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The World of Klockwerk

An earthlike world suspended in a period resembling the English Edwardian era. The action
takes place in the capitol city, St. Phillip, situated in a mountain valley (think Bern). The city
itself is full of closely packed buildings, much older than the present periadcemered

around the Cathedral of Time. Fine villas stand outside the city, on the mountainsides.

The People

Again, similar to London or Berlin following the turn of the century. The country is led by a
Parliament, with strong ties to the peerage. H®ystem of titles is sufficiently complicated (and
OSYydNI t 2 GKS LS2LX SQa fAagsSav (KIFIG Ftfyzad SO
Assistant Clock Polishers like yourself).

Religion

Time and timekeeping are central to the lives of the pe@pld form the basis of their religion.

Time is believed to be the one constant in a variable universe, and represents the scaffold on
which the rest of the universe is built. Clocks, therefore, are objects of reverence, signifying the
expression of the idine through human means. As such, all clockwork objects (see below) are
beautifully crafted.

The center of worship is the Cathedral of Time, which is itself a massive clock tower. It is
staffed by monks of the adjacent abbey, who spend their hours in contemplation of the elegant
Newtonian mysteries of the Divine. The Cathedral houses severdlamieal wonders,

including a huge orrey representing dozens of planets and constellations, and a perpetual
calendar that marks time from the beginning of history until doomsday. It also houses the
greatest relic of the church, theerpetuum Mobile.

Religon is generally founded on principles of Order and Precision; Laxity is an evil and
Depreciation a sad fact of existence. Those who cannot or dovarkare treated as defunct.
This is not a compassionate society.

az2ylada 204ASNBS GCKE8KEsONBS (1S8R 2Va29FTd | A0NR
inferior spinoff to fundamental clockwork, and is accepted but sidelined within the church.

Magic vs. Technology
!l ye adzFFAOASYydfte | ROFIYyOSR (SQKYRNRG®BAAAE AYRA
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G!'ye adzZFFAOASyldte AYOINROIGS YR fF@gAakKte 0O02vya
-CAyfSeQa / 2NFfawl NB G2 /1 N]JSQ& o

Although knowledge of electricity is limited and physics stopped at Newton, what the people of
this world have dne with the means available to them verges on magical. The world is
suffused with mechanical gadgetry at every turn: clockwork nightingales thagingtthe real

ones, horseless carriages that run on spring power instead of fuel. The wonder of tldasvor

to take modern devices (and even things impossible today) and create their mechanical
counterpart. And since clockwork is seen as an expression of the divine, everything is
beautifully and ornately crafted. The world flashes with bronze and stepphire pallets and
beveled glass cases.

The three most fantastical pieces of technology in this world (nothing else should quite reach
this level of impossibility, to maintain their impact when they are revealed) are:

The Perpetuum Mobile A perpetuaimotion machine, housed in a golden reliquary
Fo2dzi mué G2 | aARS® LG o1& o0dzaitd o0& {d® . NB
to dogma, it was wound only once, by the hand of Breguet himself, and has run without stop
ever since. It isarefully guarded, and only taken out of the vaults for special religious services.
It is protected not only because of its religious value but because, as realized at the end of the
game, if it were replicated it could provide limitless power to any ckviAnd the Church
prefers to keep that power for itself.

The Difference EngirgMaintained at the Counting House, the Difference Engine is this
g2NI RQa FyasSNI G2 GKS hNYOtS 2F 5SfLKAD ¢ KS
could producehe result of two numbers. With the discovery by St. Godel that any idea could
be expressed as a number, more and more complex engines were devised that could produce
the result of twoideas By entering the number for weather and the number for tomoryow
you could tell if it was going to rain, for example. The modern Difference Engine is a latticework
of brilliant gears and cogs as big as a house, driven by dozens of springs beneath the floor, each
as big as a dining table. Virtually any question aaarswered by the engine, assuming you
know how to run it. Use of the engine requires the services a learned Calculatrix to enter the
terms into the machine, and is restricted to higdmking members of the government and the
Church. Of course,thatdog€Q (i a0 2LJ €2dz FNRBY aySIk{Ay3a AyX

The Figure in GreayChased by the PC through the game, this NPC is finally revealed to
be an automaton. It is assumed in the game that creating convincing human automata is

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page9
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impossible, but the Figure reveals a design dbmseen subtlety and genius. It is not until the
daSO02yR 3FYS K26SOSNIJ KIFIG GKS CAITdzZNBEQa ONBIF G2 N

Physics

The general physics of this world are the same as Earth, though study of them stopped at
Newton. People considered his discoveries peréex complete, and, within a few decades,
divinely inspired. Thus began the worship of Time and clockwork. After all, if, as Newton
predicted, the universe is one massive mechanism, what better homage to God than
clockwork? If we consider this world as alternate history universe from our own, this
impulse not to challenge but completely accept the theories of Newton as dogma is the
breaking off point from established history.

Astronomy
¢tKS O2yadaStflriAzya IyR GKSAN Y2@SYSyida I NB (K

Recent History
Though the PC is unaware of almost all of this, certain movements have been afoot recently in
the otherwise staid circles of Church and government.

**The powerful Duchess Du Mer, the only female member of the House of Lords, has
been wrangliig for various measures having to do with consolidation of power within the
government, as well as obscure provisions and safeguards in the event of war.

**The Church has begun to seek further donations, establishing asecnét fund to
squelchseveralg2 s Ay 3 KSNBaASaz YlIyé NB@G2f@Ay3 | NBdzyR

Money
[ SAIf GSYRSNJ Aa 3F2fR O2Aya 1y26y Fa aYAydziSaéod {A

Swearwords and expressions
62 ARRSKNEKAFRES SljdAgrfSyid (G2 aFARRE SadGrAOlaéd

GD22R DNEI B SDNBI{aSHI t Syd (2 a3I22R ANARSTE 2N aasgSSi
G/ dz2NES& (2 QpawfdiSititdprSA IKG 4 €

. SGsSSY I NIOtSI¥RiI2 ACENISAY OISeENRO] YR | KINR |
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{I R OANDdzraidlyoO0Sa 2FiSy St A OnnfitoasQatkofic cossidgy 2F { IR 5
themselves.
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.SF¥F2NB ¢KS {G2NB . S3aAiyax

You are Wren, the™ Assistant Clock Polisher at the Cathedral of Time. You were sent there by
82dzNJ LI NByGa d 38 AAE F2NJ 0KS Yz2yla G2 NI AA
at home. Your gender is never specified, allowing players to identify your gendetheit

own. You are thirteen years old, and driven by a desire to do your jobs, menial as they are, to

0KS o0Said 2F &2dz2NJ oAfAGed . SySIHGK GKIFG ySSR
desire to get out and see the world beyond the abbey.

You a&e the most insignificant person in the abbey, routinely bullied and manipulated by Calvin
& Drake, your superiors, and ultimately ignored by the monks.

a4 GKS ad0G2NE o6S3IAyas e&2dz KIS 6SSy aSyid (G2 LR
head off inb the city. The conversation overheard there provides impetus for the rest of the
game, and eventually for leaving the abbey behind.

Royalty Reference
There is no king or queen in this world, but any other titles you can dream up are probably
claimed by emeone or other.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel?2
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The Players
The Player Character

Wren, the 29 Assistant Clock Polisher

A much abused and overlooked thirteen yeda working in the abbey of the Cathedral of

Time., 2dz  NBy Qi GKS f26Sai Nlzy3 2 yderatklS YuejabA | £ f |
involves running errands for the Dei@hief Clock Polisher, who in turn assists the Chief Clock

Polisher, who polishes the clocks. It is an utterly thankless job, though you certainly hear your

share of criticism. One good thing alidhe position however is it allows you some access (if

82dz R2y Qi 3ISi y20A0SR0O (G2 (KS &ecbfmiBrindte®é ! 60Se@
page 11.

Major Non -Playing Characters

DemiChief Clock Polisher Calvamd Chief Clock Polisher Drake

Yaur immediate superiors and tormentors, they provide the challenges in chapter Il. They are
fifteen years old, and a walking catalogue of everything that can be wrong with that age:
arrogance, laziness and wanton cruelty. They are never separate frerammther, and are
virtually indistinguishable, with the exception that Drake hits harder than Calvin.

Abbot Gubbler

Gubbler is in charge of the abbey, and is revealed to be under the control of the Figure in Grey.

| SQ&a Iy 2fRZ AYySBKNBOG&SERTEYR2FEYSLIEAAF 8SR 08
nothing friendly about him either.

The Figure in Grey

¢KS GoKAOGS NIooAlGéE 2F GKS 3IFLYSE (GKS CAITdaNBE A a
foot in supple grey leather, including fine leatheo\gts that hide remarkably strong hands. He

also wears a hooded grey cape, preventing you from seeing his face until the very end of the

game, when he is revealed to be an automaton. Through the game, hints can be dropped as to

his mechanical nature (hishuman speed and monotone voice, for example), but nothing that

would be too obvious. He is first seen in Chapter I, treegig Gibbler, and appears

throughout the game.

Brother Horloge
The bellowing and hallind monk in the library of the abbey. Kall talk with you, briefly,
2y 0S &2dzQ08S ONRdAK{I KAY KAa GSI>X FyR Aa GKS &
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NRGKSNI { QI
¢CKS fdzyl GAO Y2y Ay (GKS hNNBe 1+t 2F GKS O
the movements of the plarts in his mechanical universe. He is the source for the official order
@2dz YSSR (G2 SydSNI GKS . AaK2LIQa [AONI NEO®

Archbishop Steelspring Il

Steelspring is the pious and effective head of the Church, and unlike Gubbler feels neither
annoyance nor malicewards you. Unfortunately, he considers you nothing more than a child,

YR KA&a O2yRSaOSyaAzy Aa SOSYy Y2NB FTNHAGNI GAy
disapproval. You encounter him at the opening of chapter IV, when you try to reveal what

& 2 dz€@n about the Figure. He dismisses your fears entirely, leaving you on your own to

pursue the Figure.

Duchess Du Mer

Although she only appears in a cut scene at the Counting House in this game, the Duchess is the
genius who built the Figure in Grey aischow attempting to replicate thBerpetuunto power

her mechanical army. She is young, beautiful, cultured, and able to switch instantly from
ingratiating charm to flinty imperiousness. Although it is not revealed until the final game of

the trilogy, her attempts to unhinge the government and the Church come not from a lust for
power, but her belief in a strange new theory, the whispered heresy of Relativity.

Covalt
Covalt is a poor, elderly clockmaker who fell out of favor with the Church becabse of
GKSNBGAOIf ¢ RSaAdyao Il FGSN) é2dz FILEf Ayd2 KAA

82dz yR 0502YSa GKS 2yS |Rdzf i OKINIOGSNI Ay @K
necessary plot information and guidance, introducing backgraamthe Figure, théerpetuum

and the Difference Engine. He becomes a father figure, and remains such throughout the three
games. He is quirky and scattered, with an efeerdness for butter toffee. He keeps two

ravens, Hugin and Munin.

Minor Non-Playing Characters

Cook

The deaf master of abbey kitchen is frantically engaged with the elaborate machinery in the
Refectory, and only interacts with you by calling out various nonsensical orders and warnings as
he flies around the room.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel4d
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Brother Reloh

Skinny ad stern as his steeimmed glasses, Brother Reloh is at work at the Duplicator in the
Scriptorium of the Abbey. He is completely focused on his task, and his response to any
FOGSYLIG G2 AYGSNIXOG 6A0K KAY Aad SAOGKSNI aLQY ¢

Various Monks& Ministers

2 yRSNAY3 bt/ Qa Ay (GKS OFGKSRN}f YR 606Seod
of responses when spoken to, but have little time for you.

Calculatrix Pristina

The operator of the Difference Engine, she appears in the scene wildd and must
otherwise be avoided in chapter VII.

Others
Silent, decorative characters, as necessary.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel5
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The Screenplay

SYNOPSIS

The young 2 Assistant Clock Polisher at the Cathedral of Time discovers a plot involving the
ominous Figure in Grey, and must pursue him to prevent the theft of a priceless relic and
discover the forces behind the plot.

1. ¢KS 1 0020Qaf ke NI NE2dz | NE SELINBaate FT2NDAF
private quarters, let alonéouchingthe grandfather clock there, Drake and Calvin have
gone off to pursue some dubious activity in the city, and tasked you with pudishe
clock. Both nervous and full of pride, you care for the clock, until the sound of
approaching feet forces you to hide in the clock case.
Abbot Gubbler enters with the Figure in Grey, and you witness a cut scene in which the
anxious abbot tries todick out of an implied deal with the Figure, saying that the object
is inaccessible (thBerpetuums not explicitly named in this scene). The Figure
GKNBFGSya O2yaSljdsSyO0Sa AF AiGQa y2i RSt AODSN
afraid to think of he consequences ifisdelivered. The Figure changes tactics and says
GKIG Ddzoof SNJ ySSRy Qi adSlrt GKS 2025043 KS
OF GKSRNY f Qa @l dzf 6§ yR GKS CAIdz2NBE gAftf R2
shott. Gubbler leaves and the Figure moves towards the clock case, as if he senses your
presence, but then leaves.
Object: To clean the clock without being noticed
Obstacle: The entrance of Gubbler and the Figure in Grey
2. The Abbey You are worried by what 2 dzZQ@S 2dzad KSIF NRXZ odzi y2 3
6020 Q&a ljdzr NOSNAR GKIy &2dz I NB OF dzZ3Kd dzL) o0&
YR O2y FTAYS @2dz (12 &2dzNJ OStt G2 LlzyAaK @&2dz
though they sent you there themselJesIn your quarters you note the spires of the
cathedral through your window, and determine to speak to the archbishop about what
82dzQ0S 2dzad KSIFNRO®
Before you can get to the cathedral though, you have to distract Calvin, who guards the
exit, and avoidrake, who follows a set path through the abbey. This chapter is used to
more fully establish the world and characters.
Object: To leave the abbey and go to the cathedral
Obstacle: Calvin must be distracted and Drake avoided.
3. The Cathedral of Time (getg in)¢ Across the yard is the cathedral. Here you must
SELX 2NB GKS fI NBS aLIOS (2 FTAYR (GKS I NDKoA
attendant at the door. While exploring the cathedral, you witness part of a religious
ceremony involving th@erpgeuum Mobile.
Object: To find and convince the archbishop
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Obstacle: A guarded door.
4. The Cathedral of Time (getting oat)When you get to Archbishop Steelspring and
SELX I AY 6KIiG &@2dz 208SNKSFNRE KSQa LI-GNBYAT A
actidS AYI IAYIFI A2y ® 'S aleéa GKF G -prétdctedi KS OI
vault, and that even if someone had a copy of the key (and he shows you the copy in his
RSa410xX GKS@QR ySSR (GKS LI aad¢62NR IlHoosgStfz a
you from his study.
[ SI OAy3 GKS I NOKOAAK2LIQa ailidzRées @&2dz aSS Dd
Youcomecloser and hear Gubbler say that the cathedral will be unguarded at midnight
and he can take thPerpetuurmthen. You see a flash of méts Gubbler hands over a
key, and scurries away.
The Figure leaves, and you give chase. He leads you through the passages of the
cathedral, up to the roof, where the chase continues, until he makes a leap no mortal
could make. Luckily, you figure outvay to get across the gap, and continue pursuit.
Object: To catch the Figure in Grey
hoadl Of SY ¢KS CAIdz2NBEQ& &adzZLISNA2NJ AaLISSR |
5. The Chase on the Rooftop®#\ short chapter, rushing through a maze of rooftops, with
one or two small access puzzks/ G KS gl & @ Wdza G a4 @2dz GKAY
with the Figure, you fall through a skylight into the shop below.
Object: To catch the Figure in Grey
hoadl Of SY ¢KS CAIdzNBEQ& &adzZLISNA2NJ AaLISSR |
6. / 2@ f ( Q& ¢This nh@pter opdkird inbone location, and consists of cut scene and
dialogue material. The shop turns out to belong to the clockmaker Covalt, who, though
surprised at your entrance and initially angry over the clocks you broke on you way in, is
quickly wonover when you tell him your story. It seems that an ominous figure in grey
had recently visited him and other clockmakers in the city, offering huge sums for the
ONBlIGA2Y 2F | LISNWLISGdzZ £ Y2dA2YyY YI OKAYySa®
design vas beyond him (or any living clockmaker), but also because it would be
supreme heresy.
Plot is sorted through here and questions clarified. When you despair of locating the
Figure and stopping him, Covalt suggests that you could use the Difference #ngine
ascertain both his whereabouts and his intentions. He explains the details of the
engine, and suggests in your livery as a servant from the cathedral you might be able to
at least get past the guards at the gate.
Object: To discover information aboGovalt and the Figure.
hoadl Ot SY /[ 2@1fG§Qa AYAGALFE | y3ISNWD
7. The CountingHouse, 2dz T2ttt 26 [/ 20+t 30Q&a RANBOGAZ2Y A (K
| 2dzaS o62dzald YySSR I RSaAaONRLIIA2Y 2F (KS 22 dzN
able to get past the ater guards with a bit of bluffing. Once inside through, you must
avoid the other adults.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel?
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In the room housing the Difference Engine, you witness a scene between Duchess Du
Mer and Calculatrix Pristina. Pristina is giving Du Mer punched cards, whekhleav
answers to her questions, and we overhear some of the questions, giving us some idea
2F gKIG aKSQa dzl) 23 AyOtdzZRAYy3 YSyilAiAzy 27
as to how the mechanism functions.
The adults leave, and you are faceihnan elaborate mechanical puzzle, in which you
KFEgS 2 N yatlraS GKS ljdSaidAazy a2 KSNB Aa i
symbol language. When you succeed, you activate the engine. The room itself starts to
vibrate as the massive drivingrgpys below the floor engage the machinery. You have
only enough time to grab the card with the answer and escape before the guards rush
in, alerted by the vibrations.
ho2SOGY ¢2 RAAO0O2GUSNI GKS CAIdZNBEQE& 6KSNBI
Obstacle: Variosiguards, and the complicated engine itself
8. The Storehouse You follow the directions on the card to an abandoned storehouse
near the wharves (again, | think we can have just a description of the journey). You
must first find a way to break in, and whgou do you a greeted with a chilling sight.
¢CKS @lIaid at2NBK2dzaS Aa FdzZ €t 2F | GK2dzaAl YR
at all, but metal automatons, frozen, awaiting orders. When you look inside one
however, you notice a large cavity. Altlgh the clockwork is far too complicated for
82dz 02 dzy RSNRGFYRS @2dz NBO23ayAT S 4KIFGIQa YA
At this point, you are discovered by the Figure in Grey. You try to confront him, but he
easily overpowers you, gripping youhis inhumanly strong hands. He tells you not to
YSRRfS Ay GKAy3a @&2dz OFyQi dzy RSNRGIFYRI YR
GSNBY QiU dzy RSNJ 2NRSNBE y20 G2 Ol dzasS lyeé RIYLl
GKSNE @2dzQ0SR O22rdd OFINENIE Zdfdl / 201 f0Qa Yyl YSo
Object: To confront the Figure in Grey
hoadl Ot SY LyAdGAlLtfte | £t201SR R22NE GKSY
9. wS { dzNy {cs in tRedbthdr Gaalt chapter, this occurs in one locatio,
consists of cut scene and dialogue material. You awake being tended to by Covalt, who
says he found you unconscious on his doorstep. You relate what you saw, and Covalt
pieces it together. As thBerpetuunmever needs winding, if the Figure coul@aitit
and replicate it, the copies could be used to power the mechanical men indefinitely.
They would be a terrifying army, tireless and invulnerable to the weaknesses of mortals.
. 2dz FSSt AdQa G22 €1 0S (2 ZHéargeuimatiki@nigbtA 3 dzNBS =
FYR KSQa Of SINIe (22 aGNRy3a F2N) ez2dz 02 ad?2
not necessarily smart, and you can try to trick him.
He has you describe thHeerpetuum and quickly constructs a decoy device using bits of
clocks fom around his workshop. All you have to do is get into the vault and switch it
for the real thing.
Object: To form a way to stop the Figure
hoai(l Oft SY ¢KS CA3IdzZNBEQa LR6SNI YR GKS f I
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10.Return to the Cathedra] You return to the cathedragnd must sneak through it in the
RFNJ] (2 GKS | NOKoA&aK2LIQa addzResxs Gl 1S GKS
Object: To get the key and find the vault
Obstacle: The size of the space and the dark
11.The Cryptg The vault is deep within the crypts below tbathedral. It is guarded by a
bronze head. When you turn the key in the lock, the head awakes and demands the
password. In your earlier dialogue with the Archbishop, he repeatedly said his favorite

LIKN 882 4t GASyOS A& (itkeSoot t6 Risetidy, whefieqau |+ { & 2

1

2dzad auz2ftsS GKS (1Seéo ¢CKS LI aag2NRI 2F O2dzN.

You access the vault, and switch the decoy out forRBgoetuumjust in the nick of
time, as the Figure enters a moment later. He takes the decoy, but seamediately

G2 1y2s AdQa y20 GKS NBIft (KAy3® 'S GSI Na
AYAONR LIGAZ2Y 2y GKS LISYRdzZ dzY AYaARS® G/ 2 Ol €

desperate to warn your friend.
Object: To trick the Figure inr€y with the decoy
hoadl Ot SY ¢KS oNI}T Sy KSR yR (KS C
12CAYLFESY [/ 2@ RAzQBNNA POl BA2L12 01 fGQa G2 TFA
GKNRdzZAK | R22NJAyd2 /20fG§Qa 0SRNRB2YX |
trying to find out where thdPerpetuumis, but Covalt refuses to tell hiamything.

| 2@t GQa NI 6Sya |1daAAY FyR adzyAy FEF L) gAf RS

distract the Figure, you open the cage. The ravens fly straight at him, pecking and
Of F 6Ay3> o6dzi GKS CA3IdzNBE R2 S Gedliges thatid O

Y
CAIdzNE AayQl KdzYlyz FyYyR NRARLEA 2FF AdGa Of 21|

keyhole in the back of its neck. Covalt shouts at you to snap its spring, and you insert

I.
1

GKS Of201 188 @2d20@S K IstRhaptey intd thedzdld ahd/ Sy (i 2 NB
GNBYOK Al gAGK Fff @2dzNJ YAIKGD ¢ KS CA3IdNEB
There is a quick denoument, as Covalt examinePémpetuum., 2dz NBI € A1 S @2 dz

32 o0l 01 2 (GKS lo00Se y2 étpredols@elicy Horeithin2 f Sy
that, a greater mystery awaits, for someone must have built the Figure in Grey and the

i K

Fdzi2YlG2ya Ay (GKS aAG2NBK2dzaSo {2YSHKSNBE A

Object: To protect Covalt
hoai(l Of SY ¢ KS d2anindzndslaesabiliy2 6 SNJ |y

Game Features

Time Keepng

The game runs on a predicated schedule, certain events triggering a move forward in time, so a
move-based time tracking extension is unnecessary.
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Details
Chapterlz4 EA | AAT 080 10A00A00

Map

ToCorridor of

Contemplation C2. Quarters

Inside Clock
Case

Rundown
You begin the game with your lucky clock key, a rag and a glass tumbler containing a small quantity of
wood polish.

The chapter is on a timer.
After the first turn,Calvin and Drake leave the hallway, telling you to polish the clock.

Three moves after game start you hear voices in the hall, prompting you toYuodealso hear
these if you try to leave the roonThese voices get closer.

Three movesifter the voiceshave beenheatd A ¥ @2 dzQ@S y2i KARRSY Ay i
you hide automatically.

When you hide in the clock case (whether you hid automatically or on your own volition) a five
turn event begins while the Figure and Gubbler talk outside. Whileganot leave the clock case, you
can perform certain actions between the sections of dialogue.

You can examine the Figure and Gubbler through the keyhole.

You can increase the amount of dialogue you hear by listening with the glass against the
door., 2dz Oty Ffglreéa KSIFNJIGKS ! 6020 Of SINI&T AF &2dzxQl
Figure says, otherwise you only catch a few phrases and words.

After the event, Gubbler and the Figure leave, and you can exit the clock. You are prempted
tell someone what you just overheard. When you leave the room, Chapter Il begins.

.1 O0AOq 8
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Design
1. Before Play Begins: (prologue)

o Design; 2dz F NB Ay (KS !10620Qa vdzZ NISNBRXZ 6KSNB
FAYAAKSR LIt A a Kfayifthel dosk, a-datpwhithOsiusuiligAar&bove
your lowly rank of 2 Assistant Clock Polisher, but your superiors Drake and Calvin have
32yS 2FF AyilG2z GKS OAade G2 FEANIL 6AGK TIANI &>
honored, but also worrie@ 2 dzQf f 3ISG OF dAKG o& 2yS 2F (KS
clocks in this world is serious business, not to be entrusted to someone the likes of you.

Actual:
GHEY WREB!!
Uh-oh.
G2SQ@S 3J2G | 220 F2NJ @2dzHE
G, SFKZ F LINRPY2(GAZ2YHE

This, coming from Drake ar€hlvin, means something horrible is about to happen.

G, 2dzQNBE 320 @2dz2NJ N} 33 R2y Qi @&2dzxKé

G! yR 82dzNJ LI2f AaKK¢é

G, S atledts

G/ 2dzNBS &82dz R2d 2SStttz 46SQ@S 320 a2YSUKAYy3a F2NJ &2dz
G, SIKZ¢ OKAYSA /I fOAyD

One on each arm, they marche down the hall, toward theAbbotQ a A& #nNdduble? Going to be
thrown out of the Cathedral?

Ghy GKNBSHé aK2dzia 5NI 1S
G52y 3AHE /| f OADGngD2dzy 1ad® G52y IH

They shovene through the door. fall ¢ into the AbbotQ & LIS N& 2 ylimight @d&khow onGecNJID
about the Abbey but | do knowthat Ireallya K 2 dz2f Ry Qi 6S Ay KSNBX

1 Note: this dialogue section finishes after the first turn, see the Events listed as
part of theAbbotQa NR2Y 0SSt 246 @
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2. The Player Character:

o Design:You are Wren, the" Assistant Clock Polisher in the altm the Cathedral of
Time. See notes in the player character section above for detailing.

Actual:

When the monks tookne, aged six months, into their care, they nanmad Wren. Maybe becauskewas

small, insignificantand happy to eat any crumbs they thremy way. But these dayls QAffen, 2nd
Assistant Clock Poliséet YR G KI 64Q& + NRtS GKIFIGQa Fo2dzi Fa AYLI2N
Time as the large deaf man whostetches the worrout springs.

o0 Invenbry:
A Object Your lucky clock key

| Description:The one thind. Qf@®allmylife.L 6§ Q& 06SSy (1 KSNE
string around my neck, for as long as | can rememldereping
hoping thatA G Q& | | &ué fadill, BrdondFdsdyd ¥ QY &
open a treasurechest or the door of one of the Gre#&touses. But
thenagainY € 6 S A U Qa |8iddidieatasaVé&y. KA y 3
EitherwaylL Q@S0G (2 FAYR | £201 AdQff Gd

1 Command [Drop, Put infon something, Throw etd[vhat? Loseny
lucky clock key? And then what woudldave left?

9 Note: Used in the final chapter. Until then it can be used to try and
GAYR @FNAR2dza Of 2014 YR YSOKIyAaYax

A Object Rag

1 Description:¢ KS (22t 2F (KS LI taglaoksSimen a G NI R
AGQa 0SSy (KS (22t mg®o.aSOSNIt LIR2fAaAK

 Command [Put rag in tumbler/polish[The rag is already wet
enough.

9 Note: Can be used to polish objects.

A Object Tumbler (with small amount of wood polish inside)
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1 DescriptionAsmalBf I & A (K nytaily wodd pofisha f STl 2
ration. HowL QY & drbHd2lktHe Rest ofny chores after thid
R2yQG 1y26s odzdi 5N} 1S FyR /1t OAYy RAR

9 Command [pour out polish / empty tumbler if inside the clock case]

hKX ¢Sttt GKSyo® L GALI 2dzi GKS fFad 2
At least that part will shine.

I Command [pour out polish / empty tumbler if not inside the clock
case]L §ISSR (G2 al @S SGSNER fl ad RNERL®
to do today at least!

9 Note: Can be used with the door while in the clock case in this chapter
to amplify the sound of the dialogue between the Figure and Gubbler.

3.10020Q& vdzk NI SNA
o Description:

If | thought Abbofs lived in luxurythen | was deagvrong. Evermyl G G A 0 Q& O 2&KASS NJodDRIGYQ &l K
got no furniture atall, exceptadesk and a&ot, and no decoration excefar a bust of St. Newton. None

of the axlemounted beveedY2 6 Af S& L g+ & SELISOGAYy3Id ¢KSNBQa o NB
window to catd the sunrise, opposite the door the hallway back west.

St Newton is staring at thabbotQ & dzy’ L& dndfadh&r 8l6tk with a sevefiown.

o Command [leaving Quarters befor@alvin and Drake leaving event has happefted
LQY y20 adl & mghbbutKk SNB XL odAif NAGRIQa 6l AdAy3a (G2 Lldza
Gt 2f AaK (0 KSONBe@ge d 2R SR2y QG O02YS 2dzi GAft AGQa

(Note: this is followed directly by the Calvin and Drake leaving event as below, missing out the first
line of that event, to avoid duplication of text).

o Command [leaving Quartersefore Voices have been HedrdCurses to
O2dzy i SNBISAIKGAH LGIQa y20G 2y Y& NRGFT GKAA C
| head for the doorway, then freeze. Voices, comingdo/ G KS KIFff o LiQa (K
himself, coming this way!

