Philosopher’s Quest — Map Notes

General Notes

· 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 the player triggers some event. Technically, all “underwater locations” are also “danger rooms”, since a player staying too long dies when the aqualung runs out of air.

· A handful of rooms have colored stars, like in the game Acheton. I have marked them here for fun, even though the stars appear to be red herrings.

· In “garbled rooms”, the game does not understand any normal commands, including LOAD or SAVE.

· The Phoenix mainframe version of Philosopher’s Quest was called Brand X, and had extra locations and puzzles. These rooms and connections are shown in brown and do not exist in the commercial version.

Underground

· The presence of the gorgonzola makes Short Angular Passage a “danger room”, and any room that the cheese is left in subsequently becomes a “danger room”. It is clear that the authors of this otherwise excellent game don’t know anything about fine cheeses.

· Brand X had additional exits east and west of Danger Room. The two dogs and the treasure are randomly distributed among the three Cell rooms. In the commercial version of Philosopher’s Quest, everything is located in the Cell north of Danger Room. Brand X required additional problem solving to go NORTH from each Square Stone Room into Cell. NORTH from Square Stone Room is unimpeded in the commercial version; two different types of north-south connections are shown to reflect this change.

Beach, Cliff, Sea

· NORTHWEST from By the Bucket is cut off when the bucket is on the ground.

· The amount of progress the player can make along the plank depends on the bucket’s weight. Without enough weight in the bucket, UP or EAST in one of the plank locations leads to “instant death” rather than the next plank location. Note that from Plank Above the Pivot, UP never leads to “instant death” like it can at other plank locations — this is not a mistake. EAST from Plank Above the Pivot is an “instant death” exit only if there is no weight in the bucket and the plank is even. Thus, there is nowhere to go UP in this situation.

· After the plank breaks, EAST from Plank Above the Pivot always leads to “instant death”.

· SOUTH from East End of the Cliff, Beach at the Base of the Cliff, and Beach East of the Pivot all lead to “instant death” if the player is not carrying the aqualung. However, after the player leaves the sea, SOUTH from the beaches is never again allowed, and the player no longer dies when trying to re-enter the water without the aqualung.

· There seems to be a bug in the way the Sea Bed locations are handled in the version I played (the MS-DOS version, not the Z-machine conversion). There sometimes appear to be four Sea Bed rooms instead of three. This does not occur consistently (even within the same game), and it seems to affect only the Sea Bed rooms, rather than the other two levels of Sea locations.

· UP from the middle level of Sea locations leads to death from the bends if the player has been in deeper water or inside the whale’s stomach for a long time.

Tower of Babel and Garden of Eden

· I have tagged the Magnificent Garden locations as follows:  0 = starting room; 1-4 = generic garden locations; T = location of the fruit tree and serpent; and A-C = special garden locations visited when escaping to North of Eden.

· Except for SOUTH from Magnificent Garden (0) and EAST from Magnificent Garden (T), any other direction in Magnificent Garden (0-4, T) leads back to a random Magnificent Garden (0-4, T) location. From Magnificent Garden (A-C), all exits lead back to Magnificent Garden (0-4, T), except for a single direction shown on the map.

· If the player eats the fruit, then all directions from Magnificent Garden (T) lead to Magnificent Garden (A), all directions from A lead to B, then B to C, and finally C to North of Eden. Once the player has “fallen from grace”, SOUTH from North of Eden leads back to Magnificent Garden (C) rather than instant death as shown, but from C all directions still lead to North of Eden. I am not sure what else changes in the game if the player eats the fruit.

· The blank “garbled room” near West of Eden is where the player ceases to exist. There is no room name given in the status line (in versions that have one).

Whale’s Stomach

· I have tagged Whale’s Stomach locations based on the direction the smoke drifts when a match is lit in the room. The room where the smoke does not drift anywhere (where the treasure is) has no extra label.

· All Whale’s Stomach locations require the aqualung to survive. However, the rooms are not underwater, and water-sensitive items may be safely unwrapped from the oilcloth or polythene while in these rooms. After the treasure is taken, however, all Whale’s Stomach locations additionally become “danger rooms” due to stomach acid. Technically, however, they should be considered “danger rooms” from the start, like “underwater locations”, because of the need for the aqualung, which eventually runs out of air.

· Periodically while the player is in the Whale’s Stomach maze, the whale burps, tossing the player into another random room. Thus, mapping this maze was a bit of a pointless exercise, since it is of minimal use to the player. Doubly frustrating was the fact that this is quite possibly the most complicated maze of just nine rooms that I have ever seen in an interactive fiction game.

· The player may escape to Sea Bed from any Whale’s Stomach location.

