Spiritwrak - Map Notes

General Notes
-Like most of Infocom’s games, there a lot of nested rooms in Spiritwrak, such as Palace Dungeons (in the prison cell) and Grassland Beach (in the small sailboat).  I have chosen not to show nested rooms in any of the maps.

-The rooms outlined in blue are accessible by time traveling (through the purple sphere or in the endgame if you do the wrong things).  Several of these may also be visited in the present.  As a general rule, any black exits from a blue room are unavailable when the room is visited in the past, and only blue exits may be traveled by the time-traveling player.
Monastery
-The north exit from Hallway (east end) is not truly an exit, but the recursive arrow is shown since a door to the north is mentioned in the text of the room description.

-Occasionally, the player will fall and die while trying to climb through the window from Steeple Room to Steeple Roof.

-“Up” from Top of Snowy Slope leads to Top of Tree.  This exit is marked as “special” because the “up” exit does not work until the player specifically says “climb tree” for the first time.  Then from that point on, Top of Tree may be accessed just by saying “up”.
-The scroll on Snowy Outcropping lands at Steeple Roof along with the player.

Frostham
-If the player moves into General Store from North End of Hallway with too much weight at South End of Hallway, the player may never go south from General Store again.  The exit is not marked as “transient” because this situation does not necessarily happen over the course of the game.
Aragain
-North from Palace Dungeons leads into the prison cell (once the door is opened).  The prison cell is a nested room within Palace Dungeons (and the physical description of the player’s location does not change; only the room name in the status line).  Thus, the exit is marked as a recursive exit.
-The spell scroll in North Exhibit room is never actually 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, even though the player never has the opportunity to pick up the painting in North Exhibit Room.
Barsap’s Royal Gambit
-Falls from the upper two levels of the Royal Gambit will all lead to a fatality unless the player casts the appropriate spell.
-Balsa wood beams crack during the first crossing.  Pine beams may be crossed once, but crack during the second crossing.  Ebony beams may be traveled twice, but crack on the third try.  Landing on a beam from above counts as a crossing (i.e., landing on a balsa beam causes it to crack immediately).  Any of the wood beams may be picked up, carried, and re-inserted into the slots on the cubes.
Fublio Valley
-The rod fragment left at On Strange Boat during time travel is found in South Part of Island in the present.

Greater Anthar
-The first attempt to travel north from Near Locker Room to Locker Room causes player to be brought to Flathead Field immediately, with no opportunities to perform actions in Locker Room.
-Attempting to travel north from Entrance to Flathead Statium is fatal when the player visits the area from Mystical Cave.
Gurth City
-The east and west exits from Front of House lead to the alternative fatality/destination shown when the player visits the area from Mystical Cave.
-The rod fragment left at Construction Site during time travel is found in Basement in the present.

New Borphee
-Lingering too long in the thief’s lair (the five rooms reached by traveling east from Inside Skyscraper) causes the thief to transport the player back to Inside Skyscraper.  Interestingly enough, if the player is carrying the priceless painting when caught by the thief, the thief does not take the painting back.
GUE Tech
-The spell scroll cannot be carried west from Library until it is “signed out” with the librarian.

Trophy Rooms
-The rod fragment is never actually seen in Secret Trophy Room (which is an “instant death room” that can only be visited through time travel).  However, it is implied that the rod fragment falls into Domed Chamber from above when the player solves the puzzle in the trophy rooms.  Since we know the name of the room above Domed Chamber (even if it can never be visited in the present day), the rod is shown as moving from Secret Trophy Room to Domed Chamber.

Miznia
-Frobar the Enchanter is carrying a spell scroll and moves from room to room in his house as shown by the green arrows.  Thus, the scroll is not shown as being in any particular room.

Ancient Ruins
-If the player does not do the right things, the rod fragment in Low Chamber can be lost in the first Small Chamber it is shown traveling to.

Other Planes
-Any item that the player successfully casts “huncho” on will land in the Ethereal Plane of Atrii room shown.

-The far west Ethereal Plane of Atrii room has an exit to the normal world that is unique in that it can be traveled by both “south” and “enter”.  All the other exits from the Ethereal Plane of Atrii can only be traveled by some form of “enter” command.
-Doing the incorrect things in Strange Room, Strange Kitchen, and Strange Bedroom causes the implementor to transport the player back to the Ethereal Plane of Atrii.

-All unlabeled exits from Hades (2-5) lead back to Hades (1)