(Note: The Voices Heard event has now happened)
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o Command [leaving Quarters before Clock Case eVt started, after Voices Heard
evenf: ¢ KS ! 6020Qa @2A0S Aa 3ISG4GAY3 ySIENBNX LT
GdzNYyAy3 (GKS LI RRfSa Ay GKS I dzy RNdbetoNRB2Y F2N
escape.

o Command [leaving Quarters after Clock Case eveMtbve into Corridor of
Cotemplation and begin Chapter Il

TextLQY 3J2Ay3 (2 KI@S G2 GStf az2vysSz2yS oKIFG L
G§KS | 60 2 Gcihen why ée mighSbe? After all, the figure he was talking to
could have beemnyorein the Abbey!

o Evern [overheard from Quartersfirst turn after game beging this is Calvin and Drake

leaving:
! YR R2y Qi O2YS 2dzi GAft GKIG Ot201Qa aKAYyAy3dIHE &
G, SFHKZ¢é¢ [/ Ef@AYy &aleéad aLGQa 3I2G G2 221 +ta 3I22R | a

ddiot> ¢ SYNdEI(USSNB ® &/ 2YS 2y d¢
Their voices disappear down the hall.

o0 9SSyl wig2 Gdz2Ny& FFGSN 3l YS o0 SBEeigeEthek T o+ 2 A C
clock ticks off a minute with a stateljunk Quickly, | make the sign of the winding
gear.

o Event [overheardfom Quarters, third turn after game beginsfrom the hallway
outside comes the echo of voicé®o shakyo be Calvin or Drake. More likeoh, no.
LGQa GKS 16020 O2YAy3 o601 01 2 KAEA NR2Y®D |y
be worth that spind S& G KS&@ QNB aLINdzy3a G2X

(Note: The Voices Heard event has now happened).

o Event [overheard from Quartersyne turn after Voices Heard/hen the player is not in
theclock: ¢ KS ! 60620 Qa @2A0S Aa 3ISGGAy3a Ot2aSNO® ¢
AK2NI KIFyRYX o0dzi KSQa RSTAyAGSte O2YAy3a (KAZ

o Event [overheard from Quarters, fifth turn after game begingen the player is not in
the clocK: Oh, widdershins! Gubblerisrighttei 3 A RS G KS R22NH LQR 06Si
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o Event[overheard from Quarters, sixth turn after game begimghen the player is not
in the clock: make the player enter the clock case. See the command description on

the clock object below.

o Object: Grandfather clock

Texta 2 SQf ¢

A Descripionb2 ¢2yRSNJ /It @AY YR 5NI1S RARYyQI
Ddzo6f SNDRa DNI YRFIFIGKSNI Oft 201 A& Sy2N)2dza®
and the cabinet below is big enough to be a wardrobe. Even just polishing the
doors will take half an hour hE whole thing might take all day.

A Design: Inside the clock is the penduluum and two counterweights, and the
16020 Qa aLI NB NRoOSO®

A Command [opening or searching clockF. not open]l open the clock door and
peek insidefendiflC2 NJ I 6 A3 Of 2 O peddil@ abautie I LINB G
aAlS 2F /1 t@AyQa FrAad FyR y20 a oA3 | &
of it for the Abbot to hang up one of his spare robes.

A Command [polish with rag]t whisper the correct mantragainst the evils of
CNAOGAZ2Y YR 5dzadG> FyR adlI NI LRfAAKAY3IOD

A Command [polish with rag after Clock Case finishedgver mind that! | need
G2 0SSttt az2yvyS2yS gKId LQOS 20SNKSIFNRZ |yl

A Command [polistwith rag after Voices Heard]f you think the Abbot will come
AY KSNBZI IYyR &aleésx ahKI 3JI22RI @&2dzy3d 2 NBy!
KFI®S 02YS dzyalINdzy3ded LT KS FAYRa YS KSNB
have me declared unmechanistical and maygven throw me out of the Abbey!

A Command [enter or hide in clockefore Voices Heard | should polish the
2dziaARS 2F GKS O0ft201 FANROGZ IyR GKIGQf ¢

A Command [enter or hide in clockfter Voices Hearl Moves player intoClock

/1 4S5 SYR&E 1662008 vdd NISNE SOSyd FyR 0!

GFrf1 Ay KSNBX¢ L KSIFENIGKS ' 602G alreéay3a:

jdzZA SG @ adzOK 6SGGSNWE ¢KS 2fR Yy adréylUkihelasftick RS (KS
before his old eyes can see me, | dive inside the gigantic clock case and pull closed the door.

0 Object:Robe
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A

Descripton:L 1 Q&4 F GKAO1l ofl Ol ¢22fftSy KIFOoOA
sleeves big enough to fit a faend-a-quarter transmission with room to

AL NBd . SAy3a GKS 1'6020Qa NRoO6S YSIya
sewnin pocket for his tissues, spectacles, and that sort of thing.

Command [wearrobelny S Rl &8X YI&06S> 2y0S LQ@S
the status of clockvatcher and can start learning the Twelve Devotions.

But not yet.

A Command [take robe]Better not. My fingers are all greasy with polish.
o Object Cot
A Descripton¢t KS ! 6620Qa 0204 Aa I KFENR ¢g22RSy L

avltt ofly1Sie dadzaaldyQld atSSLIZé¢é L OFy K
Ad 2dzNJ ANBIG 6SF{ySaaoé

Command [Enter cqdt No thanks. It looks horribly uncomfortablénd coming

from me,consideringwheréd f SSLIJ> GKIFGQa NBlIftfe aleAy3
Command [Look under, Hide under cot before Voices H&ad ¢ KSNB Qa y 2 (i K
2F AYUSNBal dzyRSNJI KS 1 60620Qa 020 b2 &l

Command [Look under, Hide under cot after Voices Hdalitie space under
the cot is too small for me! Somewhere else, and quick!

o0 Object Desk

A

DescripionDdzo 6 f SNRa RSal Aa o6FNB FyR 2fR® ¢K
geometric designs.

Command [polishdesk] dzii L QY 3A2Ay3 (2 ySSR Fft GKS
clock!

Command [hide under/ look under desk before VoiceShame response as
looking under the cot, but referencing the desk instead of the cot.

Command [hide under/ look under desk after Voice§ane response as
looking under the cot, but referencing the desk instead of the cot.

o0 Object Icon/ Bust
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A Description | can feel the weffitted eyes of St Newton gazing right down into
my workings. Quickly, | make the sigrpehduluumand look away.

A Command [take bust]L sicfar from his expression that St Newton disapproves
of that idea.

o Object Window

A Description The narrowbarred window catches the morning sunshifiée
aFYS adzyakKAyS GKFG 5NIX1S FyR /I tf@Ay | NB

A Command [opening or entering window]Fhe bars are too narrow to slip
through, and too firm to break.

4. Inside Clock Case
o Description:
(If listening with the tumbler:)

L Qeéning up against the door of the clock, with my ear pressed against the glass tumbler. The
LISY Rdzf dzdzY 6 SKAYR Aa fA1S a42YS2yS ONBIFIOGKAY3 Ay Ye

(If not:)

'd GKS LIKNIA&AS 32S4ar LOQYtradiad®NlIi o BEBBSY QY ANY Of K8 yRI
between the clock case door and the heavy swingiegduluumbehind. And if that hit me, and
RAANMHzZLIGSR (GKS K2feé GAYAYy3IaX ¢Sttt (-KaBNBdpgedy 2 oI &
Y2@QAy3s fS0Qa 2dzad areod

(Eitherway:)
I fAGGES fATKOD AKAYSa Ay (GKNRBIAK (GKS {SeK2fSI gKA

o Command [leaving clock case before Clock Case eigdiished: |, 2 dzQ@S 320G | & LJ
missing if you think | can slip out, unnoticed, or come up witle@nt excuse as to why
LQ@S 060SSYy KARAY3I Ay (GKS 10606020Qa AN YRTFI GKSH
happens to make the old man need to change his clothes.

o Command [leaving clock case after Clock Case ev&wdjurn to Quarters and print
text commenting on what you just saw and the need to tell someone.
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Textty L &LAff INIGSTFdzZ fe 2dzi 2F GKS Of 2071
dzy RSNB I G SN LQ@S 2dzald 06SSy KzwdAy3a AG A
LINP O 6f & &K?2dzf Rigkerlicarkget@ of hereyifie beitér.S | dz

NOTE: For each of the event texts below, there are two possible versions: a complete version
that appears if you have used the glass with the clock case door or keyhole, and an incomplete
version that appears othawise. This incomplete version still includes all the important plot
words and should be enough to follow the meaning.

o Event [overheard from Clock Case, first turn after entering]K = y 2 X ¢ KI &G Of A O]
was the sound of the Abbot closing the door. ketike heg and the grey figure |
glimpsedwithhingl N3 32Ay3 G2 06S KSNB FT2NJ I 6KAf SX

o Event [overheard from Clock Case, second turn afterenteriggl: (2t R @2dz y26 |
GStt @2dzK¢E¢ 2fR !'0020 Ddzoof SNJ AAKAIRRYAE KI ¢
02YS KSNB @

A If listening with glass: The Figure says something in reply. With the glass, |
Oy KSIFENJIljdAGS Of SIFNITeéeod ¢KFHG gla | 3
disappointed with your failure. The cause and effect principle, Abbot.

Such failure mustidh y3 O2y aSljdzSyO0Sade

A If not: The Figure says something in reply. | can only hear two words, but
GKSe@QNB Sy2dzaK G2 &adGd2L) Yé KSINIo® act

o Event [overheard from Clock Cadéijrd turn after entering]:a . dzi G KSaS GKAy3a&.
things arenot always ticki 2 01 = G KS& yS@SNI I NBzé¢ @K
 dzA GSNA YIS ljdA S RAFFSNBY(d FNRY (KScadslh Re
itemyou askedaboutA 1 Qa Ay (GKS =+ dzZ §ax @2dz aSSK ¢KS

A Iflistening:ad , 2 dzZNJ SEOdzaSa 6S TFAy

R RAALFLILIRZAYGAY:
(KA&Z |yRZ 1662G% 68 Y& y§ (i

R
R (2 dzyaf ALl i

S
A If not: The Figure is too far from the keyhole and speaks too quietly for me to
KSI NI Of SI NI & @ ad 2R UIWRA ViKASY 3 XiédzyraS A LI @ 2 d:

o Event[overheard from Clock Cadeurth turn after entering]: The Abbot is spluttering
YR OK21Ay3d |, 2dz2Q@S aSSy KAY fA1S GKAA 2yf &
and smashed an altimeter right before the Abishop was due to visit.
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A Iflistening:¢ KS CA3JIdzNB O2yGAydzSad a/ tfSFNIe& &2 dx
We have a better mechanism for obtaining it. But you must provide us with the
2LIR NI dzyAGed LA (GKFG dzyRSNRERG22RKE

A Ifnot:¢ KS CAIdNBQ®2WdA gazS@mdA O OFy YIS 2dzi
6SGGSNI YSOKI YyA&aYéES GiGKS 2L NIdzyA e dé

The Abbot nods violently, shaking out agreement the way | might beat dirt from a
Rdza G SN daé Y2ySekKé KS Faiao

0 Event[overheard from Clock Cadéth turn after entering]:

¢CKSNBQa (KS OfAy(1X 2F I LRdzOK 2F 32t RSy YAydz
l0020GXK ¢KSYy &adzRRSyfexz (GKSNBQa I GKANR @2A0S
LGQa I Y2yl 2F (KS HONSEESOKS D Dibstits diflils&ndlK § IQE0

GDSU 2dz20f 3ISG 2dziHE¢

G.dzi ClFGKSNEé¢ (K fmeWaukiow. Fauyold ing td28lByau whek i s
timed ¢
GhKH hT¥ O2dz2NBS 2F O02dzNES=Z¢ KS YdzvYof Sao alL
GKSy>¢ KS aeeasx (G2 GKS CA3IdzNJ
ALFT tAa0G6SyAy3aY a2S OSNIFAyte gAaffze 0
A If not: The Figure intones something in reply.
The Abbot leaves, and that leaves me alone, inside this clock, with the stranger
2dz0 AARS® |1 SQ&d O2YAyYy3d ySI NBNX chselOhust KSI NJ K
have nudged th@enduluum he must have seen the cloékl Y Ra |j dzA @S NX 6 dzi
GKSNBEQa G(KS dgArAakK 2F KAa Oft21F1 Fa KS Y208
Phew.

o0 Object Clock door

A Description The clock door is smooth lacquered woéidest quality: no
1y20K2fSa 2NJ aLX AYyGSNA KSNBH LGQa 02 JSNJ
nice geaitrain motif around the keyhole.

A Command [opening clock door before Clock Case evers finished: Same
message as trying to leave the clock be¢ Clock Case has finished (see above)
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A

Command [opening clock door after Clock Case eveBgme outcome as
trying to leave the clock after Clock Case has finished (see above)

Command [listening or using Tumbler with clock dooow the player is
listening with the glass. If the tumbler is not empty, first empty it (as above),
then continue as below.

Text:| put the glass tumbler carefully against the door, then lean down to press
my ear against it. Fantastic! | can hear much more clearly now!

0 Object Keyhole

A

Description

If not in the case, or if inside the case but the caseisodeni Q& 2dzad | (1 Sé@
might be only ornamental.

If inside the case, and Abbot and Figure are not in the rodrhrough the
158K2tS L OFly aSS (G4KS O2NYySNI 2F GKS ! 00:
have gone.

If inside the case, and Abbot and Figure in the rodnean make out the
1600200Qa KlIyRa>x gKAOK I NF akKl{Ay3a ol Rfeo®

Command [listening or using Tumbler with keyholepame as using tumbler
with door, as above

Command]listening without tumbler at the keyhole]:l put one ear to the
1SeK2ftS o0dzi GKS CAIdzNBQa @2A0S A&
t?2laK2dzZ RYyQli 06S SI@SaRNRLILAY3I 2y
just wait till he goes.

A0Af
KS |

(@]
(@] Rup—y
N)Y

0 Object Clock Mechanisnpéndulum and weights

A

Description Thependuluumis a large amount of Holy Brass, properly blessed
and bevelled. It swings back aratth, raising the weight of Precision against
the counterweight of Slapdashery.

Command [Push, turn, move, take etclo stop a clock is like murder. To shift
(KS olftlyOSXe (KIFiQa a2YSOKAY3I S$OSy 62N

0 Object Gubbler
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A DescriptonL O y Qi RSB dzYKzOKKS | SeKz2t Sz SEOSLI
waist and shaking hands. Not much good for winding anything now, but if | said
4 YdzOK G2 lye2yS GKSYy LQR 6S Ay NBIFf Gl
A Anyinteractoncommand5 NI ¢ | G4 0Sy A2y G2 YeaStFK L

notstu R® LF L 3ISG {AO01SR 2dzi 2F GKS ! 60S8e
the rest of a very short life.

o Object Figure

A Description The glimpse | caught earlier was a tathan?¢ wearing a suit of
INBe fSIGKSNI YR | f 2 yhiinaFdlcAdinad | IYIIHEG b
0K2dzZaK KS 1y26a LQY KARAYy3IAI YR KSQa | @:

A Any interaction command: Same as interaction on Gubbler.

NOTE: Gubbler and the Figure are only visible during the event. If you stay in the clock case
after the event, they are no longer there. Similarly, the description of the room through the
keyhole changes to reflect their absence afterwards.
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Chapter Il z The Abbey of Time

Ma
P Attic
Room
\%
. N _
Rickety | | Upper Kitchen
Stair Hall
N J I
- N \/r
Library | | Center | | West East Gardens
Hall Refectory Refectory (inaccess)
/\ //\ J
™ /Lﬁ e _ N )
Scriptorium | | -OWer Corridor of 160624
Hall —| Contemp. Quarters
//%/ N J
e N
Entry Cells
To Cathedral C.3 — (Inaccessible)
\_ J
Rundown
TheChapted SIAYya HKSY @2dz aG4SL) Ayiad2 GKS [26SNI I FEf TN
AYYSRAFGStE@ O2yFNRYy(G @2dz2 |yYyR LldzyAaK &2dz F2N) 0SAyY

Attic Room. There you see the spires of the Cathedral and resoted the Archbishop what you
overheard.

Drake follows a set path through the abbey. When he is coming towards you, you will first hear
footsteps from that direction when he is two rooms away (Drake wears hobnailed boots, of course), and
avisualwarmning KSy KSQa 2yS NRB2Y | gl eod

If ever Drake enters your location you will be boxed about the ears and returned to your room in the
attic.

Calvin is in the Entry, polishing a clock there and must be distracted in order to get out to the Cathedral.
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In the WestRefectory is a large clock with a gong that calls everyone to dinner. If you get a key to the
case, this mechanism can be used to bring Calvin and Drake into this room so you can sneak out the
main door in the Entry.

Brother Horloge is in the Library, éihas a conspicuous set of keys, including one to the clock in the
Refectory.He keeps knocking his keys off the table and onto the fllods. G KAy 1 a4 &2 dzQNBE 2y S
a0dzf t SNE 62N] SNE YR AyaArada e&2dz o Nhehasakupdf | OdzLJ
tea, you cartake his keys without him noticing.

In the Kitchen is an elaborate mechanism for brewing tea. It is gpoavbpuzzle:

The first part is a simple mechanical puzzle which requires putting the right elements (tea
leaves, water, tea cup) in the proper compartments. The tea leaves and water are found in the
Refectory, and there is a tea cup in the East Refectory.

When you ativate the machine however, it breaks down and requires a replacement for the
worm gear. There are spare gears in the scriptorium, one of which can be used here to fix the machine
and get your tea.

There are six NPCs in the abbey, but only two campbken to:

Calvin and Drake cannot be interacted with, as they immediately throw you into your room if
they find you.

Cook is deaf, and while will occasionally gesture angrily towards you, is busy cooking and cannot
be interacted with.

Brother Reloh ifocused on his work on the duplicator, and only responds to your actions by
AlFe@Ay3a aLQY 2Nl AYy3IS a& AYy QOIFINAR2dza (G2ySazx yrR 200k

Abbot Gubbler has returned to his quarters and can be spoken to, but is cagey and cannot be
directly confronted.

Brother Horloge can be spoken with once you have brought him his tea.

While you can see the archway to the east in the Entry that leads to the cells of the other monks, you
cannot go in that direction, receiving instead a message that you need to slijgfmre Calvin returns.

The Chapter ends when you distr&alvinand go west from the Entry into the Cathedral Yard.

Notes: NPC topic tables are limited in this draft. A future draft will expand topics and responses.

Design
1. Corridor of Contemplation
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NOTE: Chapter begins here, with no catene. When the player goes west into the
Lower Hall, a cuscene plays before the description of the hall (so is a Command
below, not an Event).

o Description:

The ancient stones of the Abbey rise to about shoulieight before arching over, forcing me

G2 026 Y& KSIFIR AYy &dzLJLJX AOIF GA2y o0ST2NB (GKS ! 066
3SyiatS SOK2 2F GA01a FyR G201a O2YAy3d FTNRY (K
Carved into the walls are a series of pious engravings, tilepite long path from initiate to

Abbot.

o Object:Engravings

A Description:The carvings start with a young child, polishing and
aY220KAYy3 O6N}aa dzyRSNJ GKS SesS 2F a2
them ever smiling at me that nicely. Then a bit along and &urtip
than | am there are older children at the benches, placing cogs onto
ALIAYRESad ¢KSYy GKSNBQa | f2y3 LISNA2Z2I
5S5@g2GA2ya 2F GKS DNBFGSNI w2dl GA2Yy T
face haircut and hours spent doing incisioriwil K G KS A G &f dza X |
0Se2yR GKIFG Gl 1Sa YS Of2aSNJ G2 GKS !
gl yld KAY G2 0GKAY]1l LQY SIF@SaRNRLILAYI:

A Command [examining the carvings before Taken to Attic event has
happened]L ¥ a42YS2yS 0O2YSaszx (GKFdQa gKI O I
here.Butne2 y SQa O2YAy3: IyR GKIFI{d YSIya L

0 Object:!! 6620 Q& 522 NJ

A Description:[before Taken to Attic has happened: K S NJBofQ&in y 2
GKS 10020Q& vdzZ NISNA y2¢0

A Description:[after Taken to Attic has happenedl: i a2 dzyRa € A1 S
someone inside.
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A/T2YYIYR OSYUGSNAY3I ! 06020GQ& vdzk NI SNB
happened]: Prevent player going east. Tekt:2 TSI NX» LQY y2i
back in there.

A2YYlI YR Sy (s®idkkeshitet Taletd Atic has
happenedl:a2 @S LJX F @ SNJ 2 ! 60620Q4& v dzl NII SNJ

A Command [going west into the Lower Hall for the first time]: Before
the player reaches the Lower Hall (so before a room description is
printed), he is accosted by Calvin anddBe. A cutscene is printed,
then the player is moved to the Attic Room. After the room
description, a further cutscene is printed.

Text:

L RIENIL 2F (GKS lGdzyyStsz 2yfe G2 0SS ad2LIISR RSIR
hurrying in throughtheé 6 6 S@ Q4 DNBIF i 9y iNR® ¢KSANI Y2dziKa |1

al Seéx @e2dzHé 5NJ

1 K2dziad® Ly | Y2YSyid KSQa 32
1 006020Qa NR2YK ¢K

S a

I 0Qa y20 2y &2dzNJ NRGIF Hé¢

G, SIFKHé /It @AY | RRaAd® a! yR ¢gKeé 21 NS &i2Kd3 NaS KAELILIA Y
ddiotx ¢ 5 NI { S KehoatheDandfit of ehylpRSINGMonkK S al @a>X a¢KI GQa
,2dzQNBE O2yaA3dySR (2 @2dz2NJ NP2Y®dE C2NJ 322R YSI a
of them drag me away, heels over flagstones, right @ ltlettom of the ladder.

G! L) g2dz 323¢ /Lt @AY alédao a!yR &2dz2QNBE y2a G2
G2 KFEG Fo2dzi RAYYSNKE L |alo

G{ K2dzZf R KI @S G(K2dzZaK& 2F GKIFGX akKz2dzZ RyQia @2dzxKé
Gaz2NB F2N) dzasé /It QOAY | RRad® ahyfeée (g2 K2dz2NB
With that, they punch me again, and wait until | scurry away up the ladder.

2. NPC: Drake

NOTE: Drake is not so much a traditional NPC as a traveling event. He follows the following
path through the abbey, making one move per turn: Central HallLower Hall> Sciptorium -
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> Library-> Central Halt> West Refectory> East Refectory> Kitchen-> Upper Hall> (Central

Hall, repeating cycle). As he moves events occur warning you of his approach, and if he enters

your location an event occurs where he catches yand returns you to your room. Since he
AYYSRAFGSt@ (1F1S5Sa&a @2dz 12 @2dzNJ NB2Y |YyR GKSy S
cannot be interacted with.

o Command [entering a location where Drake idfdza & Ay GAYSZ L &aS$§
| hang back, tcet him move on.

o Command [entering a location where Drake is going to move intajatch the
da2dzyR 2F K20yl Af SR o0220Gad 5NI15Qa KSI RA
pass.

0 Event [Drake moves into a room two moves from Players location along hik]pa
Print one the following.

A First time:Distantlyc but not distantly enouglt | can hear the clock and clatter
2F 5N 1SQa 0220ad ¢ ifkctidndranMRidh DReY Ay 3 FTNB-
approaches]
A Otherwise randomly from5 NI 1 $ Q& ¥F2 2 i 4[thSdikctiod.OK2 Ay TN
A5NI1S8SQa 2y LIGNREfS | yR L [tédfectodl NJ KAY K.
A 5N 15Qa Of I (0 SNAhadirectoa].ia ' NB | dzRAGE S (2

0 Event [Drake moves into a room one moves from Players location along his path]:
Randomly from:

A Lookingdirection Drake approache > L Ol'y a4S88 5NI1S® | §Qa
A 5NI 1 S$Q& [tBecdifiedtionf=F # yiRz KSQa O2YAy3a (KAa ol &
A LQ@AS 3F20 + Y2YSyYy(d 06ST2NB 5 Ntheldigectignllz ia Y S

0 Event [Drake moves into the Players loadati]: A cutscene is printed, in which the
player is captured. Move the player to the Attic Room.

Text:

A Firsttime:d2 NByHé¢ 5N} 1S SEOfLFAY&ad IS 4l ff2
L G42tR @2dz G2 adlreée Ay @2dz2NJ NP2YKé¢ | S
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dragged off to the ladder. Then he waitsand wallops me; until | give in
and climb all the way back up.

A Secondtime5 N} 1S f221a tA1S KSQa aglftt26SF
RA&E20S@SR KA Yticedzi LDOPI2REFASHTRGKI BS
hissesintoh y Y& SIFNX¥ aLQY 3I2Ay3 G2 dzasS A
' YRSNERGOFYRKE 2A0GK GKFEG KS RNI3Ia YS o
barely climb the stairs.

7

A Thirdtimeeh KX y23 y20 |3FAyX 5NIF 1S ad2Nxya
y2a4S® LQY LlzZ NBRI 859 aGef 6K&8SEERRSO6S3
Of AYO Al FAFLAYy®E 1S f221a G YS | a &
R2gy (GKAa GAYSH¢ KS alreao

A Remaining times, with variations indicated®rake
wallops/punches/hits/kicks me, boiling/shaking/simmering with
rad Skl YyISNKFANBEKANNRGEIE GA2Yyd . O] G2 4l

0 Event [Each turn from the start of this chapter until the Gong ringStake moves one
room along his path each turn. That path Sentral Hall> Lower Hall> Scriptorium-
> Library-> CentraHall-> West Refectory> East Refectory> Kitchen-> Upper Hall>
(Central Hall, repeating cycle).

0 Event [Gong rings]: Drake is removed from the game (replaced with the Calvin &
Drake events related to the Gong)

0 Event pfter Gong ringhas happeneit

A InLibrary. NEGKSNJ I 2NI 23S R2SayQid asSsSy (2
too engrossed in the smells from his teacup.

A In scriptorium: The resounding gongs of the Refectory Clock are barely
audible over the sound of the Duplicator. Besides, Brother RelahS & y Q (i
look like the type to get the time wrong ever anyway.

A Ly ! 0602 Qkne Abbat ighdres s gongs, as though they filled
KAY 6AGK RNBIFIR® IS Ydzald 0SS GKAYlAy3a:

A Text randomly as follows (every few turns):
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The stonework reounds with the sounds of gongs.
The Abbey has turned into a giant trumpet, echoing the sound of bells.

The ringing of the Refectory Clock makes the very walls shake

= = =2 =2

Gongs, bells and all manner of noises are echoing around the walls.
3. Attic Room

NOTE:This is where you are taken after being found by Calvin & Drake at the start of the
chapter, and therefore functions as the first real room of the chapter.

o Description:

¢tKAA AayQld NBIrfteée Iy FGGAOd LG #sdayf@diosshsditefobfé | NP 2
NI FGSNB NRIAKG Ay GKS OSA f-gpgedform Eot andaSaundsy or&ied it 1 ¢ K S NB Q
KFE®dS (2 0SS OFNBTdzZ y20G (2 NRff 2dzi 2F 0SRX 06SOI dza
stop me from fallid X ®

I fAGGES K2fS Ay (GKS OSAfAYy3d LINPOARSa az2YS adz/ft A3
right above the rickety ladder down to the ground (and that means the ladder is starting to rot and
bend).

o Event [after being moved to the Aic Room]:
A first time:

Through my window | can see the Cathedral across the yard outside. If | was a bird, | could

Sa0lF LIS Srairfex yR GStt az2vysSz2yS gKIG LQ@S 20S
GSNNAOGES YR LQ@S 32 Cathedal woll@listenkitie Ytdhbighdpy S2y S I
himself, perhaps. He might remember me from the time he visited, when he helped me repair

Fy FfEOGAYSGSNI LQR ONR{Sy® LT 2yfeé L O2dA R Ffeéeo

. dzii LISNKI LJA L Oly SE&Elkwiss 2y F2200 LT LQY Of S©

A second time:That wascareless, getting caught. But | can still make it to
0KS /I'GKSRNXfo LQff 2dzad KIgS G2 o685
2 NBys>s AGQa Slraey GKS gK2ftS 62NI R NYzy
staying ahead of the biting teeth.
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A Remaining timesA quickpad S T2 NJ 6 NBIF GK FyRX NRIKIG
LQY 32Ay3 G2 3ISEH 2dz2i 2F GKS ' 0o6Se az
YR L 62y Q0 3IAGS dzZlJ GAff LQ@S 320 GK

o0 Object Picture

A DescripionL i Q&8 I LISYyOAf a1SiO0OK 2F Y& FlYAfteaxz
sayitha® wSlItftesxs (GKS Y20KSNJ YR FTFGKSNI R2Y
2T OKAfRNBY INRdzyR GKSY R2y Qi SAGKSN® .
to the Abbey. Too many mouths to feed already.

A Commandtake Picture} Picture may be taken, buhas no function.

0 Object Cot

A Description My cot is made of pinewood¥ f A Ya@& &a0dzFFX &2dzQR y ¢
Ot 201 FTNBY AdGo 'd t¢8rad Ad Kra SRISET 4;
more solid bed; a horsehair mattress and everythiqg dzi 3 (DR ©SI| @& Al
32 A0NXAIKG GKNRIzZAK Yeé Fi22ND2F NRaAad a, 2
0ST2NB P GhNJ &2dxQf € 32 a0NFXA3IKEI GKNRIdAK

A Command]lie on Cot 1* time]: Stretching out on the cot gives me a good view
through my window. I canseetheA N & 2F (GKS / F KSRNI X 0
I'NNRPgad YR FEt201SR 6A0UK 0ANRaAD® ¢KS ! NOK:
| could reach him.

A Command [lie on Cot,2time]: ¢ KSNBE Q& y2 GAYS F2NJ GKIFGxX
o0 Object Crate

A Description A laundry crateontaining my spare clothes. Or my spare clothe,
anyway.

A Command [open or take Crate]: I dzy RNE RIF&Qa y2d F2NJ 4 ¢
0 Object Window

A Description On tiptoes, | can see right across the city of St RhilipL G4 Q& | YI 1 §
rooftops like a tangle of thorn bushes. If people could only see this view, then
0KS®& YAIKG y2¢ 0SS &2 aGNROG | 02dzi t NSOA
would, because looming over all the houses are the great spires of the Cathedral
ofcAYST AGQa 3ANBFG O0ft201 1SSLAyYy3a GAYS F2
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A Command [look through/out of window]: same as description

A Commandenteringwindow]:L 4 Q& G22 avltf F2NJYS (2 Of
Fyeégler RS&ALIAGS Y& yIYSSES LQY y2 0ANRO®

A Command [openingvindow]:lcallA & | G6AYR26d LGQa NBIff @
0 Object:Cathedral

A Description:Twelve spires arranged in a ring about the Great Dome, to
mirror the Twelve Devotions of the Greater Rotation. Rumour among
initiates has it that the Cathedral was once adiahthat marked the
time by casting shadows on numerals scattered about the city, but that St
Newton abolished that, tore up the numerals and hid them away. They
say there are twelve different numbers that used to be the first twelve
butnownooneisaB 6 SR (2 dzaS (GKSY® L R2y Qi 08
course.

A Anyinteraction:L 1 Qa NAIKG FONRP&aa GKS OAlG& FN
0 Object StaircaseTop

A Description One of the old construction ladders left over from the building of
GKS ! 60Sed LGQa I arBBissing ahdfthie mnifdedands{ 2 YS Nlz
inwards. | can still climb it in my sleep, of coufffan Attic] The ladder leads
down all the way to ground levdif in Rickety StairThe ladder leads up to my
room.

A Commandclimbing or entering StaircaseTopMove Player into Rickety Stair.
Text:| scramble quickly down the ladder.

4. Rickety Stair

o Degripton:L QY Ay 2yS O2NYSNI 2F G4KS DNBIG 1FHEtzX
NE2Y®Dd ¢KSNBQa | y23S Fddl OKSR (2ckinihe | a1 Ay =
shed just yet.

