou want ZORK to assign the default save number (0) to vour saved game,
press { ENTER | . If you want to give the game a number of your own. I¥pe
the number (correcting mistakes with the — key).

6) If all is well, ZORK will respond:

914
1f ZORK responds:

o Rl =
TANED

turn to Appendix A. “Troubleshooting.™
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You should see the right arrow prompt (> you can now continue playing. Type
[Li O O K for a description of where vou are. You may now use the

storage diskette and the RESTORE procedure to return to this point at another
time.

Restoring 3 Game Position

To pick up a game where yvou left off, vou use the RESTORE command. Tke
following instructions are for multi-drive Model I users. If you have a single-
drive svstem, turn to "Restoring a Game Position” in the main part of this

manual.

From anvwhere in the game. 1y pe after the right arrow (>) prompt:

—_—e————— — ——

1) ZORK will respoﬁa:
£CA3 SAVE DISK. T=2N TYPE ZENVEZ NUMMBER (0-3, 0= <ENTEE>:
2) Put the storage diskeste in drive 1 and ciose the drive door. Type {1 .

3} ZORK will respond:

i

NTZE SAVE NUMNEES 0-2 <INTEZE> =0)

4) If the game you wish to resume was saved with the default save number tie.,
vou pressed [ENTER after the SAVE prompt was displayed), just press
ENTER . If you gave the game a save number from 1-4, type that number.

5) If ZORK successfully loaded the game. it will display OK. If you see rAILED
dispiaved, ZORK was unable to load the game. Check the game number vou
tvped in. If yvou entered everyvthing correcdy. turn to Appendix A,
“*Troubleshooting.™

6) You're ready to resume the game where vou left off. Type (L][0] [0 K to
see where you are. Good luck!

If vou're a conservative plaver, vou can keep vour storage diskette in drive 1 and
save vour game position frequently. If vou use the same filename, for exampile,
the defauit filename. ZORK will overwrite the old file each time you save vour
game position. Then. if you get lost or killed. vou can pick the game up at the
point where you last saved it
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0]

1

Modei 111
Saving 2 Game Position
You must have a TRSDOS initialized diskette to save a game position. See

Appendix E, “How to BACKUP a TRSDOS Diskette.” To save a game position
on a multi-drive TRS-80 Model I11. follow these steps:

After the right arrow (>) prompt. type:
S: Al VilE]

then press the : ENTER ;| key.
ZORK will respond:

-ca2 SAVE csk tnen snter

rame, <ENTE=> for default

[0

Insert the storage diskette in drive 1 and close the drive door. You czznot
save games on the ZORK Model 111 program diskette.

{ vou want ZORK to assign the default filename to vour saved ga—e. press
ENTER ;. If you want to give the game a name of vour own. tyvpe tZe mame
correcting mistakes with the — kev) and then press : ENTER |. Filenames can

be up to eight characters long and may have up to a threecharacter
extension. See your Model 111 Disk System Owner's Manual for —ore
information. You may also type :_in! after a filename, where 2™ is 1-3.
This forces ZORK to save the game onto the diskette in drive "'n"".

ZORK will respond:
_cza DATA asx, tyce =NTER 10 continue >
Press | ENTER :. If all is well. ZORK will respond:

<

If ZORK responds:

1
[4Y]

ed
turn to Appendix A. "Troubleshooting.”

You should see the right arrow prompt {>); vou can now continue piaving.
Type (L, 0: O K for a description of where vou are. You may cow use the
storage diskette and the RESTORE procedure to return to this pozt at
apother time.

o0 b e

[T

ma et b et vane o
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Restoring a Game Position

To pick up a game where vou left off. vou use the RESTORE command. The
following instructions are for multi-drive Model III users. If you have a single-
drive system, turn to “"Restoring a Game Position” in the main part of this
manual.

From anvwhere in the game, type after the right arrow {>) prompt:

IRi:E .S {T.|0i{R {E then press ENTER .

1) ZORK will respond:

tcad SAVE disk tnen enter file m2~2 . <ENTER> for csfauit

2} Put the storage disk in drive 1. and ciose the drive door.

3) If the game vou wish to resume was saved with the default file name (i.e..
vou pressed | ENTER = after the SAVE prompt was displayed), just press

ENTER!.

4) If you gave the game a name. type the ~ame and press  ENTER!.

5) ZORK will respond with this message:
icad DATA cisk, wvee <ENTER> 2 zz-inue

6) Press | ENTER .

7) If ZORK successifully loaded the game. it will display C< If you see r3:ieg
displayed, ZORK was unable to load tse game. Check the game name you

typed in. If all is correct. turn to Apperdix A, “"Troubleshooting.”

8} You're ready to resume the game where you left off. Type LOo0 K
see where you are. Good luck!

If vou're a conservative plaver, you can keep your game save diskette in any
drive except drive 0 and SAVE your game position frequently. If you use the
same filename, for example. the defauit fiename. ZORK will overwrite the old
file each time you save your game position. T hen. if vou get lost or killed. you
can pick the game up at the point where vou iast saved it.