0 Object:LadderNote

A Description:at £ SF4S fSIF@Sd® bSSRSR F2NJ AYAGALFGS
brother.cDdzo 6 f S NIpé
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A Command[take]L QR NJ G§KSNJ £ SI S GKS aAr3day oSo [ |
away guess where | was?

o Object StaircaseBottom
A Description Same as StaircaseTop

A Commandclimbing or entering StaircaseBottomMove Player into Attic
Room.TextL & ONJ Yof S dzLJ 4KS I RRSN®» LGQa | f

A Command[take]t KS f I RRSNRA& LINByitbemyfogny 3 L O2 dz
4. Upper Hall
0 Degription:

¢KS DNBFG 1Hff 2F GKS 1'00S@ Aa GKS o0A33sSad Nez2y L
southwest (anditiglli KS g1 &3> LQY ySOSNI Iff26SR FTdzZNIKSNDL G2 0
crane my neck | can see the dark square of the floorboards of my ¢gbmladder is on one side, to

the west. Lights moves in and out overhead, from the candles movitigegmHoly TracksStrong

smells float through an archway to the east.

From their niches, the Three Major Saints are watching sternly, keen that | should get out of the
Cathedral and talk to the Archbishop as quickly as possible.

o0 Object Statues of ThreMajor Saints

A Description The Three Major Saints examine me right back, their faces shining
with Holy Precision. St Breguet, the Maker; St Newton, the Thinker; and St
ool 3ST GKS /FfOdzA FANRPYSUNRAGD ¢KS& QNS
quite creepy here in the halight of the moving candles.

A Commandtake or push Statues]The Saints quite clearly disapprove.
0 Object:ButtressedThese are in all three Hall locations]
A Description:The stone pillars supporting the roof are like trees.

A Command [climb]The buttresses are too tall, too wide and too smooth
for me to climb, even if | wanted to.

o0 Object:Candletracks[These are in all three Hall locations]
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A Description:The candles move in the space between floor and ceiling,
the way the stas move between Earth and the Great Darkness of
| SI Sy ® ¢KS@QNBE F2tt2¢6 6AYRAY3I YSGl f
the length of the Great Hall, and as they move, pools of light form and
then dissolve, so that some parts of the chamber are brigtitht limes
whilst others are quite dark. The candles move day and night, with
automatic systems to replace those that burn down to the stub.

A Interaction:¢ KS&@ QNB KAIK | 0620S YSs 2dzi 2F NBI C
5. Kitchen

o Degription:

If there was ever a proof oftheperféc2 y 2F / £ 201 62N)] 23SNJ bl GdzNBx Al Q:
hectic room in the whole Abbey is its Kitchen. Shelves, walls and floor are covered by machines belching,

At AOAY 3 adSEHYAYy3A: OK2LIIMAYy3IS &iA NNoy. FHe nose nielk y A 6
and heat is almost overpowering, and the Cook, who controls this madhouse, can only stand it because
KSQa ada2yS RSIHTo

[if Horloge has been encountered] y 2y S O2NJYSNJ Ad (GKS 2yfeé YIOKAYS |
al { SN ¢KSNBQa I [ieteaNdipnbradkedt thebrédket of ieSndadhiReSis aitdn @

cuplif Cup of Tea (full) in brackelth the bracket of the machine is steaming cup @&f.te

| can escape back into the cool of the Hall to the west. South, through a broad arch, is the Ri@fectory
Gong event is happeningjvhere the Refectory Clock is throwing up a wall of semd if].

o Command [going South to the East Refectory during then@ Event]: disallow:
No way. The coast is clear to get out of the Abbey and over to the Cathedral, but
only so long as Calvin and Drake are distracted in there.

o0 NPC Cook

bhe¢oy ' 3FAYE y24 F Fdz €& Dbt/ I &aAy QiigfluB2dz Ol yQ
way, he just exists to provide flavor text/scenery and prevent you from messing with the
devices in the kitchen.

A Description: The story goes that the Cook lost his hearing while settingagis
AYaARS (GKS 3INBIG wSTS ahigdidres antd Soddtedd | SQR
of being there at 4.30 like his rota told him to, he was there at 5.00. When the
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32y3a NIYy F2NJ RAYYSNE KS ¢l a adAatt Ayaarl
SFNARZ AlGQa | seed iikkSTNat dobk isérionslyloadi A f f

A Commandtalk or ask about Cookwith random variation indicated:
¢CKS /221 R2SayQi -ehdaHePicksmeXis puisiB Ay 3
to one side, and gets back favalloping the toaster / scooping soot from
the grill / injecting steam through a waxed cloth pipe into a pot /
cooking / plugging holes in a hewater pipe with bread dough / setting
dials on the furnaces / stirring a pan using a thréeot spoon].

A Event [every three turns while in kitchegrwith random variatons
indicated]: The coolpushes / bustles / scurries / knockglast me, to
[unclip / wind / respring / tighten / thump ] the [whisker / grater /
steamer / masher/ broiler / oven / crumbsucker ]

o0 Object Machines

A Description Pipes run like cobwebs between a hundred fantastic devices. One
entire corner is given over to automaticegg2 A f Ay 3y a'! | 2f & t NRO
Gubbler once said. Other wires, pulleys, ducts, gears andesdly cross the
floor and ceiling, and the Cod&k constantly sweeping muck and crumbs out
from the mechanisms in a desperate attempt to keep them in good order.

A Commandtake, use or open MachinespPne of, randomly:
1 The Cook hurtles over and beats me away with a towel.
1 The Cook scowls and slaps aveay.
1 I 'might lose a finger if | tried that!
0 Object Jar of Tea Leaf

A Description A glass apothecary jar of tea leaves, that come shippést
Zepplin from the Asynchronous Continent. .

A Commandtake Jawhenthet / R2 Say Qi | Wdve@TealLéabintq S| F
inventory. Text:l scoop up a handful of tea leaves.

A Commandtake Ja when thePChasTealedf | take a couple more leaves.
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A Command [put TealLeaf back in jaRemove Tealeaf from player. Tekput
the tea leaf back into the jar.

A Conmand [put anything elseinjarlt QR 6S Ay o6A3 GGNRdzofS AT
Ay GKA&E LXIFOSo LGQ&E GKS &l ONBR RNAY] 27
too.

0 Object Tealeaf

A Description A handful of tea leafs.

A Commandput TealLeaf into Basket on Tea Machineheni K SNB Q& y2 S| ¥
the baskel: fill the basket with tea leaf. Text KS ol 41 SiQa y2¢ FAf
leaves.

A Commandput TealLeaf into Basket on Tea Machinghen there ardeafs in
the baskel: ¢ K S 0 Ifull dIr&adyQ a

A Command [drop, put somewhere, throw]:scatter the tea leaves. They quickly
disintegrate and are gone.

A NOTE: You can only have on of these at a time, from the Jar in the kitchen.
The go in the Basket of the Tea Machine.

0 Object Tea Machia

A Description Very complex, but robustly built and able to perform its functions a
few thousand times without needing to be oiled. It consists of a framework of
FNYa&a |yR ai0Ndziaz Yz2ad 2F 6KAOK Y2@0Ss (K;:
theprimarygari N} Ay (GKFiQa 06SisSSy (GKS t SOSNI |
machine | can make out a kettle, a spigot, and a basket suspended over-a semi
OANXDdzfE F NJ 6NIF O1 Sl ¢KSNBEQA | 0dzNYySNJ a2YS$§,

A Description when the Working event is happeninghe machine is clanking,
spinning, whirring and generally doing its thing.

A Commanduse or turn on Tea Machine]t does no good to talk to a machine
so casually, as Gubbler would say. Each sacred part must be treated as an
individual operating within aakger purpose. Keys must be wound, levers puller,
aLA3I20a 2LISYSRX (KFd a2Nl 2F GKAy3Io®

NOTE: This is slightly complicated. Each of the parts of the machine (below) controls a
different function. In short: Pulling the lever operates the machine. If you Bay Q& LINZ LIS NX
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prepared some other part of the machine, you will get a message describing where the
problem is. All of the error messages are controlled by the lever, so they are listed in the
description of the lever below.

When the machine is turned osuccessfully, the Working event begins. During the
Working event, interaction with any component is disallowed with the message2 y Q (i
interfere. The machine is making its right and proper supplicatiome descriptions also

change.

o Object Spigot

A

Description The spigot is a short tulfé not WorkingJabove the kettl¢end if]

with a hookshaped valve halfway up that can be opened. Somewhere in the

20KSNI O2NYSNJ 2F (GKS YAUGOKSY AdGQa LX dzyo S|
by ducts from the €iling, into which water is loaded by thirsty initiateand so

on it goes; a Great Rotation.

Description [secondtimef . F aA Ol ffeéx A4GQa | G L) 23SNJ

Commanduse, openor turnon SpigotL ¥ G KSNB Qa y2:]this G SN Ay
fills the kettle with water. Text: The spigot releases a thin dribble of water into

the kettle. Across the room, the clouds coming from the steamer suddenly thin

out and the Cook pauses to give me the most evil of evil stars. | turn the spigot

closed again.

Commanduse, openor turn on SpigotL ¥ K S N&S@A¢  SNRI@asS L) Sy i
of water in the kettle, thanks.

o0 Object Kettle

A

A

Description The brass kettle is suspended from an &srace under the spigot
and near the burnedfif full L 4 Q& FdzZ € 2F & G4SN

Description,when Working is happeningThe kettle is steaming away.

Commandopen or empty Kettle] The kettle is set in the middle of the
machine, over the burner, safely out of reach.

Command [fill Kettle]:Same as Open Spigot.

o Object Burner
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A Description The burneiis a little spout for the gas which is pumped in from the
cowda KSRa Ay (KS O2dzyiNBAARSS 2NJ &2 5NI 1S
side is the fliniron, ready to spark should the getain connected to it be put
in motion.

A Description when Workig, and the burner is litThe burner is firing.
A Description when Working, and the burner is not:lithe burner is cooling.

A Commandany interaction]: The burner is central to the machine, literally. Well
out of reach.

o Object:Flintiron

A Description:Aniron slice set over a flint block. Eventually the flint will
wear down and some lowly machinist will have to take the whole Tea
Maker apart to change it. Given how long flint las@nd how lowly | am
now ¢ that machinist might still end up being me.

A Interact: Same response as burner

0 Object Basket

A Description A finemesh wire basket positioned near the front of the machine,
right over the circular brackefif full of TeaLeafl G Q& FAff SR gA 0K F NI

A Commandopen or close Basket[The baskeK & y 2 f AR® LG Qa 2dzil
filled.

A Command [insert something wrong into Baskefpoun]-G0 S+ ¢ 2 dzf Ry QG 32
well with anybody.

A Command [take]The baskets firmly fixed to the machine by two long struts,
designed to shake out the last dropstoM@& d (G KS Sy R 2F GKS LINE (
f STG dzyGdz2NYySRXZé¢ & Ddzoof SN g2dzAE R al &o

o0 Object Bracket

A Description Just below the main gear train is a sesincular bracket made of
silver[if empty], unsurprisingly about the size of a teadogherwise if it holds
the Tea Cup]in which is a tea cup waiting for tgatherwise if it holds a Cup of
Tealin which is a nice full cup of tea.
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A Commandopen or close Bracketlt KS o6 N} O1Si KlFIa y2 fAR® L
pincer.

A J2YYFYR wlLlzi a2YSiKAY Xetpd2rdS aoKNlIdgd [RS/UOTE ANR
and proper function is to hold a tezup only.

A Command [put Cup of Tea (full)] in bracke@:K S o N} O1 SiQa YSIyd 7
cups, not full ones.

0 Object Gear Train

A Description, if Working is happening:he gears are whirring quite happily.
A Description if small gear replacedfhe gear train forms a perfect snake from
the lever, over the sensircular bracket and into the innards of the machine.

A Description, if small gear is missinghe gear train is nst sadly broken by the
f1- 01 2F 2yS avyrftt 0230 LT GKS /221 &asSsa

A Description, if small gear has not been removed, firsttime: OF y Qi KSft LJ od
notice a worn down gear in the middle of the train, no longer catching teeth
with its fellows. | make the sign of Sad Depreciation.

A Description, if small gear not removed, other time®ne small central gear is
too worn to mesh withthed KSNB ® a¢KS 6SI 1 2ySa NBY2ODS
0SUGSNEE¢ Ddzoof SN YAIKG AylG2ySo

0 Object Small Gear

A Description Half the teeth have rounded, like those of an old man, the kind that
eats nothing but cabbage.

A Commandtake SmallGear]This takes the gear outf the gear train and puts
it in your inventory. Text: While the Cook is distractegithe Cook islways
distractedc | pluck the out the worn down gear. Not the sort of repair a clock
polisher should be doing!

A Command [repair/fix SmallGearl: (1 Q& KNS/ ¢y 2 0 KAy 3 | ye2yS
change that.

0 Object TeaMakerKey

A Description A steel key, used to wind the belly spring of the Tea Machine.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page48



Klockwerk z Episode |

A Command]turn Key]: This winds the spring in the machin@ext: A few turns
and the spring is fully wound.

A Command [take Key]The key is fixed deep inside the device.
0 Object Tea Machine Lever

NOTE: The lever turns on the Tea Machine. It checks several variables. If they are
all set, you get a Cup of Tea. If there is a problem, it produces an error
message In order for the tea to be brewed you must: Wind the key to power
the machine, replace the SmallGear in the gear train with the NewGear, turn
on the spigot to fill the kettle with water, put TealLeaf in the basket, and place
the TeaCup inthe bracket. By > ¢ KSy @2dz LlzZ t GKS f S@SN
¢SIFd ¢KS SNNBNJ YSaal3asSa 200dzNJ 2y S | {
g2dzy R 0KS 1S@& FIyR FTAftSR GKS (SadtsS gAi
A0S @2dzQR IS GKS S N@pmdekhddgedr whedydu | 6 2 dzi
Lidzt £ GKS t SOSNW® LT &2dz G4KSYy NBLX IFOS K
message about needing to put the TealLeaf in the basket. This should be
implicit in the interactions below, but | wanted to make it explicit here.

A Descripton! fFNABS aiSSftf fS@OSN)I aSi 0SG¢eSSy K
key.

A Commandpull, push or turn on Lever]This checks the following variables, in
order, and produces the following results:

1 If the working event is happeningthe machinesi working already.
 If Teahas beenmade already: R2y Qi KI @S | y2GKSNJ SYI

1 If the kettle has not been filled with waterThe Cook gawps, then
troops over and belts me around the head. He points firmly at the kettle
in the middle of the machine the emptykettle in the middle of the
machineg then stalks back over to his chopping machine.

| Ifthe TeaLeaf has not been placed inthebaske2 y Qi @& 2dz (KA Y]
G§SI g2dzZ R 6S NI (KSNdan? Themachingis L R2y Qi
S5t 2 01 6 2 NJ mdgidzijou Anéw 3 v 2 {

T LT GKS ¢S 0dzld KFayQi9@SRFIKAYVBAR agi
OSNIiFAyfes SEOSLII KSqekepioundahe K SNB T2
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basket, through the semircular bracket wheréhe teacdzLJQ & & dzLJLJ2 & S F
to go, and them all over my feet.

§ Ifthe Key has notbeenwound KS t SGSNJ Y20Sa 6A0K?2dzi
been long enough since breakfast, clearly, that the spring has wound
down.

9 If the SmallGear has not beaiemoved: The lever locks dowand sets
GKS FANRG FSg 3ASIENE AYy Y20iA2yo . dzi A
correctly.[now print the Examine Gear Train messagktelease the
lever and it springs back up.

1 If the SmallGear has been removed, biie NewGeamot put in place:
Thele6NJ £ 201 a R2gy o0dzi GKSNBQa F 3ISINJ
Y OKAY ST a2 (GKS NI Ay 2F 0O23a Ol yQi
it springs back up.

91 If all the above has been accomplished, start the Working Event.
o Event:Working

A This event printanessages if the player is in the Kitchen (he may have
to move, to avoid Drake)However, objects are moved/changed etc.
regardless.

1 Event:first turn: The geadtrain whirrs into life, swinging the
kettle across inside the machine. Its base knocks opegése
pipe tap. A jet of gas hisses out, blowing up a tiny sail attached by
thread to the flintiron. The burner is quickly alightiow the
burner is lit.

1 Event: second turnAfter a minute or so, steam begins to rise
from the kettle. This steam collects on a fine gauze over the
kettle, which slowly weighs down on a thin metal strut.
Eventually, the pressure is enough to flip a counterweight, and
the gauze tilts, pushes the k&t onto its side. Boiling water pours
from the spout and into the basket of tea leaves. As the kettle
empties, its weight shifts and it swings back. A pin on one side
knocks closed the gas piggow the burner is not lit.
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1 Event: third turn:The basket slos filters tea into the waiting cup.
Meanwhile, the slowing gears move the kettle back to its original
position below the spigot, and the water on the gauze sheet evaporates
lgled 1ff A& NBaAalG2NBRY Ga9@SNE 023 02

1 Event: fourthturn: Move the Cup of Tea into the Bracket and move
Teacup out of gameThe kettle is now empty again. Texthe lever
springs back. The tea is finished. In a final convulsion, the machine spits
the used tea leaves out the back and into a composter deeily to be
TSR (G2 (GKS O2¢a GKIG LINPGARSR GKS 3l

0 Object Cup of Tea

A Description A steaming cup of freshlyrewed tea.

A Commandtake Cup of Tea]Moves into inventory Move LemonSlice to Cup
of Tea.Text:

| lift the cup carefully from the machine. The Cook turns and for the first time seems
G2 y20A0S YS® |I'S f221a& FdzNA2dzad a! YR g KSN
G2FLAGD 2 Qb

After a bit of tidying, he finds a button to press. A machine coughsndregzes, and
eventually a small haHflice of lemon squeezes from a slot. The Cook snatches it and
RNRLA A0 Ayid2 Y& (SI OdzZldJd awAQ &2dz I NBX¢

A Command [drink Cup of Teakfter all that? No way. | prefer milk anyway.

A Commandput into Cup of Tea]Same as interacting with the LemonSlice
(below).

A Command [give Cup of Teato Horloge LJdzii OdzL]) 2y Mbve Qip2 3SQa |
of TeatoHorloget aSi GKS Odzld R26y 0S&ARS . NRGKS
G9EOStfSyils (KSNBEENIMKSE al @0 ASYF rdh yiE{Zdzg/K
FTAYS&EGHE 1S tAFGA GKS Odzs GF18& | aALI |
tang that really gives it thahotsitz ¢ K S | RR &-cbosd ihcalm &elighta K| f F

0 Object LemonSlice
A Description A slice of lemon.

A Interact52y Qi d® ¢KIFG ¢g2dzf R alLl2At (GKS GSI o
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6. Library
0 Degription:

¢tKS 1 600S@8Qa fAONINEB A& avYlfft O2YLIoNBd&shdveputi KS 2y S
the key texts: thePrincipia the Mechanisticaand theDetermininim.h yf @ . NRPGKSNJ | 2 NI 23S >
Primary Reader ever seemstousethe® S Q& KSNB |G GKS Y2YSy Gz &adGdzReAy
light coming through the stained glass windoyiskeys on tableBy his elbow is a fat bunch of

keys|otherwise if keyson floor]On the floorby his feet is a fat bunch of kefend if] On his shoulder is

his mechanical owl, wings folded.

An archway leads east back into the hall. From the southwest comes the clatter of Writing hammers and
the sharp smell of burnt ink.

o Event First time entering the library: the following is printed.

| 2N 23S t221a dzZLJcd Adzyra SYKBNIPA GHKIKS 20/ 2643 LIRAY
direction, though through his thick multi Sy 8 SR & LSOl Of Sa LewRateyfanmii G KAY ] F
G[ 221 KSNBH¢ KS R SwhoeyeRéudre!d needdayfrig soin& of thai, o know.

{2YS 2F (Kl ¢pKiar&deZKK DB22RK PEZF2ROEGASIKYAKSAS
his studies, muttering.

o0 Object Shelves

A Description The shelves have a lean to them becauseRiéermininiumby St
Babbage is such a weightier tome than fiéncipia2 ¥ {0 bSglG 2y ® & ¢ Nz
0f SAaSR N’ GKS aYrfttSNIFYyR Y2adG Ay dNROI

A Command [put on]The shelves are only for thelest of texts.

A Command[climb]¢ KS&@ QR O2ftflLJAS Ay | Y2YSyiao
o0 Object Books

A Description Old leather bound tomes.

A Commandtake or read Books]A 2! a&aA adl yid /201 t2fA&aKSN
allowed to dust the Holy Texts. Besides, | only read Latin and these books are all
in Mathematik.

A Command [smell books]The books smell of old socks, rotten wood and muddy
ponds.
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0 Object Stained Glass

A Description Theglass panels are stained to depict a watch escapement, an
astrolabe and below them both, the widspread arms of a beatific orrey. Not
much light gets through them at all.

o0 Object Table

A Description The tableis set on little brass castors to allow Brothéwrloge to
follow the feeble patch of sunlight around the room.

o Object:Manuscript

A Description:Horloge is poring over a complex diagram, depicting the
inner works of dusee

A Command [take manuscript]Brother Horloge is busy with it.
o0 Object Owl

A Description] 2 NI 23S5SQa YSOKIYAOIfT 26y airida 2y K
asleep, its spring unwound.

o NPCHorloge
A Description

| 2NI 23S0Qa SeSa FINB AONBYSR dzlJ 6 SKAYR (GKS Y2a
encountered. They make it hard to eveeehiseyexx2 NJ NI 6§ KSNJ g KI G4 Qa € ST
NEFR Ay (GKS RIFENlJySaa KSNBE Ay GKS [ A0NINE F2N
his pet owl. Same as Brother Horloge it looks more fearsome than it actually is.

[if keys on tableBy his elbw is a fat bunch of keyjstherwise if keys on floorDn
the floor by his feet is a fat bunch of kefend if]

[if sippingtea) SQ& &AALIIAY I KAa (Slosadothanisé]lSS ©2 v i Sy i
poring over a page of manuscript, muttering quietlyhiself[end if]

A Note: When talking to Horloge: In both casegea and no tea after
Horloge says something, if the Keys are on the table, the Keys are
moved to the floor and the following text is printed:
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Firsttime:] SQa a2 Sy { K dzhakHe &ndcksOnis keisotdS G I f 1 &
GKS Ft22NE (K2dzAK KS R2SayQid asSsSy G2

Second timeHe knocks his keys back onto the floor.
Remaining timesHe knocks his keys onto the floor again.

A Commandtalk or ask about topic to Horloge]L ¥ & 2 dzyeKgivéhS y Q
KAY GKS Odzld 2F Sl C2NJ S OK NBalLRya
break, and the Response. If you ask a questior"atne, print the
DEFAULT reaction instead.

TOPIC 2w9bQ{ |[L RESPONSE
(First topic, regardless of | open my mouthtspeak. a¢[ 221 KSNBI 2K
gKEFEGQa GNRARSRO AYGSNNHzLIG & alL

books all day. Grappling with th
Mysteries of the Whotsit. A cup
2F gK2Gardz (K

Drink ! RNAY1KéE La! F22R Odzld 27
b2g NHzydé | S ¢
vaguelyp awdzy |t 2y

Tea ! OdzLd 2F (S a&nh¥ O2dzNBES | O
| 2NI 23S NBLX AS
to say everything twice? Do |
KIgS G2x¢ 1S L
to have forgotten what he was
alreiayao a{tre S
KS FAYAAKSasX d:

Whotsit: G! gK20aA0KE a,BaljdzAdS NAN3IK
AKF{Ay3 | FAyS3
(Default / not understood) | open my mouth to speak. (firsttime):a 52y Q4 a i

oloofAy3azQ | 2N
mean, really, very simple. Just .
OdzLd 2F X | OdzLJ
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f Commandwi I £ 1 «

elicit the response. Q @ S

R

, Saong

(seond time):d 2 KI & 1 A
a0dzZ £t SNB YI AR
interrupts. Blinder than |
thought, clearly. Any monk
should know a ?' Assistant

Polisher when they see one.

(remaining times):g ! O dzLJ
gK20arAls gK2GaA
G! YR R2y Qi &Ll

o2dzi + G2LRAO
the tea]: Each topic can only be asked about once. Second attempts

i 2

FE NBFRe F&18R | 02 dz

[ L

g

ez

TOPIC 2 w9 b Qf
Keys(if on the floor) G2 KSNB | NBI
ask politely.
Keys G2 KIad F NB
| ask him.
Calvin/Drake & 2 K loiyou khink of

I+t @AY | yR

Abbey a52 e2dz f A
|.

l 60 S0KE

L

[

-~

RESPONSE

AdhKX G4KS&@QNB |
A2YSO6KSNBXT LQY
replies, dismissively.

GhkKzZ 1Sea | NB
replies, with enthusiasm.

G9OSNE o6K2GaAd
AysS G Fye@ NI

Gl YYK L R2yQi
aleaz ONRg ¥FdzN
stock the core texts, you see.
, 2dzQR KI @S (2
G GKS /1 GKSRN

G!  FAMES G K
despite the poor light and the
constant noise from the

{ ONA LJG 2 NA dzY @ d
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0SGGSNI KSFOAYE

Light/Windows G52y QG @2dz ya2 KIF i S@SNJ T2 NXK
f AAKGKE L I & peering dimly at you.

Cathedral G1 2% R®the 3 ¢ He claps me on the shoulder ir
Cathedral from here, NELX @® &, SI N&

NE G KSNJ | 2 NI he says.

Abbot G2 KFd R2 82cac¢KS !00202¢ K
GKS ! 6020Ké¢ distanty.dL R2y Qid
Maybe | can tell Horloge seen old Whotsit in a while. Nc
what | overheard. seen much, actually. Funny
GKAy3IdéE IS G|
spectacles and wipes them on
his sleeve.

b2 3I22RX Of SI N
have to tell the Archbishop; Ro
one round here is going to lift
finger.

Figure in Grey G2 KFEG R2 @2caDNBeKé KS |aj
I CA3IdzNB Ay Grey. Now St Newton and St
Breguet, they drew excellent

TAIdNBad ' o0az2f

Tea G, 2dz tA1S @eza,2dzy3 2K20aAi
fineasitcoi R 0 SX ¢ F
cheerfully.

Cook G2 KIFIG Oy 2za¢KSNBQa I+ 022

NY NY

NBLX ASaz &dzNLIN
never. | never. No? No, |
RAR y Q ¢

Fo2dzi GKS /

owl GL tA1S @2dz ah¥T O2dz2NBES aA B1
GLOIQa FFNIATFTAYFYSQa wl OKI St
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Books Gl I S e 2dz NE
02214 . NRBF
ask.

Clockwork a | 2dées clockwork

G2NJKE L | aj

Saints G2 KFdG Ol y
I 62dzi GKS

~~
- N

Horogehimself Gl 26 FNB @2c
| 2 NF 23SKé¢ L

Gong (only if Gong eventis aLayQd GKI G
happening) RAY YIQ$KK ¢

Galye GAYSaxz¢
AYAftAY3 OFfYfe
me with much peace and calm
¢tKS 06Saild GKAyYE
O2y¥TARSas> aGAa
smellb €

Brother Horloge looks
O2yF¥dzaSR® a¢KI
young Whotsit. A statement
that makes no sense. Clockwo
isg 2Ny Ay3Id [A]S
0KS gAYyRI&86I aGf
illumination. Perhaps what |
YSIYy Aazé KS ¥
triumphant tap of a finger on
GKS GFLotSo a/ft
fA1S Ot201a ¢2

He waves a hand toward the

-0221aKSt gSaod a

82dz2NESf Fz¢ KS
a whotsit. They wrote it all
R2oYy ®é

Gt SNFSOilte ¢St
O2YLX I Aydé | S
content, in fact, holding his cug
YR LISGGAY3T KA
Ad OSNE TFTAYSOE
Gb2> OFyQli o6S=
Ortyteod a{SS ¢
L¥ AG ola p 2¢
pushed the table right over

F3FrAyad GKIG ¢
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Reloh G2 KFd R2 @2caL¥T lLyez2yS Oly
NEGKSNI wStz2F . NEB(KS Ngribp
adzZNLINA &SR ¢ | 2

with surprising ferocity.

A Event [random, every four turns while in Library]:
If Horloge has his Tea:

1 Brother Horloge leans back in his chair and sips his tea with eyes
closed.

1 Horloge is clearly enjoying his cuptea.
1 Horloge reaches up to stroke his owl. The bird is motionless.
If Horloge has not got his Tea:

1 Brother Horloge mumbles as he traces over the sheet of
manuscript.

1 The sun shifts a little, and the Brother nudges the table to follow
the pool of light.

f HNI 23SQa FAYISNI aKlF{1Sa GSNNAofe |
the sheet.

1 Horloge reaches up to pet his owl. The bird is motionless.
1 Horloge chucks his pet own under its beak. There is no reaction.

0 Objecty | 2NI 23SQa VYSea

A Description Athickbunchof Séas (2 Yz2ald 2F GKS 1 60S@&Q
A Command [take, if on the table, No Ted}rother Horloge puts out a woraut
2f R KIYR® ab2¢g R2y Qi &2dz 6l YRSNI 2FF GAl
AYLRNIFyGoe
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A Command [take, if on the table, Horlogeas Tea]Move Keys to the floorHis
eyesareonly hatdt 2 38 SR opesas AilIFe ats tnyfhand away
FANYieod a[ SIPS GKSY 06S3s¢ KS alead ht O2«
LINEOSaa |yR HKmat. R2Say Qi y2GA0S

A Command [take, if on thelbor, and Horloge does not have tealove keys to
Table:I wait for old Horloge to lose himself in his manuscript and then snaffle
GKS 1Seéa FTNRY (GKS 3INRdzy R® -yodziyourkgS y 203G A OS:
2 K2GaArlixée KS alead dWdd $XLIKSNEQE R2 K2
LQY (G2fR®

A Command [take, if on the floor, and Horloge does not have tea, second
attempt by the player} Move keys to TableJust as before: he sees me pick the
keys up, and takes them back.

A Command [take, if on the floorand Horloge has his Cup of Te®ove keys to
Table:Very quietly, | pick the keys up off the ground. With his eyesdmaif,
| 2NI 23S R2SayQi y2GA0So

NOTE: Used to unlock the Refectory Clock.
7. Central Hall
o Degription:

LQY adl yRAY3I 2AF WKS 1gSNFe @S YymNSF G 1 fd LGQa AYLR:
gaze up at the ceiling held aloft by buttresses like gigantic oak trees. To think, people built this in the

days before proper pullefransmissions! It must have takeveekd The hal continues northeast into

shadow, and southwest, towards the sunlight, the Yard and above all, the Archbishop.

The vast empty space is filled by the muttering and echo of Holy Mechanisms, and the hiss of the
candles as they sweep around their Tracksyjliog a little light everywhere but rarely ever enough. |
can just make out archways both east and west.

8. West Refectory
o Degription:

| spend some of my time here, eating at one of the two long tables. | spend even more serving the

monks. Each of therhas their own seat, marked by a little brass hourglass, and if the twenty or so | can

4SS KSNB 46SNByQli Sy2dza3K 06KAOK (KS& FINBYyQioZI GKSN
Back west is the archway to the Great Hall.
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On the table is a singlempty teacup, left over from breakfast.
0 Object Long TabléBenches
A Descripion¢ g2 f2y3 211 GloftSa FtlylSR o0& o6Sy
marked by an hourglass, fixed to a brass rod along the centre of the table.

A Command [Put somethingontablela K2 dzf Ry QG  Of dzi G SNJ G KS Gt
up here a few hours ago.

A Command[sifLiQa y2& GAYS (G2 SIdG &Sidio !'G pLYZ
YR GKSY AGQft 68 GAYSO
0 Object Hourglasses

A Description Little polished hourglasses, each with a nameribsd at the base.
¢tKS@ Nd¥zy 2y | YSGlIf oIFN a2z GdkSe& OlFy oS
a2 (GKSe& aleész daodzi 2 yfifthe TekCpiddnh& d | Y2 dzy
Tablep SEG G2 1 2NXI 2385048 K2dzNHflaa Aa |y Syl

0 Object Tea Cup

A Description A porcelain teacup. The edges are a little chipped from ovefiise.
the player has notmoveditlt 6 Q&8 y SEG G2 . NRPGKSNI | 2NI 23

A Command [take]l pick up the empty cup from its place beside by Brother
| 2NI 23SQa K2dz2NBf | aao®

A Command[givetoHorlogefr2 St f = gKIF G 3I22RQ&a GKIFGKE 1 ;
GCKFIQa ¢gK2GAaAA0G 6A0K2dzi GKS gK2GaAGT A
positively enraged.

NOTE: This is used with the tea machine in the kitchen. When it has been filled, it
isreplaced by the Cup of Tea.

o Command [going East to the East Refectory during the Gong Event]: disallow:
No way. The coast is clear to get out of the Abbey and over to the Cathedral, but
only so long as Calvin and Drake are distracted in there.

9. EastRefectory

o Degription:
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If Gong event is not happenin@:he eastern end of the long Refectory is given over in part to the tables
fAYSR gAGK ON)}&aa K2dz2NAflIaasSaz odzi Ay GKS 20KSNJ KI
an impressive thingso big because it only needs winding once a year, despite all the gongs, cymbals,

tubes and bells that strike when dinner time comes around. Right now, the clock is showing the time at

just after[the time on the clock, which is 3pm to begin with

If Gang event is happeninglhe refectory booms with the sound of the clock, striking the dining hour on
a hundred bells, cymbals and organ pipes. | can retreat down the length of the dining tables by heading
west.

Pungent smells drift in from the kitchen togmorth. On the east wall is the small green door to the
l100SeQa KSNb 3IFNRSyo

o Object Long Table

A Description Same as above, but without mention of the Tea Cup.
0 Object Hourglasses

A Description Same as above, but without mention of the Tea Cup.
0 Object:Garden door

A Description:A low door leading out into the garden.

A Command [openfunlock]L 1 Q& f 201 SR®

A/2YYlIYR w2LISykdzyt 20 \tryeverykeyon2 NI 23S Q43
| 2NI 23SQ&a o0dzy OKX odzi y2yS 2F GKSY as
Widdershins! Thatwa Y& gl & 2dziH [221& fA1S LG
2T a2YSGKAy3 StaSoe {2YS 20KSN) gte 27

0 Object Refectory Clock

A NOTEThe clock has a time, which starts at 3pm. This time is printed in
its descriptions.

A Description Housed in a case made of oak and glass, the inner workings of the
Refectory Clock are visible, for the purpose of contemplation over dinner. In one
corner is the colossal spring, about the size of an Oliphant, which powers the
clock for over a year and rends us that we need little to do much. Almost all
the rest of the clock is given over to bells, hammers, whistles, gongs, organ
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pipes, cymbals, and other devices designed to bring even the deafest monk to
dinner.

The clock is currently set ftime of cock].

A Description when Gong event is happeninghe Refectory Clock is
pounding out a colossal amount of noise!

A Command [open or unlock Refectory Clock]:
f 2A0K2dzii | 2NERDASO2O01SREZY I YR L OSNIIFAY

 Withkeys:!! aAy3 | 2NI23SQa 1Sea IyR I tAGGT
case.

A Command [ring Refectory Clockk: KS 32y 3a OF yQi 06S NXzy3 o2
extremely complicated system of pistgmowered hammers for that, all
controlled by the hands on the main tlia

A Command [set Refectory Clock]:

f If Gong eventis happening, sayQY y 20 3I2Ay 3 | ye@sKSNB
y2g A0Qa NAYy3IAAYyIAd [ 2dz (y26 o6KFG KI LI

 If setting to the time it currently is, sag KS Of 2 O1 Qige],l { NI R@&
thankfullyenough.

9 If clock not openResetting a clock is heresy of a pretty high order: but
even if the situation is desperate enough to require it, the case is still
locked.

§ Otherwise firsttime:t dzi G Ay 3 | Oft 201 6NRy3I Gdz2Ny a
thought of that Figure in Grey spurs me on. So | make the sign of the
WindingKex Yl 286S GKI GQff o6dz2 YS &a2YS T2NH
down. Then | push the hands round[tbe new time].

f Other times:L i Quble # Be making a habit of this. Flinching, | push
the hands round tgthe new time].

1 Ifthe clock is set to 5pm, start the Gong event, straight away.
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A Event [Gong eventRefectory Clock set to 5:00]: NPCalvinis removed from
the Entry, and you can aw travel southwest from the Lower HalNPC: Drake
stops his patrol and is removed.

Text: The clash of metal on metal: the Refectory Clock leaps into life like an

advancing army, its bells, gongs and organ pipes ringing and chiming and

clanging away! Veryery quickly, | slam shut the clock case door and, covering

Y& SINEZ NizZaK 20SN) G2 GKS 2GKSNJ aARS 27

A Event [One turn after Refectory Clock set to 5:00]: Calvin & Dnadae tothe
West Refectory.

Text in East Refectgr Calvin and Drake have raced into the West Refectory.
G2 NBYKé B5NI1S aKz2dziad a¢dNy GKFEG GKAyYy3I

L Ldzi 2yS KFEyR (42 Y& SINE & AT L O2dzZ R

Text in West RefectoryCalvin and Drake explode into the room and barge
out of the way as they race over to the East Refectory.

A Event [two turns after Refectory Clock set to 5:00]: Calvin & Drakave tothe
East Refectory

Text in Kitchen/West Refectory/East Refector@alvin and Drake race
over to the clock and start stggling with the case. Both are hampered
by keeping their hands over both their ears at the same time.

If in East Refectory: move player to Kitchdrslip away quietly into the
Kitchen.

A Gong event now continues for the rest of the chapter, affecting some
description and NPC responses. You now cannot enter the East
Refectory.

0 Object:Calvin and Drake (appear onG®ngevent has started)

A Description/interaction: Calvin and Drake are too busy to pay any notice
of me now.

10. Scriptorium

o Degription:
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The{ ONR LI 2 NARdzY A& 6KSNB (GKS /2LRAy3 (F1S5& LI I (
2y0S YStyd | dSFY 2F Y2yla ¢2NJAy3 gAGK OF ND
YSOKI yAaYa y26z 2F O02d2NBES>: tA1S SOSNEOGKAY3 S
Gutey 0 SNH LINBaa 2y GKS gSaid o+ttt YR SOSNRGKS
Twentythree Typewriters, all clattering away as though operated by ghosts, all connected

by a single Carriage Arm that curves the length of the wall. To leave the roonreast o
Y2NIKSIFad LQft KI@S (2 RdzO01 dzy RSN

Reloh works on one of the keyboards of the Duplicator, typing furiously. The hammering
and punching is almost overwhelming.

The Gutenberg seems to be in the midst of a repair. The Cabinet of Relics next to it is open.
0 Object Duplicator

A Description The Typewriters were designed and shipped in from the North,
GKSNE G(KS@& ¢SI @S GKS FTAySad NRoo2ya (y2:
own invention, however, that allows him to work here, alone.

A Command [use, take, turn on or type on Duplicatof:5 2 Yy Qi 2 ¢ wSft 2K &yl
R2y Qi o

A Command fead, search théDuplicator]: The sheets coming out of the Writers
of the Great Duplicator are titted ! 5SF¥Sy asS 2 TthedSkabgeClF AGK | 3
Motions of theUnsettled Misses ®@ L  NJBut fer the Irahy thadit isi
Consequentialism whiatauses Wrongedd®ple to accept sudHeresyand Bad
Thought,| woulddeclarethese Bad Thinkers to eggentsof Rusttself.
However, it is their Debauchemeir lacksof Precisionbothin Morality and
Productvity. These things have Lékminto TISNNA 6t S LYRSOA&AAZ2Y O !
teeth of the flock cannot chevtheyshall Slipand Spinin most Lonely
Individualisn® Q { 2 ¢l e RAKXYy QU KIFIfF 32 2y o

o Object Press

A Descripton! Y| daA@S DdziSyoSNB LINBaasz GKS &2dz
holy texts and condemnations. The recent spate of pamphlets advising against
G KSNB (A O €whgtévar théy Right Beghas run the press down rather
severely. | makehie sign of Sad Depreciation. Reloh sees, and nods his approval.

A Command [use, take, turn on or type on Duplicatod:{ G4 2 LJ G KI 0X¢ wSft 2|
So | stop.
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0 Object Cabinet (container object)

A Description¢ KS / F6AySiG 2F wSft AOa butpgiesnbbfy = 6 KA
whichever monk was in the middle of consecrating the Gutenberg needed a
three-quarter inch screw and slipped out to buy one. Inside the cabinet are
typesets, spare gears, ink rolleysnany objects of the Copying.

A Command [clos€abinet:a $ I S (KIFGx¢ wSft2K ao024fad {
0 Object Press Materials (inside Cabinet)

A Description Typesets and other items, including a full set of new brass giars.
GearTrain has been examined, so the worn small gear is known alarns]
stands out; the sam cut and bearing as the wowpwn cog on the Tea Maker
in the Kitchen.

A Command [take Press Materialsk 5 2 Y Qi (2 dzOK G(GK2aSzé¢ wSft 2
R2y Qi (2 dzOKo®

0 Object NewGear (inside Cabinet)
A Description A smalbrass gear, new cut and freshly blessedhsyFilers.

A Command [take NewGearfit dzi G KIF G ol O1 ¢ wSt2K ayl L)
.dzi L R2y Qi Llzi Ad ol O o

NOTE: Used with the Tea Machine in the Kitchen.
o NPC Reloh

bhe¢oy ' 3FAYE y24 F FdzZ €& Dbt/ I &aimeandgid 2dz O yQ
way, he just exists to provide flavor text/scenery and prevent you from messing with the
devices in the scriptorium.

A Description. N2 G KSNJ wSf 2K A& dzydzadzZ ffe &2dzy3o
FYR O2YYAGUSR (2 ¢ 2 Nledhintshie wasyvhedr G A YS L Qf
Brother Horloge sat on his spectacles right before he was supposed to read
Grace. Reloh works here in the Scriptorium night and day, replicated the Proper
¢SEGA aF2N) GKS SRAFAOIGAZY 2FXéx Stttz |

A Command[talk or ask about Reloh]JRandomly, from:

T .S ljdaASliz¢ wSft2K aldzzglad {2 LQY
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G/ t2aS @2dzNJ Y2dziKX¢é wSf2K ayAaALlSao
a{lreée y20KAy3Azé¢ wSft2K AyailiNdzOdaod |

GLQY odzaeszé wSf2K AYyOdISNNUzLIiaod {2

= == =4 =

GLQY 62N ¥V BES w8t RKEQaA ¢g2NJ Ay

T a52y Qi YI1S y2AaSzé wSt2K aleazr 2
thundering of all his machines.

11.Lower Hall
o Degription:

Looking northeast, the Great Hall of the Abbey stretches away like the belly of some big beast, its bony
roof held up by pillars like swallowed trees. The walls are carelessly lit by candles moving through Sacred
Tracks suspended in the air. | can just make out the Corridor of Contemplation to the east, and the wider
archway to the Scriptorium to the west.

But more importantly, the great Entrgandexitc2 ¥ G KS ! 606Se Aa (2 GKS &2dziK¢g
380G 2dai 2F KSNB FyR d1f] @2 I[ifGalinisidkvesBit mayhd G K G Q&
82dZONB AdF NIAy3 G2 &S5 dhers théEnlndiyGalvig workingzhh L KI S @
clock[end if]

o0 Object Calvin
A Description] SQ& K I NJrhé isiwhengvidda monk goes past, anyway.
¢KS NBaild 2F GKS GAYS KSQa FARREAYy3 gAlK
L2 f AAKSR ¥20 FTHAMYHQlI2 0SS lFoftS G2 at ALl LI
need to get him out of there somehovn Idea Event occurs next turn.

A Command [go SW from Lower HalllVhat, just waltz past him, stop and
ale KAK | SQR KI@S YS @eddsanfe&indof A NJ Ay
plan to get past himAn Idea Event occurs next turn.

o0 Event:An Idea. This event occurs after thinking about getting past Calvin. It
only happens once. TexCalvin will be there till the Refectory Clock chimes for
dinner. And that, slovand sure as clockwork, has given me an idea. The
wSTSOG2NE /201X

121 6020 Qa vdz NI SNEA
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NOTE: This is the same location from the first chapter, and contains all the same objects.

The only addition is Gubbler, who sits at the desk going over a ledger.

o Command: [on entering Quarters]L. {y201 0ST¥2NX Sy dSNAy3

o Degripton:¢ KS ! 6620Qa vdzZ NISNBE F3FAYyd Ddzoof SNI A

NBYSYOSNKO® | SQa f221Ay3 NRIKG Fd YSZ
himandg Ké L KI @Sy Qi NHzy F gl & ol O] o6Sai

o0 NPC Gubbler

gl AGA

A DescriptonDdzo 6t SNRa adlF NAy3I NARIKG G YS:
R2SayQi t221 OSNE KI LLEifsaamarder S OKIF y A Ol f

Activelclimbing restlessly over his shouldgosherwise]sitting motionless on
the desk.

A Commandtalk or ask about topic to Gubbler]Each response can only
be given once, otherwise the playeristold Q@S I £ NS R@&
that.

G118

DFYS LINAyGa 2NByQa [AYyST | LI NI INF LK

there is one).
TOPIC 2w9bQ{ [L RESPONSE

Wren Gae YyIYSGa L2ahyS 2F GKS Ay
NBLX ASad aL (Y
82dz 608 @&2dzNJ K&

Calvin/Drake GaL oI Gl YLK® aSkyd

clocktRlI 8~ L (KAYy

begin. Fd AGe a[ 221 a
me. They must have done a

aL SYRAR 2200

[t
o NY

GKSY®E
Abbey Gl 2¢ t2y3 KIa¢eKFGgQa | aidNI
Ay GKS | 00SENBLI ASAa GSNBST
ask. Same as you willd @ ¢
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Cathedral L ySSR (G2 Lab2yaSyaSeo , 2d
32 G2 GKS /loF0O1 (G2 OK2NEBa
Abbot 4L 62y RSNBR Helooks atme, touched lifie
anything you needed, 1AYRYSaad a2 Ke
CriKSNE¢ L 2e2dzy3ax &Saz ¢
into his good books. b2dé 1S ANRYI C
nothing you can do to help
YSo¢
Figure in Grey GL GK2dAKG La! FAIdzZNBK b2y

SFNIASNE¢ L NBLX ASAX dzy Kl L
too much imagination. Do your
OK2NBasz &2dzQf f

Ca¢eSIFK LQY y2i
dalkead Gl 2NI 23¢€
I RRAOU I NRdzy R

Tea G{ K2dzZ R L 3
GSFKE L Faj

Cook GL ¢l a GFrft1ra52yQi tAS (2
/] 221 Xé L 0S:zsnapsRA &l NI OQoreRf

talks to the Cook. The Cook

R2SayQi Gt 1 dé

Salamander GLa &2dzNJ alFfah¥ O2dzNBRS y2i
| ask. ARSI ¢ Ddzoof SN

would | be doing with a real

FYAYEFEE Ay Yé N

Books G2 K& R2y Qi & Gubblerlooks at you, aimost
0221aKé L lEaKF{Ay3ad a2 AlK
Library so nearby? Covetous
OKAf R®E

Clockwork Gt tSrasSs CFr{a¢KS DNBIG [ ¢
Ot 201 92N) ¢z! YADSNASZIE¢ Ddzo

GKAy3a Ydzald He?

f2214 ljdzAGS R2
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Saints

Horloge

Reloh

0KAYy3a dé

d¢Sftf YS | 6z The Abbotlooks at his bust of
L SFaS>x¢é¢ @2c{li bSgiliz2yd ac¢K
Abbot. AAYLI SN GAYSaz
G{2 GKSe alg 0
Ot SINXeé& (4KIy d

G ¢ $é dbout Brother a2 KSy GKS GAYS
| 2N 23S3s¢ L G2 adl NI wSkRA
alea TANXfezZ «a
know Brother Horloge. Till ther
@2dzQ@S 3A20G e&2d
CKAA ! 00Se g2y

2Sa 3I22R
F&a FTAN

Q
L34
0]
—h
—h
<
(@]
N
- Q
(0p))
-e- (s y
™M=
QX

2
J

S
N O
Zz o

A Event [random, every four turns while in Libraryn sequencg

1
1

1

Ddzo6f SNJ O2dz3K& Ayi(2 | FArAado a2Stfx @

¢KS &l fFYFYRSN) 0dd 1 Sa dzl | yRingR2gy |y
its tail to keep balance.

Gubbler looks like a man disturbed from work, or possibly from sleep.
.dzi L OFyQG aS8SS lyeé ¢2N)] 2y KAa RSaj

The salamander is moving more sluggishly now as it crawls over
Ddzoof SNRa ol O @

The salamander creeps down off GubtlR & KIF yR |y R 2y (2 (K
where it eventually grinds to a haklow the Salamander is not Active.

Gubbler fishes in a pocket, produces a key and stabs the creature in the
AARS® ! Y2YSy(d fFGSNIAGQAE FNRATAY3D |

Gubbler shivers a little. Trsaun has moved away from his window.
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0 Object:Salamander

A Description:The salamander is awirdkLd LJSG 2F Ddzoo6f SNRa @
little as it scurries, and near anything steepke his upper arms it
waggles its feet uselessly and slides back down.

A Commad [interact:L 4 Q& y 20 YAYySo®
A/T2YYIYR WoAYR dzLJZ 1B KBy Qi QI 2 (0 K © (N
13.Entry

o Degription:

{dzyf A3KG FYyR GKS &az2dzyR 2F GKS OAlGe 2F {0 tKATfAL LI
last! | can get away and s¢he Archbishop!... before whatever happens happens.

To the east, a cloister runs towards the cells of the monks, novices, initiates, unaffiliategirstff/, of
everyone apart from me.

0 Object AbbeyDoors

A Description Ornately carved with planetsheir orbits planned and plotted out
F2N) 0KSY AY FTROIYyOSd® 9@SNRBOUKAY3I 2y Ala

A Command [open]The doors would take ten men to shift easily, or one clever
aedaidusSy 2F Lz ftSead 9AGKSNI grez L OFyQid |

0 Object Entry Clock

A Description The great Entry Clock is tall and thin and just about visible from the
AUNBSIeREAAXSRIPE T aK2RR& 220X o0dzi L R2Yy

o Object Cloister
A Description That way lies the cells where everyone else sleeps.

A Command [enterCloiste]: Disallow. Text:No time to waste here. Calvin will be
back as soon as they turn the clock off.

o Command [go E from Entryfame as entering the Cloister.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page70



Klockwerk z Episode |

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page71



Klockwerk z Episode |

Chapter Ill z The Cathedral of Time

Map . AaKz2
North Library (C.
Clerestory 4)
West East
Clerestory Clerestory Crypts _
(UP) (UP) (Inaccessible)
\ ) N
N | N 4
West || Altar | | EastApse
Apse
J J
1 \
Cyclical Central Orrey
Library Nave Hall
—
e | N
Calendar Lower | | Shine of
Shrine Nave the Saints
N J Y
|
e N ™
Great | | Cathedral Abbey
Door Yard (Inaccessible)
\ J J
Rundown

The Chapter begins as you enter the Cathedral Yard from the Entry of the Abbey.

The goal of the chapter (repeated when you first enter the Cathedral Yard) is tindirgishop, who is
working in his library in the cathedral.

¢tKS R22NJ (2 GKS . AakK2LQa [AONINER A& 0ft201SR o0& 52
of having official business with the bishop, as well as of your adherence to the churcheSogef f S

you pass.

| RKSNByOS {2 (GKS OKdz2NOK OFy ©6S LINPOSR o6& NBOAGAYS3
GKS {LINAy3IZ YR GKS 2AYyRAY3I YSeé d¢
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Several monks are performing a religious ceremony a religious ceremony at the Altar. This is the
LX I @ SNRA& F A Rérpetudnt Mobild Budhg tAefcerénforsy, the creed of the church is recited
ASOSNIf GAYS&Z o0dzi &82dz Oy ySOSNI ljdzAGS KSIN GKS 7T

Mosaics in the floor of the Great Door, Lower Nave and Central Nave depietradespring, and a
winding key. This is one way to discover the first part of the creed.

Stained glass windows in the choir also illustrate a lever, a spring and a winding key, and this is the other
way to figure out the first element in the creed.

Toprove you have official business with the bishop, you need an official order from one of the monks.

.NRGKSNI {FQFGEZ | YFER FAGNRBE23ISNE A& 20aSNBAy3a (KS
are his apprentice, and sends you to fetch a bfsokn the Cyclical Library.

The Cyclical Library is a massive, spherical room, lined with giant gears and rings with shelves on them.
To obtain the book, you must look it up in the card catalogue to get its numerical code, enter that code
in the central mehanism in the library, and engage it. Doing this causes the entire room to turn and
rotate, until the desired book is deposited in front of you.

hyOS @2dz oNAYy3 {IFQlFll GKS 02212 KSQft aSyR &2dz 2y
official order. He writes one for you, but requires purple wax to seal it.

Candles in the three primary colors are available in the Shrine of the Saints.
A red and a blue candle can be melted in the brazier in the Calendar Shrine to make purple wax.
OnceyouprddA RS {F QI G 6AGK GKS LizNLX S 6+ EX KSQft &SIt

With knowledge of the creed and the sealed official order in hand, Doric will allow you to pass into the
.AAK2LIQ&d [AONINEX SYRAYy3I GKS OKIF LI SN

Notes: NPC topic tables are limited in this drafA future draft will expand topics and responses.

All rooms in the cathedral should have standard scenery objects walls/pillars/windows made of stone
in the gothic style.

Design:
1. Cathedral Yard

o Description¢ KS | I NR Aada ¢6KSNB ¢S 32 2y { I Gdz2NRI & Qa
left behind by the market (worse once a month when the herselers from the south
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come up and leave presents behind for the Abbey gardens). Today its quiet, at least,
with the spacebetween the Abbey to the east and the Cathedral to the west empty but
for the usual collection of beggars, unfortunates, wretches and the disadvantaged poor.

o Event [Entering Cathedral Yard for the first timéllhe Cathedral really is

enormousg butitdoed y Qi KI @S Yl ye& NR2Yasx a2 FTAYRA
GFr1S 22 f2y3d 2KAOK Aa fdz01ez oSOl dza$s
Gubblerc and the mysterious FigureLJdziT G KSANJ LX 'y Ayd2 | O,

someone soon.

o Command [go E from EntlyNo, | need to find the Archbishop, not get rounded up
by Calvin and Drake and set to work polishing again. Besides, by the sound of the clock,
AlQa pLIY Ay (GKSNB:I 6KAOK g¢g2dAZ R 06S FIFIN G22 f

2. Great Door

o Description:

Imagine an antcrawling up insite RIF FF2 RAf & ¢KIF 1 Qa ¢KIFIdG AdQa tfA1S K
massive Cathedrd dzNII KSNJ Y2 NI K oL 3dzSaa Ay GKSNB &2dzQfft yS¢

Let me try and do better. The main doors south are about as tall as the AtbbHyso they need a lot of

space just to fit the hinges in (those are about as big as me, | think). | came in from the Yard by the east
R22NJF GKSNBQa Fy20KSNJ AAYAfII NI R22N) ¢6Sad odzi AdGQa
most times

Looking northwards | can see the long Nave, and the altar beyond. Carved on the floor just by my feet is
GKS FTANRG 2F (GKS IAaftsSQa DNBFG {SIfao

o0 Object Entry Seal
A Descripoy ¢KS FANRG aSlIt Aa YFIRS 2F aasSSt
thatA G Q& KI NR (2 caldh&rodstitingln ladgeibold@rx (i 0 dzi 32 G (0 2
be a lever.

o0 Object Great Doors

A Description The doors are covered in carvings and inscriptions, some of the
Mechanists, but ever a few from the older faiths of smoke fured The doors
lead to the city but are rarely open (Last Newtonmass | was part of a parade of
OKAf RNBY GKIG GNR2L) G2 3SG GKS K2YSft Saa
old for that this year.)
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A Command[openY , 2dzQNBE 221 Ay3> L &adzZllRrasSo

0 Object WestDoor

A Descriptioty ! &aYlFftfSNIR22NJ €t SIRAy3a ¢gSaid G2 Iy
locked, of course.

A Command [enter or open West Door: 1 Q& f 2 O1 SR®

o0 Object East Door

A Descriptiory ¢ KI G Qa (K R22NJ ol O1 G2 GKS /Il GK

N

S
A Command [enter or open West Dap Move into Cathedral Yard
A Commandcloselt 1 Qa y 20 F2NJ YS (2 32 NRBdzyR &K dz
3. Lower Nave
o Description:

The Nave of the Cathedral is a quiet place, quieter than the Abbey because the Archbishop only allows
study here and no wodhops. Pews on either side are enough to seat a thousand easily, with more
FANLIKSN) y2NI Ko L OFyQild 221 G GKS OSAftAy3 6A0Qa
and the last time | did that a monk tripped up on me and had me thrown out

9lad FyYyR ¢Said FNB aYlftfSNI AaKNAYS&as FyR oF 0] &a2dzik
o0 Object Lower Seal

A Descriptioty ¢KAa 2yS A& YIRS 2F oNraax |ff ¢
ALINAY 3T 2N 2yS 2F wSt2KQa YSOKIYyAOFf &SN

o0 Object Pewqstandardchair object)

A Descriptoy w2 ga 2F @I NYAAKSR 211 LISgad LQY =
1

a
t 2f A 4 KS NHforevée G QR G 1S
4. Upper Nave
o Description:

This is the north end of the Nave, where the more important people sit during servicascan tell
that because the pews either side are wider and have more legroom, and each has a littieldemp
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OF NBWSR Ayid2 Ada I NYNDéAar ko the ehdand iGther foin thé drdughti 2
coming up from the doors to the south).

On the floor here is the Third Seal.

0 Object Upper Seal

A Description This one is a fine gold gilt, depicting an enormous ornate head with
stoneblock teeth. A widingkey.

o Object Pewgqstandard chair object)

A Description Same as before

5. Altar

On a dais is the main altar, representing the Celestial Workbench itself. Hanging over it as large as the

o Description:

setting sun is the incredible machinery of the Cathedral Clock itself.

Around the alter, a group of monks are celebrating and blessing somethirfgeaitar. | can slip away
quickly, pleaset in any of the four main directions, although if | go round the dais | might have to

scurry.

o Object Altar

A Description The altar is a fine workbench of iron, with gold tracings to mark out

the MeasuresandMgi ! y3f Sa 2F g2NJ] & . dzi GKIFGQa
& KA Y)Y
K2

onthe Altarcl  YSOKFyA&ayYy 2F FAyS 3F2fR | yR
odzi AGQa NRA&At BEEOSSYROEYDI yQi &S58:
monks clustered around.

A Command [any iteraction¢ firsttime]: ¢ KSNB Q& y2 46l & LQY
ceremony as serious as this.

A Command [any interactiorg second time]:L QY & SNA 2dza® L Qf f
touch.

0 Object Dais and Canopy
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A Description The dais is the fourth seal, raised upfro 1t KS a2y S Tf 22 N

below the Cathedral Clock and the light from above bathes the iron trim in dull
light.

A Command [any interaction]: Same as altar

o0 Object Machinery

A Descriptoy ¢ KS YI OKAYSNE 2F (GKS /201 RAAl

hard to see in detail because of the light that streams through, cut to ribbons as
it comes by the enormous cegeth. | can just about see a gear the size of a
horse and an escapement like the mast of tall ship. And both are moving, with
eternal slowness.

LJL

A/2YYFYR wlye AYyGSNIOlAz2yeyY 5Aralfft26> Al

TextLGQa FIFEN G22 FINI0208S YSo

0 Object Monks

A Description This is why the Abbey is so quiet, then. All the brothers are here,
singing and chanting at the altar.

A Command [any inteaction]: Same as altar.
0 Object Perpetuum
A Description

The machine on the altar is a finalyyought case of dark wood topped by a tilting board.
Standing on tigoes | can see a bdlearing, wearily wending its way along a grooved path
in the surface othe board. As it reaches one side, there is a loud cheer from the mponks
the board tiltsq and the ball continues back the other way. The effect is mesmerizing and
the mechanism almost totally silent.
L d0KAY1 Al Qacniokt Sxpendva thigcd Kit ded A RS SOSNJ aSSy o
relic, clearly. This is something else.

A Command [any interaction]: Same as altar

Event [cycling 7, every turn while in Altar]:
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1 The monks gather in close to the Altar, as the mechanism they watch
makes asuddenth@SYSy G o adLYy t SNLISGdzdzyz 6S ho
cries.

f aLY tSNIIJSGdzdzYz S hoaSNBSz¢ GKS 20KS
FYR YF{AYy3 GKS aady 2 Fempuk &F d&zBNVRIH dzdzY
they chant.

& dempus,aF dzaAA G ¢ NB LIS (siepsiuftd thd ddis, &nd Y2y 1 @
reaches with one finger to touch the side of the mechanism. All is quiet.

1 The machine makes an almost imperceptitiiek The lead monk steps
R26y YR A& t2ad Ay GUKS ONRBGR 2F Y2y
Perpetuum, INnMobii > C2NBGSNJ YR 9@SNE | | LILISY+

1 A new monk steps up from the group. He looks a tiny bit younger than
GKS LINB@Az2dza fSIR Y2yl ® aLy (GKS ylIYS

T a¢KS [ SOSNHé¢ ONEB (GKS 20KSNJ Y2ylao
T aLYy (GKS ylIYS 2F GKS Xé¢é¢ 0KS tSIR Y2y

say is smothered by boomirmdpnkfrom the Cathedral clock machinery
above. The other monks seemed unfazed by this.

T a! YR Ay (KS LINBaSyOS 2F GKS 2AyRAYS3
m1{Ay3 GKS airady 2F 2AYyRAYyIdP ¢KS 20KSI
t SN1LIJSGdzdzYZ 6S hoaSNBSs¢ GKSe& OKIyido

6. Choir
o Description:

To the north of the altar, this is a sewircular space with staircases to east and west

leading up to the gallery overhead. Whetrey sing from up there L Q@S 2y f & ¢KSI NR A
they fill the whole Cathedral with their beating rhythmic music: songs that echo round and

around the dome overhead like the movement of the Greater Rotation itself.

During normal services the choir Bitthe stalls on the ground level by the east staircase.
tKS@QNBE O20SNBR Ay Ol NDAy3a 2 dzabilliadtdolpuss K2 a$
from the stained glass all around.
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0 Object Windows

A Description There are windows here and more abdwehe Clerestory. What
GK2aS aK2¢ L OFLyQil YIS 2dzi FNRY R26Y
of panels depicting the Twelve Devotions, as visited upon St Newton in pursuit
of his great discoveries. The last shows an object much like the oneaaitéin
o Ol a2dzikKyYy o0SySIFGK Al A& oNRGGSY aLyYy
LYTAYAIQdzdzy oé

Object Machinery
A Description Same as above the altar.
A Command [any interactioh Same as altar.

Object East Stairs

A Description A winding stone staircase up te east side of the Clerestory
above.

A Command [climb East StairsTwo rotations to reach the top. Everything in this
place is designed to be correct, as carefully set as new teeth on-aaley.

Object West Stairs

A Description A winding stonestaircase up to the west side of the Clerestory
above.

A Command [climb West StairsBame as climbing East Stairs.
Object Choir Stalls

A Description The stalls are several levels deep and covered in carving, showing
everything from the filemakers craft tdhe really dull business of picking

Sy2daAK LRiGlFG28a G2 TSSR GKS 21 §OKYl | SN

A Command [sittenter]L QY y 2 OK2ANBadSNH

A Command [push, pull, or open Choir Stall$he stalls are a massive wooden
construction. Bit big for me to move, | think.

o Command §ing]:l doubt the monks would want to hear me. | doubt | want

them to.
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7. Shrine of the Saints
o Description:

I avYlff aKNAYyS o6dzi I LI O1SR 2yod 2KSNB (GKS ! 60SeQa
Cathedral has about a hundred niches for Mimor Everybody Else. Little busts and statuettes, some
holding the tools of their trade, and all glaring at me for skulking around in here. The Nave is back west.

A brass stand in the middle of the room is thick with candles, all unlit. They come irctoees, same
as the bruises Drake gives me; red then blue then yellow.

0 Object Statues

A Description At random, one of the following:
1 St Wainwright, with his compasses.
1 St Maxwell, with his electronia.
9 St Cauchy, with his dividing rod.
1 St Decartes, witlhis set square.
1 St Allan, with his hexagonal key.
1 St Ykea, with his design manuals.

A Command [take or push StatuesThe statues are firmly bolted into place. The
/| KdzZNODK R2y Qi gt yid LI NRAKAZ2YSNER FSStAy3d |

o Object Stand

A Desciption: The stand holds dozens of candles for devotions by laymen. They
come in three colours: red for metalorkers and craftsmen, green for farmers
and markettrades, and yellow for architects and draughtsmen. None are lit.

0 Object Red Candles

A Description There are several red candles on the stand, grouped together on
one of the sides.

A Command [take Red Candles]:
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1 LT t/ R28ayQi KI@S wSR/ I yRITEEI Y288 w
pluck a red candle from the stand.

{ Otherwise, give disallow mgsageText:L Q@S I f NS+ Re& 320

0 Object RedCandle

A Description The candle is long and thin with a thin string wick. The wax is
strawberryred.

A Command [put RedCandle into Braziesee brazier for notes

A NOTE: You can only haveeaf these at a time, from the stand in the Shrine
of the Saints. It goes in the Brazier in the Calendar Shrine to make the colored

waxes listed below.

0 Object Blue Candles
A Description Same as Red candles, with appropriate colour change

A Command [take Blu€andles]:Same as for Red Candles, with appropriate
colour change.

0 Object BlueCandle

A Description The candle is long and thin with a thin string wick. The wax is sky
red.

A Command [put BlueCandle into Braziegee brazier for notes.

A NOTE: You can onhave ore of these at a time, from the stand in the Shrine
of the Saints. It goes in the Brazier in the Calendar Shrine to make the colored

waxes listed below.
0 Object Yellow Candles
A Description Same as Red candles, with appropriate colour change

A Commandtake Yellow Candles]Same as for Red Candles, with appropriate
colour change.

0 Object YellowCandle
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A Description The candle is long and thin with a thin string wick. The wax is
daffodilyellow.

A Command [put YellowCandle into Braziegee brazier for note

A NOTE: You can only haveeaf these at a time, from the stand in the Shrine
of the Saints. It goes in the Brazier in the Calendar Shrine to make the colored
waxes listed below.

0 Object RedWax

A All wax objects are the same, but may have a range of colours. In the
text below, the colours should vary depending on the wax. These are
marked with underlines.

A NOTEWax lumps have a size. This size can change by remelting and
mixing (see the Brazier obgt for details). The sizes vary the objects
inventory listing and description. In order:

A lump ofred wax

A plum-stone ofred wax

A fist-sized lump ofred wax

A lump ofred wax the size of an orange

A lump ofred wax the size of a small bread roll
A colossal lump ofed wax

%

t N2olFofte FNRdzyR KIFIfF (KS OKdzNOKQa
into a single lump ofed wax

= =2 =4 =4 -4 -4 -2

A The last size is an Easter Egg, and requires a lump of wax of size > 10. (The
previous sizes are each one increment above the last).

A Desciption: See size listings above.

A Command [take RedWakom brazief: Disallow. | try to scrape up the wax but
GKS ONITASNRE (22 K2G F2NJYeé FTAYISNBROD L
with.
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A Command [scrape RedWax with anything except knife]K | . Q& KI NRf & |
tool for getting the wax off the brazier!

A Command [take RedWawhen the player already has RedWpgRemove one
wax object. Increase the size of the remaining lump appropriatdlgquidge
the two lumps ofred wax together to make a lger lump.

A Command [put RedWax in braziegee brazier for notes.

A Command [mix RedWax with any other wax]: DisalloWext:| could lump the
G2 fdzvLla (23SOGKSNE odzi (KSe g2dzZ RyQi Y.

A/2YYFYR &©3IABS wSR2 [ TExtdi2dzNUIQS (BIYE KB & f @12

RSYFYyRaz f221Ay3 G YS ftA1S LQY |y ARAZI

S8SaK hNJ RARYQ:G GKSe (SIFOK e2dz O2f 2dzNBE |

22 &l 60fS (GKdzYoKé 1S ayaAO|iSNmB (G2 KAY&aSt:
A Command [throw RedWax at Dorir DistantDorid: Check location.

9 Ifin North ClerestoryRemove RedWax from Inventory. Begin Doric
Chase EvenfText:

o | hurl the wax over. A straight shot that hits Doric right on the
head!

G2 K& @2dzH¢ KQUICRKRSAIAa dD 2¢YKASyT G KA &

1 Ifin East Clerestory, disalloNo way. Doric would beat me to a
pulp. | ought to give myself a heatiart, at least.

f If anywhere else, disallow,(2dz OF yQf &SS 52NAO®
0 Object BlueWax

A Blue Wax behaves identically to Red Wax, with the appropriate colobange
in descriptions.

o0 Object YellowWax

A Blue Wax behaves identically to Red Wax, with the appropriate colour change
in descriptions.

0 Object PurpleWax
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A Blue Wax behaves identically to Red Wax, with the appropriate colour change
in descriptions, exceptdr the following command:

A1 2YYFYR O3IABS tdzNLX S2FE (2 {FQlGe8y

T LT {IQFiQa [daS0KiISINIIH{NB &2 dx & I+GAoy¥Ya { KI {
{1 Qi RSYFYyRaA® a!yR L K2L)S @&2dz RARYQ

z

T LT {rQlrda [SGGSNI{dGFr0S AaaeAfyRUKKS

R2Ké L Falx K2f RAy3a 2dzi GKS fdzYL) 2°7F
Ot 2aSsSte G, Sa&3 o0dzi L NIGKSNI KAyl &2
2NRSNJI FANRGTZ R2y Qi @2dxK .SF¥2NB L KI @
FYyaNE AYRSSR®E

T LT {I QL& FA30dB8NIRIGyHS {IQldGdQa [SGdGS
G2 Aff (KAA R2KE L K2fR 2dzi GKS f dzYLd 2 F LJzNLIX

1S f221a +Fd A& OdaNAR2dzAafeéd a5AR @2dz 3S0H GKAA
G221 t2y3 Sy2dzaK I 02dzi A G0 8A RA&a FKdzaNIRAf Y3 TG 2NJ
AGK [221 FG FEf GKS &0 NBI | dowthan$@tNgr YAY RD L ¢
G2 Y2yiKaszs 2N K2gSOSNJ f2y3a AdGQftft G1F1S e&2dz

With that he produces a small metal box, into which he drops thelwap. Winding the
02E dzLJ 6AGK F 1S@&z AG &4dFNIG&a G2 NrdadtsS FyR
R2gys GKS 61l E AyaAaRS KlIa YStGSR Sy2dzaK F2NJ
order and then stamp it with his ring.

GD22RX¢ KSadklylRaz OBKIOl @ . dzZNB I dzONI 08 RSIFfd gACL
AGde |I'S NUzoa KA&a KFyRasx OK2NIfSa G2 KAYaSt+?
LQY NRdzyRfe& A3IYy2NBR Ay Iff GKAaZ 2F O2dzNAESC

z

T LF {I QI dda [a&5 (SIASNIASINEGISH2ABR Indy {I I QA J&KIx
Ff NEFReé aSkfSRY &2 @2dz OFy Lzl @&2dzNJ

0 Object OrangeWax

A Orange Wax behaves identically to Red Wax, with the appropriate colour
change in descriptions.

0 Object GreenWax
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A Green Wax behaves identically to Red Wax, witie appropriate colour
change in descriptions.

o0 Object BrownWax

A Green Wax behaves identically to Red Wax, with the appropriate colour
change in descriptions.

8. East Apse
o Description:
a2NB LISgaz FFLOAYy3a GKS Itial NoBSIODdzASS AiKB ¢ k NB yQal & K
with the men (especially those with children, who have to sit at the back). Much more interesting,

though, is the iron grate to the northeast that coverso they say, the door to the Cathedral crypt.

¢ KSNB Qa rtothadutheastRah®in the corner of my eye, | keep catching movement from
somewhere inside.

o Object Pewgqstandard chair object)
A Descriptont KS g2YSyQa LIS¢ga KIS FN¥YNBada Iff
comfortable, and partly to stop them talkirig each other during the services.
(So Drake says).

o0 Object Grate

A Descripon¢ KS ANRBY 3IAINIGS A& YIRS 2F YSdart |
gigantic padlock. | doubt | could manage to turn the lock even if | had the key for
Al 6KAOK L R2yQio®

A Command [open or unlock Grate]: DisallowText:The grate is locked with a
o0f I O1TSYSR OKFAY IyR LI Rft201 GKIFGQa I 02dz

A Command [enter Grate or go NE from East Apse]: Disalldext:Did you read
the bit about the padlock?

9. West Apse

o Description:
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¢tKSNBE INB Y2NB LISgas (K2daAK GKSNBQa Oft SINIe& 2yS N
OK2 LIJISR dzLJ G2 YIF1S GKS Tt 22 KBhy woNRanyoBeTvased&uciN® 2 Yo L
good bit of wood on me?

Anyway, thealtakh & o6 O1 Sl ad FyR GKSNBQA | y2iKSNJ I NOKgl & A
SYSNHS& GKNRdAK AG fA1S y2AaS FNRBY /If@OAYyQa Y2dziK

0 Object Pewgstandard chair object)

A Description These pews are reserved fibre elderly and infirm. Why they get
0KS 2ySa FdaNIKSad FNRBY (KS R22NAR (2 GKS

10.Calendar Shrine

o Description when the Calendar is unexaminedhis shrine is centred around a big
ONl} &aa GlrofS gAGK | 3t Ihairporiasdt kibugwfér h©O K R2 Say QF
Cathedral of St Philip! Perhaps the important thing is the brazier in the corner: a shallow
dish held over a low, flickering flame. The Nave is back east, should any of this prove
dull.

o Description, when the Calendar has beenagmined: This shrine contains the Calendar
'YEfAYAGSRE gKAOK LQY LINBGGE &adzNB Aa GKS (KA
KAY® LGQ&E GAO1AY3 sl e ljdASGte ySEG G2 GKS

o0 Object Calendar

A Description first time: The top of the table is glass, beneath which is a mess of
dials and pointers filling the whole surface. This isGladendar UnlimiteldThe
ultimate device that declares where in Time we are. Right now, for instance, the
date is the 11, the season is Aumn, the political climate is Restless, the next
major disaster is Bakery Fire, the person currently looking is Wgeod
Grease! IT CAN SEE ME!

A Description, further times Somewhere on the panels of this horrible thing is
marked the day IwasbornanftS Rl & LQff RAS® L K2LIS Al
and has nothing to do with any Figures in Grey.

A Command [any interaction with the Calendard: KS& R2y Qi 61 yi Rdzad
¢tKSe OSNIFAyte R2yQi 6l yid YS 3IBGGAy3a Ay

o0 Object Brazier

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page86



Klockwerk z Episode |

A Description A brass dish set over a little tripod, in the centre of which a quiet

seem very mechanistic to me: must be a hangover from the passhigelaces
and Laundry.

A Command [touch brazier/flame]L (i Q #o hbt2Rerhaps the fire understand is
like the spring in the Refectory Clock: delivering a tiny amount of power for a
very very long time.

A Command [put objects in Brazier]: This is used witie candlesand waxedo
melt them down and creatanew colored waxesThe mixture colours are
defined as in the Combination Rules below.

 If the object is not a candle or wax, disallow. TextKS 6 NJ T A SNDa
K2d® L R2yQitheobjstih (2 RFYI IS

9 If the object is a candle and the brazier is empty:
o Move the correct coloured wax to the brazier.

o Text: The candle melts in seconds, leaving a thick pool of
[colour] wax in the brazier.

1 If the object is a candle and the brazier contains wax:

0 Move the correctcoloured wax to the brazier (see
Combination Rules below). Remove old wax.

0 Text: The candle melts in seconds, its wax mixing and swirling
023SGKSNI gA0K gKIFGQa It NBFRe Ay
LJ2 2 f [ide¥ tolbWl&oloured.

9 If the object is wa and the brazier is empty:

0 Move wax to brazier.

0 Text: The lump of wax renelts in seconds.
9 If the object is wax and the brazier contains wax:

0 Move the correct coloured wax to the brazier (see
Combination Rules below). Remove old wax.
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0 Text: The lump of wa remelts in seconds, mixing and
A6ANI AYy3a (23SHGKSNI gAGK gKIGQa £ N
f I NH S NJ [davecblout}dolbuiietd &

1 Every time candles and wax lumps are mixed, the size property of the
new wax object increases. If two wax lumps an@xed, the size of the
new wax lump is the sum of the two original sizes.

1 Combination Rules: for deciding what colour is produced when mixing
two different colours (either of candles, or wax, or both).

0 Red + Blue> Purple
0 Red + Yellow> Orange
0 Blue + Ydbw -> Green
0 Purple + Red / Blue> Purple
0 Purple + other -> Brown
0 Orange + Red/ Yellows Orange
o Orange + other> Brown
o Green + Blue / Yellow> Green
o Green + other -> Brown
0 Brown + anything> Brown.
11.Orrey Hall
o Description:
This hall is mostliflled by a machine like no other: it serves no obvious purpose at all and is, unusually,
SEGNBYSte at2¢ FyR ljdzASied LGQa OFftftSR (GKS ahNNBe:¢
heavens, though to me it looks more like the badly mangled bicyclesg® dredged up from the river,
YR K26 lyezysQa YSHyid G2 NBIR (KS gKANI& 2F RA&O

OAF { I QI ] $aibehitd aidésk in th& éoiner, only just out of the way of a particularly
far-off comet,isstrad S . NPGKSNJ { I QFd®d 1S g GOKSa KAa YI Ol
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OATFT { I QFd & QGG IKISOBBNINS a it Saafte | N dz;fFVQ G§KS N
whatever it was | did.

hy {FQF Q& RS &ilthedrk arderlighori tie tap|d] inclulllingd® Mdirk order
o Event [the first time you enter the Orrey Hall]:

¢tKS ONROKSNIRDa FdGaSyiliAazy GoA00KSa (261 NR YS FT2NJ |
a2YS2yS g2dA R Ay (G(KS SyRoé¢ 1'a KS aLISIF1az KS 6AYyR
G! 220® L YSSR GKAA YI LITighaiBted odres, $hey{akvays derinahd s2shieet! & (i NP
ofmyLJ NOKYSy G Ay NBOGdzZNYy F2NJ SOSNE 2yS 2F GKSANHEDE

'S IANAYAEAZT & AT KSQa 2dAlG YeRBQA 224 5N F/NRR KNIt RRA
RSAONALIGAZ2Y S odzi L OF yQi yNHIIKE Yi2 N So 9 82 MB/ dK St widgyl LU
He returns his gaze of the orrey.

o Event [on entering the Orrey Hall if the Tome in the library has been examined
odzi GKS YYAFS Kla y20G4 0SSy aF2dzyRE Ayaa
Library. Now the Kre is present. Now the Tome is cut open. Print no message.
NOTE: This is so that a player, not finding the knife himself, will find it next
GAYS KS NBGdzNya G2 GKS [AONINEB o06SOI dzas
instead.

o Object Orrey
A Description

TheY OKAYS Aa OSYUGUNBR FNRdzyR I fFNBS 32fR ol ff
the sun, and not only does it change size it changes colout toach redder after dinner,

YdzOK fA1S . NRGKSNI I 2NI235Qa OKS Siwiréwhich NP dzy R
are slowly revolving, sliding and spinning over one another. Fixed to them are coloured balls

¢ planetsc and pressed brass discs bearing the symbol of the major constellations. Further

off, in the very corners of the chamber, are cometsessids and a few galaxies.

A LYGSNYOdyY AT {aIDSIG | v ecd& (KD ANNEYEW a
backc so hard that it hurts.

A Interact AT {FQFd A& G GKS RSalyY vz2sé {I Ql

¢tKAAQff RAAGNI OGO GKS 2fR olFidzx adcaNBfeéeo L =
onwards, just a bit.
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{IQFriQa 2y KA&a FSSi Ay &aSO2y ReuadHpy 2 6 A
starts to pace around the edge of the machine, peering at itfasiting.

y3 &

{GNry3Stes KS R2SayQi G4Stf YS 2FFo LOQa

0 9SSy iyY ¢KNBS GdzNya FFOGSNI {I Qi Y20Sa (2
A Text:{ I QL' i &ddzRRSyfe& OK2NIfSa gAGK RStAZ
of the wheels of the machingf 2 6 KAy 3 &aSSyvya G2 OKFy3aS:
immediately satisfied and returns to his desk, beaming.
o0 Object Desk
A Description The desk is covered in paper, covered in scribbles.
A Command [put somethingondeskfi NS &G GKAa Fa DAGBS hoaSO
o Object:{ I Qpafiefsa
A Descripton:k OF yQdé YIS (KS atA3akaSad aSya
A Command [takePapers]:t all looks like junk to médif Doric Event has
happened]L it OSNIF Ayt e ¢g2dZ RyQi O2y @Ay OS |t N
anyone. Anyone sane, anway.
o NPC{ I QI {
A Description
{FQl G Asf 2K y23 Ry 1 LQOS SOSN) 4SSy |yR (KSNEB
2y® | A4 02Reé asSSvya G2 o6S YIRS 2F GKS alyYS
a1AYy A& a2 LIHtS LQY y2i adNB KSQa SOSNI 6SSy
1 $Qa 6SINAY3I + NAY3I:S 6SFENARYy3I (GKS /FGKSRNIf Qa

Aad® !'a 5NIF1S 2y0S aFAR (G2 YSI aG¢KIG NARAy3a 3IA

same as | demand things gfbud ¢

[ifbythedesky { I QI G adeskiegardng the/oRey Kvoudgh cool eyes.

ifbytheorreyl:{ I QF G LI O0Sa I NRdzyR (GKS 2NNBe&x (NBAYy3

A b h ¢ 9 Y hds twepositions in the room, and a variable called his Letter
State which indicates how close to given yowstamped work order he is. This
variable begins at zero. Its stages are:
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0 Oc¢told player to take work order

0 1c¢asked player for a book, to complete work order
0 2¢received the book

0 3¢ asked player for wax to stamp the order

0 4c¢received wax and stampethe work order

1 His two positions are By the Desk, and By the Orrey. To begin with, he
is By the Desk. Note this changes the description of the room.

A Command [talk or ask about topic tp I 2 Asibefore, topics can only
be asked onceRespond as below. Ne that some of the topics
responses vary depending on his internal flags.

TOPIC 2w9bQf w9 RESPONSE

Faith/Creed G. NEPGKSNJ {al 2¢ akKz2dzZ R L ]
G2 KIIdQa GKRSYlFyYyRa NARIKG ¢
0 KS / KdzND K might have time fodogma and

itualcl KS ARA20GQa
that Perpetuum of theirs,
OKSO{lAy3 (G2 &aS¢
Aay Qi GKFG LI Gt
not seen the best Perpetuum is
GKS 2yS (KS&QNZ
2 KSNBEQa GKSANI -
Where? In a creed? Or in a

m- OKAYSKé¢ 1S gl
hand at the great Orrey, then
shatches it back to start winding
his fingers together.

Business/Proof G2 KIFHiQa GKACKS@QNB y2ia ¢
2 NR S NJ T 2 NX old ragamuffin barging into the

Society of Astronomers, { I C

alreasz Ay RA&0SHE
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AbbeyCathedral

Abbot

Figure in Grey

Archbishop

Cook/Calvin/Drake/Horloge/Relor

Door

ab52 e2dz tA
| ask.

L GKAY1 @
going to do
sonfSGKAYy3 R
| try to tell him.

L al g GKA
begin.

al 26 OFy L
G§KS ! NOKo A
ask.

| SQa dzyf A
them, | think.
G¢KS /FGKS

NE OSNE A

a0K22ftsx @&2dz (y:
hT¥ ' a0NRPyYy 2YSNA
just anyone barging in and sayin
w2 Aff Y& ONRLXA
fAGGES . AffeQa
, 2dz2Q@%S y2 ARSI
LIS2LX S I NBD ! yi
everywhere! You go outside, yot
Ol ynoveéT 2 NJ LIS2 LJ S
suddenly, and goes quiet.

G2 KSNBKé¢ KS NEI
ISydaAaySted alL (
LISNK I LJa ®¢€

(0p))

ALQY
atKSe

a dzZNB
F £ &1

A AN

K
a

Qx
T« >

S N
Y o f
NILJt
aKl

GLQY y2i
LJdz0 SaO0Sy i NI
SEOf I AYa &Kl
aKdzi dzLHE !
the Orrey.

Ay

.S Y2NB AYLEZN
FNBZ¢ {FQlF 0 ayl
g2y QG Gl 1S e2dz
L R2Yy Qi Vy SSART I{:
state is 1Pid you get my book
yetend if]€

GhKz 8Sazéeé KS 1
oVeryimpressive. You pull them
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you tell him.

{ I QF @ G2 KFEaQa ez
KSNBX . NRI

Clockwork . dzi K2g6 R
/ £ 201 62N
ask.

Saints G2 Kl R2Sa
G2 R2 G2 o
axk.

Books/Library/Principia Planetefic ¢ 2 KA OK 0 2 2

if state is 1 3 AYyKE L

Books/Library/Principia Planetefie ¢ L& A G | 3

if state is 2+ ask, thinking of
Planeteria.

Books/Library/Principia Planetefic ¢ 5 2 & 2 dot diE

YR GKS@& 2Ly
mechanism, is it? &tdly the
intricate engineering of the
02aY2akKé

G¢eAYSZé KS RSOf
predicated¢ that means, built on
¢ the Universal solidity of Time.
l'a f2y3 a GKS!I
no cutting shortcuts, all this will
0S jdzA SG |t NX 3¢
LI Ga 2yS 6KSSft
odzAf 4 AGEZ @2dz |

G. dAfR 2yS fAGI
think isusefut ¢ { I QI
bitterly.

Gt NAYOALAL tf Iy
Now get it quickly, before | calcif
2y UGUKS aLkRiazé¢ ¢

G¢KS -SisR KS a
Al NOFauAOlfteod
ever did. All this nonsense with
LISY Rdzf dzdzy a ®é | ¢
KSIFRX GKSYy NZ dz
fAadsSy 42 YS:I :
lot of trouble, understand? And
82dzQft 2yfé& 3ISI
very, very clever. | was, but

8 2dzQNBE LINRP O 0 f ¢
fAaldsSy 42 YS i

Gb2d . 221a I NB
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if state is O

Orrey/Planets/SKy A T
orrey

Orrey/Planets/SKy A T
desk

02214aKé L dzLd AyzZé¢ {IQF G ¢
reading. Starto-finish is best left
F2NJ oNAGSNRE |y

{l¢aLa GKS 2NaL R2yQHG1¥2dz §
NA IKGKE NBLX ASa YSyl OA\
FTAE Al L R2yQi

gNRYy3I F3AFAYyd Li

He winds his hands in despair.

—

{FCA5AR @2dz 0G9@SNE 3IASH NI I yI
2NNBeKé L LINRPdzRfe@d &, SI N

adAtf R2y Qi Fdz
a marvel. Anystery | spend night
I F 4 S NJc yishedeK drefifling
with tears nowc & 2 dz&
contemplating it. You have to
look at the righttimes, you s& @ ¢
| SQa aKlF{1AYy3Iod
GAYSa NRIKG 20a¢
goodX €

A Event [random, every four turns while in Orrey Hall]:

T
1

The orrey quietly revolves.

.

Something the orrey doesii K2 dzZ3 K L Ol y Qi ¢caSS
YIF1Sa {IQFdG @dighttd KA&a KFyRa Ay
{1 QlFLiQa SeSa RINI | ONraa UKS gKSS
a book.

The gears on the orrey slowly tug at the distant comets over the
doorway.

{FQLFd 220a&a I y24S (G2 KAYaStFzI @SN
what it says.
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0 Object WorkOrder

A Description The order outlines the need for a map of a Nebula, whatever that
is.[if Letter Stateis4L. 6 Q& 2FFAOALFEY &0GF YLSR Ay LIzNL]
iconJend if]

A/ 2YYIYR ®Ldzi 2y3s Lldzi Ay3>X RB&tédhang\RSNI 2y O!
onto it. You never know when something with the seal on it might come in
handy.

A Command [take Ordet:

T LF {1 Qi o6& GKS h NNEB &otbtafriRed] Mol SNI { G I
WorkOrder to inventory Text:| slip the work order off his desk while
KSQa RM¥AWUNKI QOKSR2NNBed a, 2dzHE KS o02Af
.dzi KS R2SayQi aylrdoOK Ad o0lFO0O1® a52yQ
watching his machine to actually do anythinst shakes his fist, and
then gets back to work.

9 LF {IQFidQa {frdiSNgya (ilGKS aA 8A Gn Yo I O1 2 F 1
G{A3Ayz &SItz O22NRAYylIGS&as / N}¥o6 bSodf
D22RHé¢ 1S aSSyvya aldAaFASR yR Lizia
Gb2¢g NHzy Ff2y3d ¢KS {20ASi@2MDEXY ¢t I

KFcgS (G2 3SG GKS o620 FNRBY t2NI | | dzi$
those wagorthings they let children travel on. Take a pigeon and sent
YS I y20S 46KSy &2dz  NNAGSe® D22R f dzO|

affection, he pats me on the shoulder.

f L ¥F atftatedds OSetstateto 1.Text: { F QF G aylF §OKSa (KS 2
2FF YS I yR OK&ilpvds A 1K R BN NEh X 02 | NA !
F2NH2G0Sy GKS O22NRAYIFGSaz KI@SyQid L
Aa2YSOKAY3 o0dzi S@ARSyéchares, vaving®id FAYR A
FAYASNY &, 2dzz 32 3ISG F t NAYOALRAIEFZI GA
YAYR @2dzZ (y2¢ y20 2yS 2F GK2aS al (K
D22RH 2StfxX GKSYH h¥F &2dz 32H¢ 1S Lz
and proceeds to ignerme.

 listateis1l{ F QF 4 ayl&d0O0KSa Al ol O] FTNRY YSo
KS SEOfIAYad G¢KAA 2MdhSdeHbwwoald dza S 4 A
they know which map to provide? Think, childhinkE
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I If state is 2:Set state to 3. Text:

{Falyik 6OKSa o6 01 GKS 2 NRS NMmap2CrdbKé@q yes) yies, 2 F S NI
S 1y26d 1'a (GKS 023 &l AR (cAmPEK S So driD@KI NN & (¢
a{SItf FTYR aAdyo ¢KSe [fglea aresx ajht | yR 3
Ad AGKE 1S 0S3IAya GKS LINRPOSaa 2F KdzydAy3 | N

G452 @&2dz YSSR I y2iKSNJ o6221Ké L Falo

Gb2d LRA2GzZ¢ KS aleao aL ySSR a2Y$S 46FE F2N &
wax, none of this emptyour-ear business that was good enough & fgears ago. Oh
y2ed ¢KS g2NI RQa 3I2yS YIRX L GStt @&2dzpée 1S ¢
Gal Rpég

q Ifstateis3:¢2 AGK2dzi | aSIFtxé {IQld
a2 odzae GNBAY3I G2 &adasSt
timeandA & Qdza St S&d a d¢

A /J2YYFYR w3aAGS 2 2WNdh hetdR Sd isindt anfoveQ | (1 8
WorkOrderto Desk: Textt D2 2 R F2NJ €2dz2 ¢ KS al @&z LJdzi i
2y KAa RSale a!yR fSG GKFEG 6S | fSaazy
reason. Then heeturns his attention to the orrey.

A J72YYFYR w3aAJS 2 2WNdh hetdR Sidd isuRisalfolv: Dexti 8
G2Sftfx L R2yQd ¢lyd Ad oFO1x AGQa G222 f|
b2g 3IASG 2y gAOGK Add ¢2 t I NIQAH | YRGf (6 K2 Wit
82dzONBE G62NNASR | 62dzi dé¢

A Command [give WorkOrder to Doric]:
91 If not sealed (ie. If Letter State is not 4):

o Firsttime:d/ KSS{1 @& 06dzZA3ISNHE 52NAO NBYIl NJ
KAYaStTo 1 8Qa 2yteée GF1Sy 2yS 3ttty
G2 KSNBgoha¥e g K GKAA FNRYKEé KS RSY!I
Y2y1Qa RNIgSNREKE

GLa a2YSGKAYy3 gNRyYy3IKeé L Falz Ayyz2

A may notread, kid, none of thateading but even a dumb
AtEAGSNIGS OFy aSS A4 R2SayQi K
nothing official about an order without a seal and a stamp.
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So | suggest you just go slip that back wherever it was you
6218y Al FTNRYDE

0 Secondtimen 52y Qi G | SRIEK S 2YNIRAT, SeAs3 K]

T L¥ [éudéNJ{Gl-GS Ad nY { Sk SEANKEOQA
1S alAYa 20SNJ GKS g2N] 2NRSNI® a4 2
adzllll2asS @2dz KIF 9SS odzaAySaa oAGK (K

A NOTE: This is the key item that allows youget past Doric and is given to you
2y0S {IQll KFa oNARGGSY GKS 2NRSNJ YR &2

12.Cyclical Library

o Description:

The Library of the Cathedral of Time is about as much like the one in the Abbey as the mould on the
floorboards of my room is like the oak tree standing outside the Cathedral gate. This room is massive,

and mechanisedLittle blocks of shelving, holdinga@li twenty books each, tile the cylindrical wall in a

1AYR 2F Y24lFA03 odzi GKS@QNB ff FAESR dzJ (2 6AyOK
2F @2dz A2Ay3 G2 | FAYR || 06221X ¢Stfx &2dz 3SG GKS

This is all controlled by a gefrinelledcontraption that dangles from the ceiling like a chandelier they
F2NH20 K2Aa0® LGQa 3I20 GKNBS YIFAYy O2yaGNRBftad® hOOI A
their education goes up and takes a look, but they seem nervous to touch thesarfa reason.

. @ (0KS R22NJ G2 GKS y2NIKSFad Aa I OFNR OFdlFf23dsSo
keyboard to decent gear mechanism.

On one of the desks, without a reader, sits a gigantic Tome.

1 Event [first time entering Library, oreonly:] (You might be wondering where all the
power for these big machines comes from. Well, story goes, when St Philip founded the
city, he made sure to build the cathedral on a spring).

o0 Object Initiates

A Description Between where | am, and the mon&sound the altar back in the
Cathedral, comes a long period with a shaved head but no dining rights. The
0284 KSNB IINB aiddzReéAy3a KINR 0SOIdzaS GKS:

A Command [any interaction with Monks]L QR 6 SGGSNJ y2id RA &G dzND
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0 Object Library Tableéstandard table object)
A Description A few bng tables for working.
0 Object Books, Shelves

A Descriptont KS 06221 aKSt@gSa F2N¥ | 3IAlLydQa 2A13
I NPdzyRd ¢KS@QNB [ff NAIISR FyR LlzZ £ S&SR
wholeprocess is controlled by an odellynall contraption in the centre of the
room, that dangles down from the ceiling.

A Command [any interaction with BooksEven the nearest one is far above my
reach. They have to be, otherwise anytime a book was ordered thging
controls in the centre of the room, someone might be crushed by a flying
bookcase.

o0 Object Tome

A Description If not cut open:A large volume, fresh from the Gutenberg in the
looSed L Oly GStft A0Qa ySg o0duniifkS TNBA&K)
and the way some of the pages are still ungetach leaf is printed double and
folded over before being stitched in, so the book needs to be sliced open.
Whichever monk was reading it probably went off to find a krffeut open:
The book isery new and not very evenly cut.

A Pages cut open = false (initial value checked when reading the book)

A Command [take Tome]: Disallot KS 06221 Q& 2dzi F2NJ 2yS 27
good reason to steal it from him.

A Command [open or read Tome]: Checks twariables, if the knife is present
and if the pages have been cut open.

If knife is present and the pagesut:

~

Yhy GKS LI GOGSNY 2F FE2NIF Ay GKS g1 GSNI 2F acF
made into this fascinating subject using the latest cleigsving Opticks and the

researches of Maxwell and Newton into the propertiesofi@ns I 43 ® | 2 SOSNXQ
Thisdod y Qi NBFR fA1S I OKdzZNOK 062271 +d ffo

If knife is present and the pages have not been clihe book is readable
8St 0S0FdzaS GKS LI 3Sa KI@SyQd oSSy Odzi
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If the knife is not present, indicate that upon opening the bookiove
Knife to Library:A knife falls out from inside the book. Presumably the absent
minded monk had been using it as a bookmiagkoregoing off to find a paper
knife.

0 Object Knife

A Description A short steel lettelopener, sharp enough o slive through paper but
probably notmuch good for fending off Calvin.

A NOTE: Initially not in Library, moved in when Tome is opened.

A NOTE: This is a very useful item, which will have multiple uses in different
chapters, so commands will be added here as the design continues. Watch
this spae!

A Command [take Knife]:l pick up the knife.

A Command [cut Tome with Knife):slit open the pages of the Tome with the
knife. What a helpful child | an$et Tome Pages Cut Open to True.

A Command [scrape or take ANY Wax from Brazier with Knife]: Tiextrape the
wax up into a ball using the knifi®love Wax (determined by what was in
Brazier) out of Brazier and into Inventory.

A Command [Drop Knife, Put infon something, throw]: DisalloWnife like this
YAIKG O2YS Ay dzaSTdzZ oL BNI |NHpX Ayidz2 ye

0 Object Contraption

A Description Suspended from the centre of the ceiling the contraption is
covered in controls. Somehow what you select down here on ground level gets
fed into the mechanism that controls the walls. There must be wires running up
inside the tubes and turning cogs overlgea

A Command [any interaction with Contraption]: 2 dzZQR ySSR (G2 o6S &LJS
which control | should use, and how.
0 Object Card Catalogue
A DescripionL i Q&8 | 62E 2F AYyRSE OFNR&X FAfSR |
contraption that controlsthesfe@SaH L 2dzaid ySSR (2 f22]

after.
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A Command [find or lookup X in Card Catalogue]:
1 Xisaterm in quotes.

f C2NJlye GSNY 06S&aARS&a dat NALYy @BRWRIGE FA MR
that in the catalogue. It might be listed undeddferent name or it
might not be here at all.

f C2NJ at NR yFORYLER 2ZWST GKSY y2GKSNE GKSy
G2 0SS | LRLMWzZ NI yIYSd 2KAOK 2yS 41 a

f C2NJ SAGKSNI atfl ySil NWheke areé dldtaft NR y OA LIA
OF NRa ftINAFORERIEX o6dzi I FGSNI I 6KAES
Planetaria The card reads$t Wt NAY OA LI t € ySaFNAFZ (K
astronomical writings of Stds O b Sgli2y ®Q /I NI SaAly /|
MH Z | gupitback in the catalogue.

0 Object Controls

A Description The controls consist of three cranks (one steel, one brass and one
gold), beneath which are three rotating cylindrical dials engraved with numerals
and the letters X, Y and Z. Next to all this is a brass chain that runs right back up
to the ceiling.

A Command [use or turn on Controls]f | just mess about at random with these
GKAy3a LQff LINRPolFofte ddzaNYy GKS gK2ftS f A0
control, which way?

NOTE: This is slightly complicated. Each of the parts of the controls (belomt)ols a
RAFFSNEBY (O FdzyOilAz2yd LYy aK2NIY tdAf t Ay3d GKS OK
meters to the correct numbers, it will deliver the Principa to you. Otherwise, it results in

an error message. This should be implicitinthecomBad 6 Sf 263 odzi L K2 dz=
it explicit here.

0 Object Steel crank.

A NOTEAIl cranks are identical, except for their material and the meter
they control. Underlines indicate sections of text that need to vary.

A Description Thesteelcrank is connect by a system of mobile rods toXhe
meter. | could turn it either clockwise or anticlockwise.
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A bhe¢oy ! LEFeSNI GeBLIAYI addNY / NI Ol€3 | &a

A Command [turn Steel Crank clockwis@Jurning the Steel Crank clockwise
increases the onedigit of the X Meter by one each turn. Once the digit
reaches nine, it will reset at zero on the next turn of the crank. This does not
affect the tens digit of the X meterText: The second tumbler of thEmeter
slowly winds on, so it now reafisew number of X meter].

A Command [turn Steel Crank countetockwise]: Turning the Steel Crank
counter-clockwise increases the tens digit of the X Meter by one each turn.
Once the digit reaches nine, it will reset at zero on the next turn of the crank.
This doesot affect the ones digit of the X meteiText: The first tumbler of the
Xmeter slowly winds on, so it now reaff'ew number of X meter].

0 Object X Meter

A Description A glass cylinder capped with steel and engraved with a |ter
Inside are two revolving tumblers engraved with numerals. They j@adent
number onX meter]. Two pistorarms lead back to thsteelcrank.

A Command [turn or set X Meter]: DisallowThetumbles aresealed irtheir
cylinder.

A NOTE: This object has twariables, its tens digit and its ones digit. The tens
digit is initially set to 5, the ones digit to 7. These are adjusted by turning the
Steel Crank and are checked when the Chain is pulled.

o Object Brass crank.

A The brass crank is identical in functido the steel crank, with description
varying where indicated. It is connected to the Y meter.

o0 Object Y Meter
A The Y¥meter is identical to the Xmeter with variations marked.
A The ¥meter starts out reading 11.

0 Object Gold crank.

A The gold crank iglentical in function to the steel crank, with description
varying where indicated. It is connected to the Z meter.
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0 Object Z Meter
A The ¥meter is identical to the Xmeter with variations marked.
A The ¥meter starts out reading 68.

0 Object Chain

A Description A long iron chain that leads up to the contraption on the ceiling. |
aK2dz RyQi &l e GKAAaX odzi AG t221a | €20 1
been designing.

A NOTE: This chain controls the Library mechanism.

A Command [pull Chain]:

1 1 pull hard on the chain and very slowly, the mechanism overhead
comes to life. The walls themselves start to move! Sections of
shelf seem to float upwards, creating gaps that others sidle into.
LGQa tA1S | olaisSid 2F Obwbkea {A01S
scuttling this way and that. Noisy, though. Shelves collide with
thumps and groans and scrapes. The initiates look very annoyed
indeed.

Eventually, it comes to a halt, and a metal plate extends down
from a position above my head with a single book in place.

1 If X=43, Y=12, Z= 9%ove Principiato inventoryL 1 Q& GKS t NAy OA
shatch it down and the plate slides back into the shelf.

T ify24d FyR &l Q (The Bokis®ddingliwbr@S A a nvY
though, so | release the chain and it disappears back into the
stacks.

9 If not and the Principia has been taken alreadyhe book turns
2dzi G2 06S | RdzYyYeH wdzad F o6f 201 2
LIFAYGSR 2y (0KS O2@SNX» LG 62y Qi O2
shelf once more.

9 Ifnot:Sadlyji Qa y 20 GKS t NAYOALAI® L NBf S| 2
disappears into the stacks.

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel02



Klockwerk z Episode |

0 Object Principia Planeteria

A DescriptionL 1 Qa | X&ANILIWREAZYIted ¢KS (GAGES Aa
CKS ! LI2ONBLIKIE ' AGNRBY2YAOIf 2NRGAYy3I&E 27

A NOTE: This item is given to you after completing the mechanism puzzle in the
/] @0t A0t [AONINEB FYR A& 3IAQBSYy (2 {IQlFdo

Al2YYIYyR GIABS t NAYOALAI G2 {FQridsyY

T LF G4KS 22Nl hNRSNJ Aa 2y (GKS RS&ail o6LX I
Stage from 1 to 2. Remove Principia. Text:

GLa GKAa (GKS 0221Ké¢ L Falz 2FFSNA
G2 Sff R2ySz¢é KD NBISE XA SRR ySypa A AL N
not bring me the Principia Mechanistica, Principia Mathematica or

the Principia Copiomatrix. Or any of the other dubious volumes

LQY | fglkea LizZ tAy3 Hardogughtand S G+ 1S
quickly flicks through the pageseé&ns he knows exactly what

KSQa | FiSNX

GCKSNBE 6S INBd [/ 22NRAYIFGSaxég 1S a
0KS ¢62N] 2NRSN) 2y GKS RS&ai® as52yS
O22NRAYIGS&ax Iff G2 FAYR O22NRAYI
0221 KS Lilzia Il @SAW KRG RS &K P Yadz
GAYRAY3 KAA KIFIYRA FNRdzyR 2yS Fyz2i

9 If the WorkOrder is stolen:

2SSttt GKFEGQa OSNE (1AYRZ¢E {F QIO N
order | spent all morning preparing first, | think. How about that?
ThenyoOl y 3IA PGS YS (KS 06221 L glyid i

A Command [read PrincipiajVhy anyone would want to read this is beyond me.
After a hundred pages of numerical tables listing the tad@erdinates of ce
ordinates of stars, there follows a hundred pages of diagramsctigpthe
night skies and the structures beyond, all joined up by watch escapements, rods,
springs, leversandreleasésS 6 12y Qa4 / {20 0 Q¥ AG@ISNESRP AL G
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a2YS2yS a1 SGOKSR | yA3IKApocyphaL QY RLIRE 2 R& S |
sure Kl 4 YSIFya AGQa NH2©OOAAKO D

13.West Clerestory

o Description:This balcony has a good view down over the choir stalls and the altar where
the monks are still clustered. KS &ddzy KIF & 2dzad O02YS NRdzyR I yF
colourful light from the enormoustained glass window. Spiral stairs lead down, and the
balcony curves around to the northeast.

o Command [down from West Clerestory]: Move Player into Chéiclimb back down.
0 Object Windows

A Description This pane of glass depicts an enormous lever, beregated from
very far off by aman wearingabédK SSi® o6 hNJ GKI 6 Qa ¢KI G Af
KSQa LINBolofte YSIyd G2 o6S +y Fy3aStoo

o0 Object Stairs
A Description The stairs spiral downwards.
A Command [climb West Stairs]: Move player into Chaiame as goinglown.
14.North Clerestory
o Description:

This is the far north end of the church, and from this balcony you have a great view, over the heads of
the monks and all the way to the great doors at the end. The balcony itself curves away to southwest
and southeast.

Ly 2yS O2NYSNI &iFyR (¢ V2NX¥2dza adl ddzsSa
| | :

2 § T {4 . N
O2y&ALANI G2NE | YR -380a Sy2N¥2da KSR

2
3864 Ay
[if Chase Event not runningjlong the balcony tthe southeast | can a guard, standing duty.
0 Object Windows
A Description This window depicts a gigantic coiled snake made of steel.

o0 Object Statues
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A Description The statues are twice lifsize (probably exactly), and carved down
to the tiniest detail. N3 3dzS4 Kl & FfdzZFF 2y KAa 21 01Si
have a few lice. Their enormous faces are turned toward each other, and down,
as though they were muttering something about me. In between their feet is a
shadowy gap.

A Command [enter shadowy gapTheck if Doric Chase Event is running.

If not, print: ¢ K | maRda greatk A RAy 3 LJX | OSs SEOSLII ¢
following me.

LT AGQa NUzyyAy3a I yR 52 NRONIEO @R deytii NGB\ |
passed me by. No need to waste time!

LT AGQa NHzyyAy3d YR GKS O2dzyiSNJ A& |
aft AL Ayid2 (0KS akKlIR2g¢geée 3AFL) 0SGsSSy GKS

A Command [take Statues]: Disallaf dzZNB® ! yR ¢KSYy LQ@#S R2yS
football with the Moon, shall 1?

0 Object:DistantDoric

A Description! t NPGSO02NI S 2F GKS ! NOKoAaK2LIQ
strongand stupid.

A Command falk to, yell or call at Doric]: Disallow if Doric Chase Event running
LOR 06 S i Sdmad. iDisalldviif th&@hdse Evehias already
happenediL QY v 2that agai® A y 3

A Command falk to, yell or call at Doric]: Otherwise:Begin Doric Chase Event
Text:

T a1l S&sx 52NRAOHé L &Sftftod 4126 02YS | YI
G2 Kesx @2dzx¢é KS INRBgtad vdzAiOlY KSQ
A Command [throw ANY wax at Doric]: see RedWax for this command.
A Otherinteractions:] SQa (22 FINI 2FF3 G2 GKS &2d:
15.East Clerestory

o Description:
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This balcony, which curves to the northwest, is built right above the choir stalls. You could probably
2dzYLJ R2gy 2yi2 GKSY AF @&2dz FStd NBlIffte oNFX @Sz o dz
wall, just below the enormous stained glasinaow.

¢ K SshaRofer door to the north; solid oak. It may not look like much, but judging by the guard in front,
0KIFGQa GKS ! NOKOAAK2LIQa R22N

[firsttimeonly:]9 EOSt t Syl L Oly 380G 2y YR 61 NY KAY | 02 dzi
from the Vaults!

o Command [down from East Clerestongame as going down the Stairs.

o Command [north from East Clerestowhen Doric is not in the East Clerestory and the
Chase eventisrunnijg¢ KS R2 2 NQ& dzy3dzt NRSR® 9EOStt SyidH
must hawe some kind of key. Well, so much that great plan, then.

o Command [north from East Clerestory]: This checks a few variables and produces the
following results.

A Theveryfirst time this action is tried

| approach the guard, wearing my best Ablseyvani @2 A OS® G 9EOdzAaS Y
0SAAYD aLQY KSNB (G2 aSS (KS ! NOKOAAKZ2LID:

G NB 282dzZ {ljdANIIKEé GKS 3Idzr NR NBLX ASa St
by FLLRAYGYSY(dsS R2 @82dK L &dzdll2as &2dz Y
GAYS AGQR 08 (i 2eandeNife thazhichbishgpivkhyhd { 2

I.

?Q’(

L2 AYGiYSyidoe [A1S F o6FER Yy i ND S |

LILRAYOGYSY(GzZ R2y Qi @&2dzxKé

(@]}

z

GLQY 2y 1 060Se odaAySaaze L alreo

GLT &2dz 6SNB 2y ! 6
alreAy3a &2dzONB y2i(z
2F (GKSY R20dzySyida i
Church Accreditaty = L 0 St AS Q@
4 | & Befpauses foreffead a2 YS &
AGNBSUXE

Sé odzaAaAySaaze GKS 3d
L FAYyG OFftAy3 &2dz |
KSe 3IJAPS (2 LIS2LX S i
S
o)

(@]

Avérépa buSimessfar®iRad, ! YR A
NXzatFalled i hekre framitheB S

| start to protest but he cuts me off with a poke of his halberd.

G¢KSYy &dzNB | acwhighitisdaYdsNdBa 1582 NRKG § & 2 dzQR 6 S
YS | G6AlG 2F GKS ONBSRO® 22dAf RyQi e2dz y2
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GSNBE KSNB 2y o0daAiAySaad wSIlIf / KdzZNOK 06 dzaA
you going to tell me the creed, then? Gorighthhie ®@¢ | S adlF Nha 61 Al
good at that, clearly.

A If Doric has both flags set to doupfirst time:

52NAO GKS 3Jdzr NR adz2Lla YS Ay Yé GNIXOlaod
FROAE&ESE YSP G, 2dzONB f AGGtS odziure 2dzQNB Y
odzaiySaa FyR AT &2dz OFryQi 3IAGS YS GKIFG |
& 2 dzQ NB -thief whdiphlfesl ome documentation from some haphazard

Y2yl aGAO (ellSaod , 2dz dzy RSNREGFYRK ' yR R2yQ
the toilet or anything. We ithe Swiss Watch are trained against that sort of

GKAYy3Id 2SS ySHSNI €SI GAYSDE

A If Doric has both flags set to doubbther times:at N2 2F 2F o0dzaAySaa
2F (GKS / KdzZNOK=Z¢ 52NRO alkea Fifrdftez ol NNJ

A If Doric is flagged to believe faith but ndtusinessd , 2dz Yl & o6S |y 10660
52NAO alea gAGK | zaYbutiSau anthgdt Bukiredsd G Ky |
0KSYy @2dz FAyd 320G odzaaySaad [A1S |y dzYol
LI N} a2f 42X YAYRZIZ 2NJ &l AFf & 2kdy R 20/KX-00 @& 220K
y20 O02YAYy3 Ay odé

A If Doric is flagged tdelieve business but not faithd { 2 & 2 dzZQNB | OK dzND
82dzKé 52NAO alea O2yOSNAFGAZ2Yylffezr 2dzal
NE2Y gAGK KA&a KIfoSNROPONSB SIR JISYy R (i ZQfiK Sty &
OKNR gZBRFOK GKS / NBSR 90SyiGs YSYGA2ySR o
knowledge of the creed.

A If, however, Doric is flagged to believe both (accomplished by fulfilling the
conditions listed in Doric below):

f aLYy @e2dzai2xmé HIZANAD Yy3d KAa KSFRO 4. dzi
K2¢ LQY R2AYy3 lyeilKAyYy3d 2G0KSNJ 0Ky Ye
These are restless times. The Calendar says so. Always check the
I £ SYRI N

GCKIYyl1aZ¢ L aled aL GAtf o
¢ KS . AAaKgmidd! 522 NJ

T Y20S 2NBy Ayd2 (K $egin@hadgeedIQa [ A0 NI NE
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0 Object Windows

A Description The gigantic window depicts an enormous iron winding key being
lowered from the sky be cherubs. Lots of them. (Got tgbgsica) after all, like
all good Art. Thenonks have no doubt computed the correct and proper weight
F2NJ I OKSNHzm Qa ¢gAy3Ida G2 OF NNEBO O

o0 Object Stairs
A Description Stone stairs leading down.
A Command [climb East Stairs]: Move player into Chdiext;
§ If First Attempt Entry has happenedt L Qf £ ©6S o6l O1 Zé L LINR
G{dz2NB e2dz gAffd 2AG4K Fy ! N¥y¥ex L &dzLJ.

T If not: I climb downstairs. The guard watches me closely, on the lookout
for any tricks.

o0 Object Bishops Door

A Description The dooiis solid oak, and properly doublayered to keep out the
d2dzy R 2F OK2ANJ LINF OGAOS® LGQa RSFAYAGST

A Command [knock, open or enter Bishops Door]: This is the same action as
Command [north from East Clerestory] listed above.

o NPC Doric

A Description The Guard is a member of the Protectorate, hired from the ranks of
the Swiss Watch and trained specially for Church service. This one wears an
elaborate uniform of straps and buckles that clink whenever he moves. More
menacingly, he carrieslarge halberd.

A NOTE: Doric has two internal flags, one that checks whether he believes or
doubts Wren is on official business (refered to as the Business flag) and one
GKFG OKSOla 6KSGIKSNI KS 0StAS@Sa 2N R2dzo i
to as the Faith flag). Both flags are initially set to doubt. The Business flag is
set to believe when Wren gives him th&/orkOrder and the Faith flag is set to
believe when Wren types in the creed of the church when he asks about it.
Both of those are impliciin the associated commants, but | wanted to make
them explicit here.
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A Chase Counter = 1 (initial value, checked by Chase Event)
A Fooled = False (checked by Chase Event to see if you hid in gap)

A Event [Chase EventBegun by commands in North Clerestory. Reach turn,
following counter. Stop after 4

Counter = 1: Move Doric into North Clerestory. Set Chase Counter to 2.
Check if Doric Fooled.

If player location is not North Clerestory, do nothing
additional.

If fooled, Move Doric into West Clerestoryoric races along
the balcony and straight past my hiding place, and over to the west side!
Perfect!

If not fooled, Stop Chase Event, return Doric to East Clerestory.
Doric catches up with me, puffing and panting a little. He boxes my ears
very skilfullyand demands | apologise. | apologise. He grunts and returns to
his door.

Counter = 2: Move Doric into West Clerestory. Set Self Fooled to False.
Set Chase Counter to 3.

If player location is not West Clerestory, do nothing additional

If player locationis the West ClerestoryStop Chase Event,
return Doric to East Clerestory.  YS GSEG & ay2G F22ft SR¢

Counter = 3: Move Doric into Choir. Set Chase Counter to 4.

If player location is not Choir, print can see Doric hurrying past
the choir stak and over to the east staircase. Back to his post.

If player location is the Choir,tsp Chase Event, return Doric to
EastClerestony  YS GSEG & ay2i0 F22t SR¢ | 0208

Counter = 4: Move Daric into East Clerestory. Set Chase Counter to 1.

If player lo@ation is not East Clerestory, just stop chase event
silently

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel09



Klockwerk z Episode |

If player location, op Chase Even{, | YS GSEG & ayz2i
62@S¢
A Command [insult Doric, yellat Doric]: G F YRAY 3 NARIKG Yy SE
beat me to a pulp. Better to give myself a hestdrt first.

A Command [talk or ask about topic tBorid: As before, each topic can
only be asked oncexcept for the Faith/Creed topic which can be asked
repeatedly. Respond as below. Note that some of the topics responses
vary dependingonthestate 8 2 NA OQa Gg2 Ffl 3aod

TOPIC 2w9bQ{ [ RESPONSE
Faith/Creedf faith flagissetto aL {(y26 GKSaD2 2y3> (KSy ¢
doubt him. to supply it.Launch dialogue

box/prompt. See Check Creec
event below.

Faith/Creedf faith flag isset to GLSHFYUKS ONa9@Syildz ttexé
trust L KéE 82dz2QR y20 0SSy
322R f2y3 GKACT

Business/Prooif Business flagset ¢ 2 K4 1Ay R | S AKNHzZZaP 4] :

to doubt @2dz g1 yiKeé &2 dzQNBNAIE GiZ2 2 N
GKASTS 2NJ &2 dz
of reason to see the
| NOKOAAK2 LI L-
see him over his desk, seeing
& &2dz2QNB y2i
GLQ@S 320 I O
NBFaz2yHéE L LINZ
G¢CKSY adK2g (K¢
Al da az2zxé apINg
@2dzQf f 0SS 2dzi
AYLRZNIGFYG Ff¢€

Business/Prooif Businessflagset ¢ [ 221 a4 fA]1SaD22R F2NJ &2 dz
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dzaAySaas FogAlGK2dzi AydSNE
al ex aydzaf e juststand there or are you
/| KdzNOK o6dzaA3a2Ay3a G2 3I2 Ay

(@]]

to trust

Abbey GLQPS O02YS awSlttedéd | S
1 00Seésé L (adzaLAOA2dzat e ¢
hearing quite a racket from
there just now. Like a pack of
GAETR I YAYIFfa ¢

GwSl f f & iKrocently. N
at NPOol ofcadf K LIOK

G/ ft2014a R2yQi
FANNE & @ areajfiyR
322R [/ KdzZNOK 17
OKFGoé

Cathedral G, 2dz Ydzad 3Iab2 OKIFIyOS®d b3
a0FryRAY3I FNNBLIX ASad &, 2dz
say. G2 32 41 yYRSNA)

Abbot/ Figure in Grey G, 2dz R2y Qi a[ 221X 1ARZIé ¢
L GSftf KAYddzy]AYRf&@d a9Al
in league with this through this door or you can
CA3IdzNBE | yR getlostR2y Qi YAYE
G2 X¢ greo 52y Qi | LI

VI GdzZNS 0 SOl dza ¢
2y So L Qaat@elza
and my nature says block the
R22NE 52NAOZ |
kid go slipping by you. Clear o
0KFGde

Archbishop LA GKS ' NXahKXZ KSQa Ay:>¢
ask, cannily KSQa Ayo FR2IND 8¢
open guestion, as you fear
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f233AFYyE YAIKI

Cook/Calvin/Drake/Horloge/ReloF | SQa y 24 f A
them, standing round

here all day.

Door G/ Fy L 32 (a2KR2Yy Q0O &2dz
R22NXé L | ainreply.

{Qld G52 @2dz 1y2aLFT KSQa yz2i i
Fo2dzi . NPOKOKNRAzZAK (GKA& |
ask. 1y26 | GKAYy3IS¢

R2y Qi G(KAY {-drop :
@2dzNJ gt & Ayil?2

Clockwork G! MAinterestedin aLQY | LI 2dza
Of 201 # 2 NJ K ¢ abruptly, affected by your
j dzZSAGA2y ® Gb2i
maybe, and not clever enougt
for mysteries and that. But |
LI & Y& RdziAaSa

Saints G2 K2Qa &2dANdaldzyRr2dé | S ak
alrAyaKéeé L Fgla | A22R 2y ¢
that slogging around being hit
by apples. Good training, they
al e o¢

Books/Library/Principia Plateria aL Yy SSR (2 a{2 gKIFG &Q | ¢
tell him. | can read, a Protectoratike
me? | ought to chuck over tha
ot O2yeé TF2NJ ac
g2y Qioé 1S GAl
R22NY» &.2aa YY)
52SayQid fA1S ¢«
{ dZRRSyf & KS ai
ySOSaalNEI R2\)
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NHza KAy3 YS y§)

A The Check@ed event:

1 A dialog box / special prompt is presented to the player.

1 The player enters the creed

T LT Ad O2yidlAya (GKS g2NRa af SOSNE X
GKFd 2NRSNE AG Aada RSSYSR O2NNBOGY
Text: a/ £ 2aS BFRHAAKIZANBSad aL 3FdzSaa
GKSys tA1S @8Q alAR 0ST2NBod¢

1 Ifit almost contains the above, but is missing any one (or if the
LI I @SNJ al&da 2yfe a]Se¢El yoa @SNHF R
Oft 2aSz¢ 52NAO aledasz Of Ssk.We® G SYLI

KAia o0l 01 adA¥FFSyaod a.dzi AdGQa y2i
4SS GUKS ! NOKOoAAK2LIDP {2 &2dzQR oSdai
/I £ SI NK¢E

§ Ifthe playeris flat wrong, texttt |  NRf @ @ 2 Kl § &2 NI 2
OKFGKE KS aYANJ] & drgoitem B, grinayyy@udz Y I & K
may not know. Not my place to judge. So you have a think and get
ol 01 (2 YS®¢ IS avYAftSazr avdzaAteod a
gl e d¢

A Event [random, every four turns while in East Clerestory]:
Doric stares me down. Notfalkk S Q& GNJ} Ay SR Ay (KAaA&

Doric shines his halberd on his sleeve.

Doric resolutely does not adjust his feet.

== == =2 =2

Doric glares straight ahead; with a little sideways so he can see
me.

0 Object:Halberd
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A DescriptionnLi Q& tA1S Iy FES 2y | adGdAal0lo

A InteractL R2y QG GKAY1l KSQff fS4G YS L} I @& ¢
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Chapter IVz The Cathedral of Time Continued

Ma . AAaK?2
P North .
Library
Clerestory
B
Among the West _ East
Gargoyles Clerestory Choir Clerestory
(Inaccess.)
B B
4
Lower Gears Upper Rafters
(JUMProm Gears (from
Garaovles) (UP) KChaln Lift) )
Clock Face
(DOWN)
—
Rundown

¢KS / KFLWGSN)I 0S3IAya a e2dz SYGSNI 6KS . AakK2LJQa [ Ao N

When you enter the Library, it begins a cut scene wherein you attempt to tell the Archbishop about the
CA 3dzNB 'S A& ({AYRXI odzi LI GNRYATAYy3dAZ FyYyR R2SayQi

'S SELXFAya GKFEG Fit GKS OKdAzZNDOK @aThé wiBtisguadda | NB |

and locked (he shows you the key andgatiin his desk). He further tells you that even if someone was

FofS (2 3SG LFad GKz2asS YSIadaNBas GKSNBEQa Fy2idKSNJ

this scene, hetried 2 OF f Y @2dz R24y 6AGK KAA Fl@2NRGS LIKNI as:
more apt word than Patience we could use here?)

After a couple of additional turns, he ushers you out of the Library.

When you are ushered out of the Library, you heaises coming from the northwest and are prompted
to go in that direction. You are not allowed to go downstairs at this point (or at all in this chapter).

When you then go into the North Clerestory, you witness anotheiscete, wherein Guldér speaks

wil K G§KS CA3Id2NBE Ay (KS aKIR2¢g 2F GKS adl ddsSao S
GKIFIG KSQftf o6S +toftS (2 3ISHE NAR 2F GKS 3FIdzk NRa 2y (K
with on his own. The Figure accepts this, aags something that reveals he is indeed after the

Perpetuum
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Gubber is anxious, but the Figure says he knows the Cathedral inside and out. He reveals the existence
of a secret passage from the choir stalls to the BisdQ & [ A 6 NI NB I erB&imds SfHdtheLJt S @ [
southwest.

¢KS CA3IdZNBE (KSy GdzNya G2 @2dz AT @2dz KIFI @dSyQid |t NBI
revealing that he knew you were there the whole time. He goes southwest and you are prompted to
follow, determined to catchhte Figure yourself if no one will listen to you.

You see the Figure disappearing through a secret door on the West Clerestory, which leads up to the
ledge of gargoyles above the Clerestory.

When the pendulum from the cathedral machinery swings near to you,can jump onto it to swing
over into the Lower Gears.

When you climb up into the gears, you encounter the Figure. He warns you off again, suggesting that
GKSNB NB F2NOSa |G 62N)] KSNB e2dz OF yQintatyeRSNE G | v
machinery.

By solving a simple mechanical puzzle, you grab a chain and release a weight, carrying you up past the
huge face of the rose window clock. As you pass by, you see the Figure exiting through a door in the
clock face.

From the rafters, gu can climb down the chain to the clock face. Moving through the door in the clock
face/rose window take you to Chapter 5

Notes:

Design:
1. . AaK2LJQa [ A0NJ NE
o Degription:
LOR 06S8Sy SELSOGAY3a az2YSGKAY3 3INFYRSN GKFEY GKAAH a
26y ¢SI al 1SN .dzi AyaidSIR GKSNBQa y20KAy3a odzi |

decorationg hooks, candlérackets, inkwellsg all made from a single sweeping line of iron that curls
around the floor and walls like a wandering pginoke.

The Archbishop himself sits behind the desk, his face barely visible in the light through the narrow
windows.

z

0 9SSyl w9yl SNRY Athe filsttimed:LJIQA [ A0 NI NB T2
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G2Stftx gStftHE GKS | NOKOA&AK2LJA NBYFNJl Az gA0GK |

82dzyd 2yST o6dzi L NBYSYOSNI @2dzNJ FI OSd 2 K& RAR

FAFAYyS L GNHzAGKE

C2NJ I Y2YSy(tiedipsSh 22 LANAIdZEKS ! NOK6AaAK2L) KAYa
o Commands after Event 1.:

A Talk to/ask/tell about calvin/drake:l. RARY Qi Oz ¥8do £ f (KA
all that¢ just to complain!

A Talk about other topiclUse Event 2 below as a direct response

o Event[Second turn afterentering A a K2 LJQa [ AONJ NEBY

GLQ@S El2u G2 0(0Stf e2dz a2YSUKAY3I AYLERZNIIYy(izZé L
ﬁe)\év)\ YS 2dzi 2F KIFIYyR® G¢KS 106020 R2SayQi 1Y
L yééﬁe G2 GStft @&2dz Fo2dzi GKS ! 06020X¢

GLa KS AfftKEé GKS ! NOKOoAaAK2L) alao

Gb2d LXé 'YR GKSYy AG FEtf Flritta 2dzid 9OSNBIKAY
G. dzii @ 2eHlyRERNIQKIye 2F GKA&AXZ y20 OftSINIeéx¢é G(GKS |
e 2dzK ¢

o Commands after Event 2:

A Yes/no / talk about Abbot/figure: Use Event 3 as a direct response

0 90SYy il WC¢CKANR GdzNY | FGSNI SYGSNAy3I . AaK2LJ
GLQY aSNR2dzaHé L Ayarado
G, 2dz aSSY I OSNE &aSNAR2dza e&2dzy3d GKAy3I:Z OSNIUIAY

will take you faiin the Church; you only need look at Brother Reloh for that. As far as the Vaults
FNE O2yOSNYySR>: (GKSNBQa y2 NBlFaz2zy G2heg2NNBR® ¢K
pauses, to pat the drawer ofhisdeski L & 1jdzZA GS al ¥Sd 2 KSNB 2yfé& L

a. dzi X ¢
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G! YR SOSY AT @2dzNJ KAST O2dz R GdzNYy KAYaStF Ay
GGKSNBQa I flrad t201 GKIG 2yte L Oy wilhaaod !y
jdzZSadAz2ys Ay FLFOUGd .dzi ySOSNI YAYR (KI Go¢

o Event[Fourthi dzNJ F FGSNJ SYGSNAY3I . AaK2LIQa [ Ao NJ

L GNB 2y0OS Y2NB:z odzi GKS ! NOKOA&AK2L) KFa KSIFNR
ddzOK | NRdzAK &2dzy3d OKAfR® . dzi NBlIfftes LQY | 6
. dzi X ¢

I a0SNYy FAYIASN® at i

Gb2 odziKRyEFE DTl S NI AaSa
G tFGASYyOSs UGKIGQa GKS
NE

Tl OGd . dzi NBYSYOSNI GKI

A

YR gAGK GKIGX LQY dzaKS R 2dzi® ¢KAA Aad I RAA
A Move self into East Clerestory.B

o Command [leaveor south]: Disallow. dzi L KI @S (2 O2y @Ay OS
up now!

0 Object Desk (standard table object)

A Description¢ KS | NOKoA&aK2LIQa RSal Kra | aay3ats
is highly important.

0 Object Books, Shelves

A DescripionWel,2 ¥ O2dzNES KS Kl & 062214 .dzi L RA
rummage around.

A Command [any interaction with Books]: Disallow K G 62y Q4 YI {S KA
to me, will it?

0 Object Windows

A Description Three narrow windows drop three strips of light across thom.
Of course, the Archbishop has more than enough candles not to need sunlight.

0 NPC Archbishop

A Descriptionl SQ& | yAO0S 2fR YIy |yR tf2271a |ljdzAd
ceremonial robes. Around his neck he wears a Symbolic Key on a;@hhin
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ikeYAYSS L adz2JJ2aSe | A& KI yRacoldNB Llj ®2S/icxie
GKAY]l KSQa dF1Ay3a YS OSNE aSNR2dzafeod

A Commandtalk or ask about topic to ArchbishoplCut graight to event
text.

2. East Clerestori
o Degription:

LQY ol O1 2y thé &S side lofth® @athédral yhderneath the gigantic
window depicting a winding key. Stairs lead down and the balcony curves away to
the northwest.

Doric is still standing guard, but his eyes seem to be closed.

o Command [down from East Clerestoryf K SNBE Q&4 RSFAYA (ISt & &2yY¢
2y (GKS oFfO2ye G2 (GKS y2NIKgSaded LQR 06S
K

o Command [north from East Clerestory]: Disallo®. K I G Q& ( KS dza S I S
believe the Vaults were being looted if | walked into his room holdibgrech of
the relics myself.
o Object Windows
A Description Perhaps | should tear it down and replace it with a picture of a
CA3Idz2NBE Ay DNBe& KFyRAy3I GKS 16620 F ol 33

gold minutes.
o Object Stairs
A Description A spiral stonestaircase leading down.
A Command [climb East StairdPisallow. Same text as going Down.
o0 Object Bishops Door B
A Descripton¢ KS | NOKoAaAK2LIQa R22N®» LGQa Of 2a8R

A Command [knock, open or enter Bishops Dodiisallow. Same text as
North.
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o NPCDoricB

A Description Fora highyi N} Ay SR 3dzr NR LQY y2{ AYLINBaa
FLEttSy |aftSSLI 2y KAa&a T SSidDotic’lChased NI Ay Y dz
Event happened in Chapter Bjther that or all the running around has worn
him out.

A NOTE:Notreallyaht / GKA& GAYS | NRdzyRX aAyoOS KSQ

A Commandwake ortalk or ask about topic to Doric]Disallow. Let him
at SSL» IS 62yQl 6S Fye dzasS (42 YS |4t
some order stamped in goldnd-turquoise to get him to open his eyes
anyway.

o Event [when entering East Clerestory B for the first time]:

2 KlFiQa GKS LRAY(G 2F | RdzZ G&ax SEI OGfeéK ¢KSe
everythingix@ 2 dzQ @S K SdutNiRen & riéa problem comes along they
R2yOly i KAYA@2RPQa QY 2 2dza G X

2 AG | YAydziSe® b2rasSaz (G2 GKS y2NIKgSado
3. North ClerestonB

o Degription:¢ KS y2NIK SyR 2F (GKS OKdzZNOK® ¢ KSNB
overhead and also the enormous statues of Babbage and Breguet.

o Event [upon entering North Clerestory B for the first time]:

Ddzo 6t SNJ YR GKS CA3IdzNBI Ay GKS &Kl R2g&ailso SG6SS
to listen.

GLQY y2033 SNX¥I y20 KIFILILRS y23¢é Ddzoof SNI Aa al @

aLiIQa FRIKNKS® DHEBSE GKS CAIdz2NBE NBLI ASad ¢KS @2
YSFIR O0FNNBt NRftfAy3dI 20SNI FtlF3adz2ySad a, 2dzQ@S

Gl SNEd¢é¢ Ddzoof SNJ a2dzy Ra NBfdzy Ol yidied aLGQa |y S
0§ KSNBOR Ki22dzk Ld@dp If @fdf LASIRi2Say Qi R2 G2 &l & ¢

! yR 0KS FAYyFf f201KE
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ACKI GQa @2dzNJ LINPOf SYzZé Ddzoof SNJ al &a
[ 221Y R2 @2dz S@Sy (y2¢ @2dz2NJ gl & | NRPdzy R (GKA& /

GLYGAYF (St &1 A SRS aor2deKB ey a! £ f AaAE aSONBI

>
&
X
™ T
"

G{ AEK¢ Ddzoof SNJ RSYlIYyRa®d | AkdowBzhe @& 2A di KE5 S IA
Library2 KSNBE GKSNBEQ& 22 1 RNA QY BERyRf @i SN

Ol dAK( d¢

With that, the Abbot shuffles away southeast.

o Event [on the second turn after entering North Clerestory B]: Move Figure out
of North Clerestory B.

The Figure glides out of the shadogslA I K 2 @PFSNJ 12 6KSNB LQY aidl yR;
he says softly. The face nothing but darkness below his hood. His tight leather costume makes

KAa €221 tA1S | aylF1Se® a,2dz aK2dzZ R ad2L) Gdz2NyV A
YSYlI OAy3afted &, 2dzQNBE LI F@Ay3a gAGK FANB® | 2dz I N

Then, in a flash of silver likefish slipping the bait, the Figure wheels and darts away
southwest.

o0 Object Windows
A Description Same as window in East Clerestory
o0 Object Statues

A Description If Figure present, use Evenf%urn as a direct response.
Otherwise:Between the statues ia pool of deep shadow.

A Command [take Statues]: Disallat KS& QNB KdzaS o

o Command [go southeast from North Clerestory Bjisallow. If Figure is
present The Figure might see mi!not: Lookg no-one else is going to stop this.
{2 L o6SadSNgaingfode thrganed! QY y 2 {

o Command [go southwest from North Clerestory Bfithe Figure is still in North
Clerestory Buse Event %' turn as a direct response and Disallow movement. If
not: allow. Text:l chase after the Figure.
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o0 Object The Figure

A Descripon:L GF 1S F LISS1=Z o6dzi OFyQil YIS 2dzi
cloak.

A Command [any interaction with Figurejf Figure in North CI B: use Event
2"%turn as a response. If not, should be impossible to be in same
location as the Figure!

4. West ClerestorB

o Degription: This is where the Figurewegtr Y R A0 Qa y20 KI NR {2
went next either. Part of the west wall has disappeared to reveal a ladder built
Ayia2 | aLl O0S Ay (KS o NRAgoofwith iadbets. b 2 LINE 6 f

o Command [down from West Clerestory]: DisalloWNo chance. He she¢ when
that way, into the walls and up the ladder.

o0 Object Windows
A Description Same as window in East Clerestory.
o Object Stairs
A Description A spiral stone staircase leading down.
A Command [climb West StairsBame as Down.
o Object Ladder

A Descripton¢t KSNBEQa | FfdzS KARRSY Ay GKS gl ffz
t SIRAYI gl dzldsl NR&E® hyS 2F G(GKS CA I dzNB !

A Command [climb LadderMove Player into Among the Gargtes.
| scurry up the rungs of the ladder. A few squeak and bend but none of them break.

YR KSY LQY 2dzi 2y | yINNRBg¢g f SR3ISSE KAIK
down!
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A Command [close Ladder. Ol y Qi &
mustkF 8 688y Ay ljdzid S
then!)

SS Iyed YSOKIYyAAY
I KdzZNNE y2d (2

5. Among the Gargoyles
o De<ription:

Lookingdowrg2 KX AOKSKNB QA (GKS Ft22NJ 2F GKS OK2AN
high upg higher than my little bedroong and this ledg is a lot narrower than
my bed.

¢CKS OAGeallrLlIsS g2NJAy3Ta 2F GKS /FTGKSRNIt C
dome, just a little out of reach.

o Event [on entering Among the Gargoyles for the first tim&teady, Wren.
L 2dzQNB 322 R g A U KYeK Bitinat With pendulumisblyduekito & 2 dzK
avoid the massive pendulum of the clock which almost knocks me clear of this
f SRISH L OftAy3 2ya2 | 3IFNH28tS FyR L R2

o Event[2"turnin Among the Gargoylds/ f Ay3aAy3a (G2 GKS O0ft2010Q
SPIISNE L &aSS G4KS CATdz2NBExX KAa KSIFR Gdz2NYySR
quitestilci KS 'y S&aOFLISYSyld |020S KAY (daNya |
heart of the mechanism.

o Event [Every turn while in Among the Gargoyles]: This is the pendulum
daemon. First, check the state of the pendulum, and display one of the texts
below. Then increase the Pendulum counter by one, returning to 1 after 4.
Gad2LIIAyYy3ITE GFENRAFGA2ya NBE AYRAOFGSR®
A Counter=1¢ KS LISy Rdzf dzY NBI OKS a /Th&p@rululnmNI L2 A y {

is deep inside the clock mechanism. The penduluum swings away.

A Counter = 2 The pendulum races towards you, so clasehe penduluum is
swinging through the heart of the clock, right for me! / The penduluum swings
ever closer.

A Counter = 3 The pexdulum nearly knocks you back, then moves away.
dodge the penduluum and it swings away / For a moment the penduluum is
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stationary beside me, then it seems to float backwards off the ledge, pulling at
me like a tide. / The penduluum almost hits me.

A Courter = 4 :The pendulum swings towards the machinery of the cathedral
clockk ¢ KS LISy Rdz dzdzy agAy3da ol O Ayidz2 GKS
The penduluum swings away.

o Command [gcdDownfrom Among the Gargoyles]: Disallon. Q@S 324G G2 T2
KA Y X SK2 ¢ X

0o Command [Go anywhere from Among The Gargoyl@kallow.¢ KSNBE Qa y2 4|
off this ledge at all!

o Command [Jump while Among the GargoyleSpme as Take Penduluum
below.

0 Object Pendulum
A Description The penduluum weight is the size of a Grandfaitieck and the
NER 2y 6KAOK Al agAiy3da Aa GKS &arAil S 27F |
Drake stepping on a beetle.

A Command fake orclimb or jump on Pendulum]Check the Pendulum
counter.

9 L¥ A disallow.¢ X8 0I5y Rdzf dzdzyspdofits § (G KS 2
agAy3oe , 2dz OFry Qi Ffteéesx &2dzy3a 2 NByod

T LF A0, Mbve Playdrinto bower Gears.

L OFyQiG o0StASPS GKAaAX lFa (GKS LISy Rdz dzdzy | L
wrap my arms around it. The whole clock above seems to shiver from the extra
gSAAKG YR GKSY LQY tglteées Ft2FdAy3 20SN.

l'd GKS t26Sai LRAYGIH 6KSY LQY SKALLAY3A (KNP dz3

surrounded by gears and windings. The penduluum is gone in a moment.

A Counter = 4 (initial value, niified each turn by the pendulum
daemon)

0 Object Gargoyles
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A Description The ledge is fitted with gargoyles showing the Vices of Laxity.
9PSNEGKAYIQa KSNBI FTNRY aftSSLIAy3a 2y (KS
your mouth open.

A Command [climb or jumpn Gargoyleslt QY y2id 3I2Ay3 G2 SaG 3
L R2y QG FryoOe (1SSLAyYy3I Yé o6lflyOS dzZ KSNJ

o0 Object Choir Floor
A Description The floor looks hard and very far away. Great.
A Interact No thanks.

o Object Gears

A Description The working of the clock areshipwreck of cogs, wheels and
traces, their teeth and struts and scaffolds moving with the same slow purpose
Fa {IQFidQa DNBIG hNNBeo ! LJ o2@0S GKSY L
rose window clock face.

A Command [climb or jump on Gears]: Disallo K S& QNB (gSyideée FSSi
more, suspended over thin air and the choir below!

6. Lower Gears

o NOTE: On entering the location (each time) three directions are chosen at
random from the 8 plane directions. These are used in the descriptions, and for
the Gocommand, to create the impression of a maze.

o Degription:

LQY alyRgAOKSR 0SisSSy (g2 3ASINB 2F GKS /
platform that winds in and out between the workings. This noise is louder than

wSf 2 KQa childzhif aim® bf Godksll banging saucepans. | can barely keep

straight which way is up and which way is down.

Platforms lead away tfihe list of the three chosen directions].

o Command [go UP from Lower Gearghe Figure went up so | will too. And
never mind if the Cathedralock loses a few seconds from me moving the gears
la L OfAYod® LT GKS /I GKSRNIf f2aSa Ada
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o Command [go any other direction from Lower Gearsf:not one of the three
directions, disallow:¢ KSNBX Qa y2 gl & {2 tegrindekof 0
gearteeth themselvesOtherwise, move the player to the same location,
reprinting the description. Reselect three directions. Print moving tektvorm
my way between the gears.

NOTE: This is a very simple trick maze, that will keep tugnyou around without actually
moving you until you go Up.

0 Object Choir Floor
A Description same as before

o0 Object Gears

A DescripionL 4 Q& I YIFITS 2F 3ISINERZI OKFAya
A few have rungs and laddéplds beside them, othefisave struts across their
diameters.

A Command [climb or jump on Gearskame as going UP.
7. Upper Gears
o Degription:

Further up now, and hanging onto a scaffold beam for dear life. Belguite a lot
of space, and the rest of the mechanism. Around, grgsling the rust off other
cogs. And in front: a void of empty space. A gand then the beautiful crystal
light o the rose window: the clock face itself, filling my eyes with light.

Way overhead, higher even still, is the shaft that turns the clockibareaching out

gl ex

LJ

FNRY GKS 3IATLYGAO YSOKFIYAAY YR GKNRdJzAK

climb there. The gears here are smaller and moving too fast.

Right beside me is a barrel with a crank, from which a thick iron chain runs up to a

pulley near the tof the window.
o Event [on the turn you enter Upper Gears]:

Clinging to the shaft overhead is the Figure. He must have climbed the gear
teeth themselves.
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G2 K& R2 @&2dz F2ft26 YSI OKAfRKE GKS CA3Tdz
G261 NR& Y Sstop e fdrdzstedling/tiiePerpetuum. There are greater
gKSSta Gdz2NYyAy3I KSNB (KIFIG @2dz R2y QU dzyRS

Then swiftly and smoothly, like a cat, he grabs onto a passing length of chain and
a2FNAY 3 dzLJ AyaG2 &Ll OSo . dzi lLe@lYhe G KAY 1 AY 3
Perpetuum!

o Object Choir Floor
A DescriponL OF yQiG &aS8SS GKS FTft22NJlyé& Y2NB TFTNEP
o Object Gears

A Description There are pulleys and chains everywhere, all turning the massive
shaft of the clock overhead.

A Command [climb or jump on GeardDisallow.L 1 Q& Fff G@GSNIA O f
bars of the scaffold and struts of the cogs are more spaced out than the
NHzy3a 2F Y& fFRRSNX» L OFlyQd 3ISi KAIK

0 Object Rose Window
A Description

¢CKS 6AYyR26 Ad | 06208 |y
TNI OGdzNBR O2t 2dzNBE® L QA

OHF 2YORMaAL BN & V13
St dziAFdzd KSNB® |

o O

A pulley hangs at its top, attached to the long chain that feeds into the barrel by my
feet.

o0 Object:Barrel

A Description:The barrel feeds out a long iron chain to a pulley above the
rose window. The barrel has a crank on front and also a release lever.

0 Object Chain

NOTE: This chain will lift you up to the Rafters above the window. It is controlled
using the crank and théever listed below. If the weight is up, pulling the lever
will drop it, pulling the chain over to the pulley above the window. If you are
K2f RAy3d GKS OKFIAYS>XS AYRAOFGSR o0& (KS a/ K
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you over to the Rafters. If youdve pulled the lever without holding on, the

weight will drop and you need to turn the crank to set it in the up position
FAFAYy ® CtKA&a aK2dzZ R 0S AYLXAOAG Ay GKS
explicit here.

A Description Check the state of thehain to determine the description.

9 State = Up The thick links of the chain run up to a pulley by the
window. Over the pulley is a weight, hoisted as high as it can go.

1 State = Down The thick links of the chain run up to a pulley by the
window. Over tle pulley is a weight, which dangles far below.

A Command [climb ChainPisallow. | could grip my arms around the chain
but the anglestoo steepl YR G KS RA&GFYOSST AGQ&a LINJ
Ot AYOD 2dzid L NBIFffte OFyQio

A Command [hold or grab Chain]SetChain Hold = Truégrab hold of the
chain.

A Command firop Chain]: Set Chain Hold Ealse. let go of the chain.
A Command [pull Chain]:

1 If State = UpThe chain is taught from here to the pulley, since
the weight is hoisted right to the top.

9 If State = Dan: The chain is far too heavy to move.
A State = Up (initial value, changed by Lever and Crank)
A Holding = False (set to true by the hold command)
o0 Object:Weight

A Description:A solid chunk of irofif State = UPhear the pulley
[otherwise] hanging far, fabelow the gigantic rose window.

0 Object Crank

A Description The crank handle on the barrel probably winds the chain.
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A Command [turn or wind crank]:

f IlfChainState=Up¢ KS OKIAY A& la dFdzaAKG I a
weight is hoisted right to the top.

1 If Chain State = Downset Chain State = Up

The crank turns easily, and very slowly the weight rises up towards the pulley.
2 K2Qa YSIyld (2 dzaS GKA& YIFIOKAYS L R2yQi
construction.

After several minutes of work, the weightisles\ 3K | & AGQff 3I2d
o Object Lever
A Description The release lever on the barrel is currently closed.

A Command [pull or release lever]: This command checks two variables, in
order.

1 If ChainState = Downl pull the lever but nothing happens. It
locks back intglace.

1 If Chain State = Up, check Chain Holding.

o If Chain Holding = False. Set Chain State = Ddvne
lever unlocks and the chain begins to spool away instantly,
as the weight over the pulley plummets downwards. The
links beside me wind away towardsethwvindow.

o If Chain Holding = Tru&love Player into Rafters.
Clinging on tight | must have gone crazyl kick the release with my shoe.
CKSNBEQa | &adzZRRSY 2SNJ] FyR (KSy LQY &akKkz2i
beneath my feet, arms screaming for rogr Hurtling towards the pulley. How
YdzOK OKIFIAYy Aa (GKSNB Ay GKAa GKAY3IK LQ@S
the pulley approachesL QY 3JI2Ay 3 (% 6S 1y201SR 2F°F

-FYR LQ@S y2 OK2falxS odzi G2 €SG 32 FyR L

- onto a rafter below. SwedBrease! | can barely move for shaking!
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8. Rafters
o De<ription:

LQY OfAy3IAy3d (2 I NIXIFGSN® . SaARS YS Aa (K
rose window that lights up everything in vivid red, blue and green. My foot could
almost reach the Xll oiktS Of 201 FIF OSX .St2¢6 A& y20KAYy3
presumably used for placing the glass. Below that is a long drop, and the chanting of

the monks far below.

By one of the rafters way below is a little door in the clock faagane of glass,
swung @en. The Figure

o Command [go DOWN from Rafters]: Move Player into Clock F&&iagerly, |
clamber down the chain and onto the rafters below.

o Command [gdJPfrom Rafters]: DisallowUp is nothing but the gigantic pulley
FYR L OFyQi &aONiflWanfedto.2y G2 GKIFG S@S

o Command [go any other direction from Rafters]: Disalloww Ol y Qi 32 | y@&¢
FNRY KSNB® LQY 2dzi 2y | fAYd0X gAGK 2dzad

o Object Gears

A Description The gears are across the room from where | am. The -Gk
itself is nothing but a glass wall and the gigantic hands whose shadows | can just
see.

A Command [any interaction with Gears]: Disallo. K S&@ QNI ol O] I ONR
space from me.

0 Object RoseNindow

A Description The window is close enough to toughbut so large it fills
everything | can see. Somewhere below a panel is missing, creating a small door.

A Command [any interaction with Rose Window]: Disallow.ii Qa4 &aKSSNJ 3f | &
O2dzA Ry Qi R2 Iy&dKAy3ID

0 Object Chain/Pulley/Weight
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A Description The chain runs down from the pulley overhead to the weight
below. It passes more rafters on the way.

o Command [climb or descend Chair§ame as DOWN.

9. Behind theClock Face
o Degription:
Like an unlucky symbotén see the giant clock face in front of me, in reverse. The
KFEYyR& FNB (dz2NyAy3a 6ARRSNAKAYASX OSNE atz2gf
glass panel set in the clock face, where a small square of normal light breaks the
green and silver of thetagined glass, near the IV.

The chain extends beside me, up and down.

o Command [exit from Clock Facéylove Player into the Hour Hand anlokegin
Chapter5.L. ONJ gf 2@SNJ G2 (GKS R22NJ FyR &af ALl i

o Command [UP or DOWNThe door is within reach. This is whehe Figure
went.

o0 Object Chain/Pulley/Weight
A Description The thick chain extends both up and down from here.
A Command [climb Chainsame as UP or DOWN.

o Command [climb or descend Chain]: Disallow

0 Object Rose Window / Door

A Description.Jewelledight blinds you. Only the square of blue ke door¢
looks safe.

o Command [exit or move through Rose Window]: Same as exit.
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Chapter Vz The Roofs of the City

Rooftop 1
Map _ (JUMP from
Minute Buttress)
Hand / | N
4 _ 4
Rooftop 2 Sloping Rooftop 3
~ (JUMP from Roofs
Parapet Buttress Platform)
- N\
(dropped from
Minute Hand) ) /
Observation Rooftop 4 Rooftop 5
Platform
Weather Station
6aoNARRIS
Roofton 4)

Rundown

The Chapter begins as you enter the Cleake. You emerge on the minute hand, with the whole city
stretching out around you. You see the Figure racing along the parapets of the cathedral. A moment
later, the minute hand moves, and you loose your balance, sliding down to the Parapet

From the Parpet you see the Figure jump from a Buttress to the east to a nearby rooftop. You can
jump from the Buttress to the Roof as well.

The roofs present a navigation problem, because the roofs all have the same room name and some
directions are not orthogonra Also, you can jump from higher roofs to lower ones, but not back.

When you reach Rooftop 4, you catch the Figure. He removes a tarp from an Ornithopter he had hidden
there earlier, and flies off. You must find some way to take to the sky after him.

There is a weather station south of Rooftop 4, but the gap is too large. However, you can extend a
02FNR 2@0SNJ 0KS 3AFL) YR ¢SAIKG Al R26y 6AGK O0NRO] &
At the weather station there is a small weather ballagith a basket you can just fit in. The balloon is
SYLlie K2gS@OSNI YR (KS Ke@RNR3IASYy aLmiAa3dz2id ySFENbe R2Sa

It is possible however to connect two long pieces of pipe, attach one end to a chimney on Rooftop 5 and
swing the other end over the street to th&eather Station and use that to fill the balloon.
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Before you are allowed to launch the balloon however, you need to determine where the Figure went.
PaAy3d GKS YSOKIFYyAOFT GStSa02LIS 2y (GKS hoadSNBIGAZ2Y

|
needto wait until the windsock at the Weather Station points northwest, and then you can launch the

balloon, carrying you into Chapter 6.

NOTES: I think it may be necessary to go back and adjust the descriptions in Chapter 4 slightly to
make the firstroomg 2 N] K S NS ® WAIKG y2g3s A0 NBIRaA a AF &2d
minute hand event would require you to come out nearer to the 4:00.

Design Detail

1. The Minute Hand

o Description:

LGiQa + 322R GKAY3 LQY 3I2RRIKIFAK IKSAI KSIASTNIoBDS
LINBaaSR F3aFAyad GKS 022f 3FflcdAY2RIGtWRANHAZYS
metal gird. Thdonggirder. The one that tells you minutes. Luckily its between the Ill and

the IV so | can stand here, becails&®& S YSiGl f Qa avY22GK FyR GKSNXQa

Stretched out below me is the whole of the city of St Philip. Most of it looks like it washed
up here sometime when the rivers flooded. Only the Abbey looks like it was actually built

instead of droppd.

o Event [on the turn you enter The Minute Hand: K SNB Q& LI NI} LISG 2F G °f
good way below, but no ladders, chains or cogs this time. But someltog/Figure. He
stops to look up at me, almost as though wondering if he should stay to helpeBut
R2SayQio

o Event [on the second turn after you enter The Minute Han@he metal underfoot
AKAOGSNE | fAGGE SX

o Event [on the third turn after you enter The Minute Hand]: Move Player into Parapet.
Text:

CNEY 0SKAYR G(KS 6AYR2¢ (aigidnNEng uplintherd iNY 2 dzd 3
then the hand underneath me disappears. Just a minute furtherdp@rdzi A 1 Qa (22 ad
five-seventeen | can hangonto but fsleA IKGSSy L OFyQied L adl NI (2

Rightoffthe handt 6 dzii G € St & B @®RA KASKR dALIX A&y Qi | d:

Woomph!
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o Command [Jump, Down, Let go of Minute Hand]2 OKI yOS® LiQa (22 Tl
neck in pieces before my feet hit the stone.

0 Object Rose Window
A Description The gigantic clock face. It has not handholds, no rungs. Nothing.
0 Object City

A Description | can see the whole city, from the River Tempus on side to the
quicker River Fugit on the other. It all seems small enough to pick up and fix
odzi 2yfeée AF L NBFEOKSR | fAGGES FdzNI KSNJ

o Object Minute Hand

A Description The minué hand is a thick bar of iron about the size of one of the
/ P GKSRNI f LISgad .dzi Ada faz2 avyzz2akKz |yl

0 Object:Abbey

A Description:In the Abbey roof | can see the single dark square of a
missing tile.

o Object Door

A Description The door back inside istoo highupnow & ¢ Ay Qi | YAy dzi
course.

A Command [open or enter Door]: DisallowThe door is out of reach. And there
Ad y2 gl @& Ay GKS g2NJAy3Ia OGKFG LQY &2dzyLJ

2. Parapet

o Description:

z

Anarrowlead02 SNBR gl t 1ol & |f2y3
I d

gol YEGKSNBZ 2F O2dzNASS 6 dzi
rest of the way to the ground.

Off west a buttress flies out near theabof a nearby Civil Service building.
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o Event [on the turn you enter Parpet]The Figure throws a glance over his shoulder
0ST2NE GF1Ay3 | Fteay3d S| LkRTFa GIKSE HdA (INBH
aljdZA NNBt X | 3Af S alreddpexbadsieff YR RSQNI BHE O LIONY T
o Command [go any direction except West]: DisallowQ @S F2ff 26SR KAY (KA
give up now!
o Command [Go UPBame as Climb Rose Window.
0 Object:Rose Window
A Description:l could just about touch thel\how.
A Climb:¢ KSNBEQa y2 gl &thanki@y. dzLJ G6§KS 3t aa
A Interact:¢ KA & Of 201 OFyQl KStLI YS y260
0 Object Gargoyles/Spires/Gables
A Description The edge of the roof is lines with gargoyles all ready to spit
rainwater down on people in the street below.
A Command [climb or jump on Gargoyled:QY OSNIFAyf& y20 3J2AY
GKSYH ¢KS@QNB (KS 2yfeée (GKAy3Ia (1SSLAYy3 Y
A Command [drop GargoylesNo thanks!
0 Object:Buttress
A Description:The flying buttress to the west is holding this wall up.
A Enter/Jump off/Climb:Same as GO WEST.
3. Buttress
o DescriptionL QY y20i 2y GKS NB2F Fye@Y2NBY LQY LISNDI
OdzNBIS& 2dzi FNRY G(G(KS gl ff | yR Rzhatywaya® GKS 3N
GAYS &a22yX ¢KA& A& 6KSNB L alg GKS CAIdNB ¢
disappeared from sight.
0 Command[GonoEast:¢ KSNEQa y2 ¢gté 2FF (GKAA o0dziiNBaa
0 Command[Goeastl: | O1 2FFK b3 dilKdd IFOMIp A0V 20 A
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o Command[Falll FGSNIJ L &dz2NBAGSR GKIFG Of 201 Ay G KSNE
be embarrassing

o Command [Jump]: Move player into Rooftop 1.
Heart in mouth? Check. Fingers ready to claw the roof? Ready.Cliene goes!

I spring like a cag like aflying squirrelq like a mouse hit out of the kitchen by the Cook
wielding a meatenderizerg | hurl myself across the gap and thump down on to the roof
beyond. Good thing this is a Council building: they make their roofs good and firm.

0 Object Gargoyles/Spires/Gables

A Description The Cathedral roof is back east.

A Command [climb or jump or enter on Garges]: Same as going East.
0 Object Roof

A Description About five feet below and five feetaway ¢ is the slated lead roof
that almost touches the buttress.

A Command [Jump onto RoofBame as JUMP
4. Rooftop 1
o Description:

[first time only] If the city | saw from the cloeface is a sprawl then its roofs are worse:

sloping and slanting this way and that, a mess of slate and lead, like someone kicked over a
house of cards. Some parts are flat and easy to walk over, others are impassablpsteep,
blocked with tall chimneys, extra walls or sharp lightning rods plugged into vegetables
patches way belowother times] The roofs are a mess of chimneys, lightning rods, ways
forward and sudden sharp drops.

From here, | could scramble down to the soubr hop across small gaps to the southeast or
southwest. The Cathedral itself is back west.

o Command [Jump, go West]: DisalloWwhe buttress is too steep to climb back.

0 Object Roofs/Rods/Chimneys
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A Description Who would have thought people kept so aiurubbish up here,
KARRSY 2dzi 2 Pprecsibrieiginéerintalktiede chiningy® @nd
lightning rods, this is great big mess of stuff L G Qa y2G wAIKGEG 2Nt

A Command [take Rods]: Disallont. O 2 dzf Ry Qi LJdzf lightningl A & & G dzF °
rods and chimneys are all sotigéven if they are a mess.

5. Rooftop 2

o Description¢ KAad NR2F Aa Ffyvyz2ad Filrax 6KAOK A& 3I2;
north and east of it. | could slip south , through the remains of a collapsed brick
chimney, that seems to have been pushed down to make room for a wide turret, on top
of which is a platform with a brass railing. Overlapping roofs create a second path to the
northeast.

o Command[Jumpl¢ KS LI FGF2N¥Qa y20 GKI dpafdigakits o6 dzi A
0 Object Roofs/Rods

A Identical to previous.
0 Object Platform

A Descriptoy L OF y QG YI 1S 2 dfif Plafétrn do® vsitedifff G KS LI
anythingJend if]: but | can see its encircled by a railing.

A Command [Jump onto PlatformBSame aslUMP.
o Object Fallen Chimney/Huge Chunks

A Description The collapsed chimney is now nothing but a few huge chunks of
bricks, like the last crumbs of a cake. The mortar holding them together is
crumbled and dry.

A Command [break or open Huge Chunk¥he chuiks of brick are stuck with
Y2NIF NP hfR Y2NIIFINL O2dzZ R SlIairfte oNBI .

A Command [take Huge Chunks]: Checks to see if Mortar has been Scraped and
if Chunk already exists.

9 If Chunk already exists, then disallowhat churk | took before | quite
heavy enough, | think!
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1 If Mortar has not been scraped, disallowThe smallest chunk of brick is
Ffy2ad a oA3 a YS® LQR ySSR G2 o0NXB
start carrying it around with me.

9 If Mortar has been scnaed, Move Chunk into Inventory. If Player is
OF NNEAY3 I | SI@éhoaSOi 9GKS 02FNR 2N
DropEventL Ol'y 2dzad Fo2dzi LIAO|l Al dzZLdd L
OF NNEAY3I 023K 5NI1S YR /I ft@AyQa fI dz

0 Object Chunk oBrick

A

A

Description AJif being carriedktupid irritating miserable ngood winddown
cockeydend if] heap of bricks, almost too heavy for me to carry at all.

NOTE: Initially not in Rooftop 2. Moved into Player inventory when you try to
take huge chunk obricks after scraping away the Mortar

HeavyObject = true (one of three objects that is too heavy for you to carry
more than one of)

DropEvent [performed when you pick up another heavy object]: Drop Chunk.
OFyQil 1SSLI OF NNEAY Bmdois OoNA Ol & | & ¢Sttt o

Command [put Chunk on Board or put Chunk in Notch]: Check to see if the
board has been placed in the Notch in Rooftop 5.

9 If the Board has been placed in the Notch: Remove both Board and
Chunk from game and move Bridge into Rooftopl ©inload the bricks
onto the end of the board, weighing it down nicely.

1 If (specifically) Putting Chunk in Notch and Board not plackd:
R2y Qi KIF@S (KS d22fta (2 NBLI AN (K
would | want to?

1 If Board has not be placed in the NotcBisallow.¢ KI i ¢ 2 dzf Ry Q4 Y
carrying the bricks any easier, would it?

Command [take Chunk]: Check if Player Inventory contains any HeavyObjects.

9 If Player Inventory contains any HeavyObjects, perform the DropEvent
for that object. Move Chunk into Invetory.
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1 Otherwise, just move Chunk into Inventory.
o Object Mortar

A Description If all the mortar in these buildings is as dry and crumbled as the
Y2NIFNI AYy GKS O0NRB1SYy OKAYyYySe:X GKSy LQR
could scrape this stuff away.

A NOTE: To scrape away the Mortar and allow a chunk of brick to be taken for
the board puzzle requires the Knife from the Library. The required command
has been added to the Knife object.

A Command [break, scrape or remove Mortar]: Disallowly fingers areoo big
¢hyR F oAl (22 a27FGx SO&tbréaktheSmedtat. £ £ G KS
LQff ySSR G2 dzasS I (22f 2F &a2YS az2Nlo
A Command [break, scrape or remove Mortar with Knife]: Change Scraped to

True. Using the knife point | work out some of the martbreak up some more,
and free up a small chunk of bricks that | can probably just about carry.

A Scraped = False (initial value, changed by command in Knife)

6. Sloping Roofs

o DescriptionL 1 Q& KIFINR (2 1SSLJ Y& O0SFNAy3Ia KSNBY 0!
together and their overhanging roofsgood for keeping the rain off create a loose
patchwork of tiles, chimneys, gaps and different levels. | can scramble up a few levels to
the north, or | could probably slip away west and south, but | might get turned around in
either of those directions.

0 bh¢9Y 5ANBOGAZ2YA O2YAYy3a Ayl2z2 GKAA NR2Y | NBy
out. See map.

0 Object Roofs/Rods
A Identical to previous.
7. Rootop 3

o Description:Half of this roof has collapsed, and whoever was repairing it clearly ran out
of money only partway into the job. A pile of construction materials has been left
behindo G KA A& fAad OKFy38a RSLISYRAYI okly 104 658y
printed if there is something left to take] pipes and boards, that kind of thifend if].
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Some look like they could easily fall of the roof onto the street to the east. Safer ground
is a short hop down to the northwest, and a bit of a scrambléntogouthwest.

0 Object Chimneys/Rods
A Same as previous
o Object Pile

A Description Bitsand bobsh (i KA & f A&l OKI y 3S&a RSLISYRAYT
LT GKSNBQad y2iKAy3dx GKS RSaOMWehgihA 2y Sy R:
of piping, a long wooden boar@hat sort of thing.

A Command [take Pile]: Disallon. OF y Qi (G118 GKS gK2fS LI LI
board would be as much as | could manage! And a wénotg of Drakes
g2dzf Ry Qi £SG YS G11S Y2NBH

o Object Board
A Description A solid wooden board, about severefdong.

HeavyObject = true (one of three objects that is too heavy for you to carry
more than one of)

A DropEvent [performed when you pick up another heavy object]: Drop Board.
The board is too heavy to carry alongside anything else. It slaps down onto the
roof by my feet.

A Command [put Board in Notch]: Move Board into Notchhe board slides iq
y2i LISNFSOGftes AGQa y2 Oft20162N)] odzi Al
to the south, almost all the way!

A Command [take Board]: Check if Player Invent@ontains any HeavyObjects.

9 If Player Inventory contains any HeavyObjects, perform the DropEvent
for that object. Move Board into Inventory.

9 Otherwise, just move Board into Inventory. Textgrab one end of the
board, ready to drag it along behind me.

o Object Pipe
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A Descriptioy ! OdzNA2dzda oAl 2F YSGIf LALAYy3AY Al
sharp bends at either end. Shaped like a gigantic staple, you might say.

A HeavyObject = true (one of three objects that is too heavy for you to carry
more than oneof)

A DropEvent [performed when you pick up another heavy object]: Drop Pipe.
CKAA LIALISQa G22 YdzOK (2 KIFIyRfS la ¢gStfto

A Command [put Pipe on ChimneyPipe]: Remove Pipe and ChimneyPipe from
game, and move ElongatedChimney into Rooftop/8ith a bt of hefting and
hauling¢ and a couple of burns on my arms$ get the pipe slotted over the
chimney. The new, longer chimney points north, and starts getting hot and
belching out steam pretty quickly.

A Command [take Pipe]: Check if Player Inventory contaany HeavyObijects.

9 If Player Inventory contains any HeavyObjects, perform the DropEvent
for that object. Move Pipe into Inventory.

9 Otherwise, just move Pipe into Inventory.
8. Rooftop 4

o Description:

LQY 2y (GKS &2dzi K &A R Switi?other roofsdl BidldAciangbe 6 dzA f R Ay
2yi02 Sradx 6Saidx IyR y2NIUKSIAdG 2F YSo® ¢2 GKS
an alleyway, before the next building along. The roof of that one seems to be covered in
YI OKAYSNES (GK2dzB#e AGQa KFENR (G2 ake F2NJ

[first time] A large tarp is thrown over something in the middle of this
spacgotherwise]A large tarp lies discarded h¢ead if]

The low south wall is missing a few bricks creating aggas f £ = Ln@dht OF €t A
o Event [on the turn you enter Roodp 4]:

Something moves high above, and in a grey flash the Figure is before you. He nods once.
GwSt SyifSaazé KS NBYINJ&a® aL FRYANB &2dz2NJ O
Y OKAYyS®dé LQY o6FNBte | T2 zhingbutdhiatsleek Yy R L
grey suit.
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. dzi GKAA Ad 6KSNB L fSI @S @&2dzpé 2A0GK GKFG KS

tldzaAAy3a 2yfe (2 gAYyR (GKS (S& o0SySIHGaK 2yS 2F G4KS O
has taken to the sky.

(23 6KIG y2wapl GKSNSQBEA W2 KAY 380G FgleT LQY 32A
Fff LQ@S R2ySs LQff ySSR a2YSOKAy3 (G2 akKz2g F2NI Al
can do. If the Universe is clockwork like thegsaA &t A &> GKSy A4 OFyQi KF@S €S

o Command [Jump or South from Rooftop 4]: Check to see if Bridge is in Rooftop 4 and if
Board is in Notch.

A If Bridge is in Rooftop 4: Move Player into Weather Statidimnch out over my
makeshift bridgeThe weight of the bricks shuddegsf it slips off that board

GKSY LQY RStRdzi AWI IRASORYIRG ! YR FNRBY (KS
to the roof beyond.

A If Bridge is not in Rooftop 4, but Board is in Notch: Disallow.

9 Firsttime:l inch a litle way out on the board, but quickly it starts to slip
from its notch. | scurry quickly back to safety. Without something to
weight the other end down, this bridge is useless.

f SecondtimelL Qf f ySSR (2 6SAIK GKS 20KSNI S\
first.

A If Bridge is not in Rooftop 4 and Board is not in Notch: Disalldwil Q& 4+ §(G6St @¢
F220 3L L OFyQld 2dzyL) G4KIFGo

0 Object Roofs/Rods/Chimneys
A Description Same as previous.
0 Object Southern Roof

A Description The roof on the other side of the alley seems to be littered with
glass and pipingif Weather Station not visitedvho knowsc Y @ 6 S (G KSNB Qa
anothing ornithopter there, or a catapult or somethifend if]

A Command [Enter, Jump onto Rooame as Jumpdm Rooftop 4.

0 Object Notch¢ CONTAINER OBJECT
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A Descriptioy ¢KS Wy23G0KQ A& F 3FLI AY G(KS oNROJ
overlooking the alley. Maybe the missing bricks fell out down below: that would
have been pretty bad!

A NOTE: This is a general Containéject, so you can put objects in the notch
and take them out. The only ones that matter though are the Board and
Chunk of Bricks, which if put in will create the bridge object below.

o Object Bridge

A Description The wooden board passes over the notckhia brick wall. The
near end is held down by the weight of the bricks.

A NOTE: This object does not begin in Rooftop 4, but is moved in when the
Board and Bricks are placed in the notch, replacing those objects. When this
object has been moved into Rooftop, you can jump south to the Weather
Station.

A Command [take Bridge]: DisalloviNo thanks. | never want to lift that weight
again.

o Object Tarp
A Description

¢CKS FTIFONRGCANDBEQODSNIYMfyX RN AIKGSNI I yR aiNp
stuff they make your begheets and tunics out of. The Figure must be pretty

wealthy to leave something likiis behind! Perhaps he meant it as a present:

something tobuy me off the chase.

No chance.

A Command [take Tarp]: Move Tarp into Player Inventoumbersome, but
that saidc it rolls up pretty small!

A Command [wrap Tarp around ElongatedChimney]: Same as ElongatedChimney
command Wrap ElongatedChimney with Tarp.

A Command [wrap Tarp around anything but ElongatedChimney]: Disall@e
GFNLJQa 3JI22R F2NJ O2@SNAyYy3 (KAy3Iaszs odzi (K
need covering.
9. Rooftop 5
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o Description:

A This roof is surrounded on all sides by taller buildings, scalable to the
$6Saix YR AYLRRaaAroftS SOSNEB 20$KSNJ gl &
where an alley suddenly opens gifurther that way is the glitter of
YI OKAYSNE 606dzi thiokRa (22 FIF N G2 2dzvYLx

[if Elongated Chimney is presen@n one side of the roof is your odd
O2Y NI LGA2YT | o6S8Syd YSdGlFt LALWS ddGr OKSR
and steam in a generalhortherly direction.

[otherwise]By the alley is a squat iron chimney tfi Q& o6 St OKAy 3 2dzi ¥
smoke. The kitchen down there must be getting ready for a feast!

o Command [Jump or go Southwest]: Disallo@efinitely too far to jump.
0 Object Roofs/Rods

A Same as previous
0 Object Southwestern Roof

A Description The roof visil# to the southwest is littered with machinery of some
1AYRZ odzi AiGQa y2i SEIFIOGte | 0O0SaarotsS ¥
A Command [Jump onto RoofBame as Jump from Rooftop 5.

0 Object ChimneyPipe

A Description A narrow iron chimney. Smoke and steam puff out of it. This might
not even be a kitchen, it might be one of those steam boilers the Abbot
sometimes mutters about.

A NOTE: This object exists to be turned into the ElongatedChimney, listed
below.

0 Object ElongatedChimney

A Description Underlined portion determined by ElongatiChimney Pointing.
My odd construction: the chimney, connected to a long metal pipe, that extends
out about ten feetfif not SW]across the rooftop to th@orth[else]over the
alley to the southwegend if].
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A Pointing = North (initial value, modified bthe Turn command)
A Wrapped = False (initial value, modified by Wrap command)

A NOTE: This object does not originally exist in Rooftop 5. It is moved into
Rooftop 5 when the Pipe is attached to the ChimneyPipe, which also removes
those two objects.

A Command fake ElongatedChimney]: Disallowt. K S L[IRWI3pied is false]
G22 K24 G2 02dz0K ¢ Alen&iflceriinlydtdoM&avy kolfageR 4 >
carrying it again.

A Command [put Tarp on ElongatedChimney, wrap ElongatedChimney with
Tarp]: Move Tarp oubf Inventory and onto ElongatedChimney. Set
ElongatedChimney Wrappedtotrud. ¢ NJ LJ G KS CA I dz2NB Q&
times around the pipe as insulation.

A Command [turn ElongatedChimney or turn ElongatedChimuaégction]:
Check if ElongatedChimney\grapped.

1 If ElongatedChimney is not wrapped, disallo®uch! The pipe is
scalding hot!

1 If ElongatedChimney is wrapped:

o Ifadirection is indicated, set Pointing to that direction.
Otherwise, move pipe counteclockwise by one (north to
north-west, to west, to southwest, etc.) Underlines below
indicate variation based on this new direction.

o0 First time:Working hard on the hot tarpaulin, | manage to get
0KS LIALIS G2 GdzEgs dzyGAf Ad0Qa

0 Second timei work the pipe around in its fitting, to point

southeast
10.Observation Platform
o Description:
LQY &aidlyRAYy3 2y | LIXIFTGF2NY 20SNI221Ay3 |

of metal steps lead down to the southeast, back to the weastation. A brass railing runs
around the edge to stop anyone falliqd could use one of those for my bedroom.
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¢KS LI FGF2NX¥Qa OSYGNBR I NRPdzyR | (e&tTReé O2 LIS FA
tripod has a crank at its base, much liketheonds S f A0 NIF NB FyR (GKS 2yS
working. There must be a blacksmith somewhere who does nothing but make these cranks. |

YAIKG 0SS FotS G2 aSS KAY FTNRY KSNB:zI (223 airy

0 Command [Go NORTH, Jump]: Move majnto Rooftop 2.1 swing myself over the
railing, and land neatly on the roof below.

o Object Brass Railing

A Description The brass rail is wetblished and set about shouldéeight. |
could easily climb over it to the roof below.

A Command [Climb, Jumpver rail]: Same as JUMP.

o0 Object Roof

w»
(0p))

A Description The roof to the north is gently sloped and ldach Yy SR® L G Q& 6
littered with clumps of brick by whoever built this tower.

A Command [Jump onto RoofBame as JUMP

o0 Object Telescope, Tripod

A Description Thetelescope is made of finelyoulded brass stampedith the
crossed lightning of the Weather Guild. Often accused ofmechanisny
gSIFIKSNR& 2dza( -theg nd b Suddsadhines gt are dverly
complicated, like the ratcheand-piston umbrella they sell in the Cathedral Yard
market for nine hours a pop. So, the telescope tripod has a crank and compass
on the base, which presumably do the business of pointing.

Still, the view must be fantastic. | could look through the telescope to se€ @
currently pointingeasy).

A Direction= West (initial value, changed by the Compass and Crank)

A Command [turn or focus Telescope]: DisalloWo good trying to move it by
KFyR® , 2dz OFyQd oFO1  3ASEFENIF3AFAyad 3l

A Command [look through Telescopelheck Telescope Direction.

9 Direction = South: Set Balloon Spotted to true.
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Tte
Al Qa

o Firsttime:! § FANRG L GKAYy|1l AGQa a
R2SayQi Y2@0S g6l & L NBIFfAA

south, is he?

[ -

0 Othertimes:¢ KS CA JdzNBQa 2Ny AGK2LI SN
the south.

9 Direction =West: The huge clockface of the Cathedtair a tiny
portion of it ¢ fills the eyepiece.

 Directon=NW,SW KS /I GKSRNJ f Qa &aLIANBa Odzi
beyond.

9 Direction = NLooking north, St Philip stretches away to the mountains
beyond.

9 Direction = SE, Bunlight sparkles from the flickering surface of the
Fugit, running down from the mountains towards the sea, far to the
south.

9 Direction = NEThe Abbey roolooks weathered and beaten this close
up.

' FGSNI R2AYy 3 (KAAZ KSy . FButnadgyiof{ L2 G0( S
G§KS CA3IdzNB AyflJKA RANBOUGAZ2Y D¢

=

0 Object Compass

A Description Underlined portion determined by Compass Pointer valtighe
compass is a steel pointer riveted over the engraving of a compass on a brass
disc at the telescopes based. Currently the pointer is setdst[if same as
telescope] the telescope points the same wayherwise], while the telescope
pointseas{end ff|

A Pointer= West (initial value, changed by Turn command)

Command [turn/set Compass or turn/set Compassdwoection]: If a direction
is indicated, set Pointer to that direction. Otherwise, set Pointer countdockwise by
one (north to northrwest, to weg, to south-west, etc.)l flip the compaspointer round
to east [first time only]lt moved easily: welbiled it wellplaced, as they say.

0 Object Crank
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A Descripton¢ KS fFNBS ONly{l Aa FddlFrOKSR G2 2yS
presumably an Archimedesrew inside or something connecting it to the
compass and the telescope up top.

A Command [turn Crank]: Check Telescope Direction and Compass Pointer.

9 If Telescope Direction is not the same as Compass Direction: Set
Telescope Direction to the same as Coasg Pointer.

o Firsttime:Am | turning the crank or is the crank turning
me? After a few rotations of whichevérA &> L FAYR LQ
different side of the tower with both me and telescope
facingeast

0 Second timeThe crank turns and | find myself looking
south.

o Third time: This time, | turn the crank and pay attention to
gKIFEGQa 3F2Ay3 2y o LiQAI R (i KK S
gK2tS (026SNI AGaStETd ¢KIFGQa GKS
2yt e GKAY3I Gar G KRS2 Ry d afadeNib 2 &
pointingeast same as it.

o Other times:The tower rotates so the telescope is now
pointing east

9 If Telescope Direction is the same as Compass Direciitwe: crank
g2y Qi Gdz2NYy® adzad 6S a2YSUKAYy3 gNRy3

11.Weather Station
o Description:

This roof is covered in metegghermometers, barometers, precipitometers (these are
just glass tubes open to catch the rain) and a zephyrgraph attached to a flight of metal stairs
that lead up to a platformtothenoitg Sad® L Ol yQi &4SS Iyeé 20KSNJ
there is a closed hatch underfoot. The wooden plank | used to get here is further off than |
thought!
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Ly 2yS O2NYSNE I avrff LALS SYSNHSa 6AGK

deflated/inflatedweather balloon][If Vent is presentJust above is one end of my
piping, pumping out hot steam and smoke.

o Command [Jump]The wooden plank is too far away for me to reach now.

o Event [every turn upon entering Weather Station]: CheElongatedChimney
Direction.

A If ElongatedChimney Direction = southwest; move Vent into Weather Station
and include a mention of the pipe extending over from the roof to the
northeast.

A Otherwise: move Vent out of Weather Station.

o Object Vent

A DescriptionOnS Sy R 2F (KS LALS L F2dzyRed LGQaA

steam.

A NOTE: Initially not in Weather Station, moved in or out by the Event above,
determined by the Direction of the ElongatedChimney in Rooftop 5

A Command [take or turn Vent]: Disallov. (i Qtéo difficuNido move
from this end.

0 Object Chimneys/Rods
A Same as before.
0 Object Rooftop/Bridge

A Descripion¢ KS 062 NR aitA0Ol1a 2dzi 2@0SNJ G4KS

A Command [JumpontoBridgel: 1 Q& (22 FI NJ FNRY G(GKS
reach.

0 Object MeterdTherometer/Barometer/Precipitometer

A Description Varies depending on direction of the zephyrgraph (weather vane):
Thermometers, barometers, lots of stuff yaul y Q GTheN@Bily ahel
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understand is the zephyrgraph, which is pointaast [if Balloon spotted is
FALSE]dzi AdGQa y20G 3I2Ay3a (2 GStt YS GHKAOK ¢

A Command [any interaction with Meters]: Disallo. R2y Qi &l yia G2 RN,
attention to myséf by fiddling with them, do 1?

o0 Object Stairs
A Description Aflight of metal steps, leading up @platform.
A Command [climb Steps]: Move Player into Observation Platform.
o0 Object Hatch
A Description A locked metal hatch in the roof.
A Command [enter, open or unlock Hatch]: Disallow. it Q& f 201 SR FTNRY
A bhtoy ¢KAA A& + RSO2és (KSNBQa y2 glé& i:
o0 Object Weathervand Zephyrgraph

A Description Underlined portion determined by Weathervane Direction
property. A zephyrgraph is a small sheet of metal carefully crafted to look like a
clockk ' yYRY (KI G4Q&a FNBS I 2directimNySoniepealfle/ RAy 3 2
OFftft AG I aoSIUGKSNI @asy S¢ 0 LUGQEA OdzZNNBy (|

A Event [every four turng+ 0,1,2 randomyvhile in Weather Station]: Set
Weathervane direction to either: south, southeast, east, or northeast,
randomly.

1 The wind snaps the zephyrgraph round to paast
1 The zephyrgraph moves to poisuth.
1 The zephygraph changes to thertheast.

A Direction = southeat (initial value, changed by Event above)

A Command [any interaction with Weathervane]: Disallowhe zephyrgraph is
too high up to reach.

o Object Spigot
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A Description A pipe sticks out of the roof and ends in a small spigot. It must be
used for filling theballoon. The tap on the spigot is a flat scrhead, set flush
with the pipe.

A Command [open, turn or turn on Spigot]: Disallow.he screw is set flat into
theupperpip€ FyR Y& FTAYISNYIAf R2SayQi asSSy i

A Command [open, turror turn on Spigot with Knife]:

9 First time:| slip the knifeblade intothe scre’K S R I YR (dzNy & ¢ K
brief hiss¢ then silence. | guess the hydrogen supply is off downstairs.
al oS G(KS 10020 KIFI&a FAylffte Odzi G4KS
tap up again.

9 Other times:No point trying again.
A bhtoy 1 y20KSNJ R§028d ¢KSNBQa y2 sleé G2
o Object Balloon

A Description Underlined portion determined by Balloon Filled qualitA small
weather balloon. | suppose they use it to lift instruments up into the clauds
but it has a little basket underneath, and | might just be able to squeeze in. The
CA3Idz2NBE R2SayQi 1y26 o6KIFi KSQa fSi KAYaSH
balloon is currenthyfull/empty, and is tied by a string to the pipe and the spigot.

A Filled = false (initial value, changed by Fill command.

A Command [enter Balloon]:

9 If Filled = Falsd:try fitting myself into the basket. A squeegze
gotto breatheincbutL Qf t 2dzad | 62dzi 3I2d L IS
YAOS G220 {2 L 2dzad ySSR (2 TFAff

T hiKSNBAASET R2 GKS /2YYFYR dadzyaaAsS

A Command [take Balloon]: DisallowL. 1t Qa (22 YdzOK fchonBS (2 O
heavy, butif | gathereddzLd L ¢2dz RyQi oS ofS (G2 ass
NE2F(i2LT G(KFHGQ& ¢2df RyQi 068 3I322R F2NJ Y

A Command [fill Balloon]How? You want me to read the Abbey dictates into
until its got enough hot air?
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A Command [fill Balloon from Spigot]: Disallowt K S NBg@sicomyng from the
spigot.

A Command [fill Balloon from Vent]: Check Balloon Filled.

9 If Balloon Filled = True: Disallowhe balloon is already inflated, and
ready for takeoff!

9 Otherwise:Set Balloon Filled to Trud?ulling and shoving by turns, | get
the mouth of the balloon over to the steawwent¢ and then in an
Ayaadlryidz AdQa +ta tftAIKG a +F FSFEGKSNE
dzLJ Ayid2 GKS FTANE YR 0ST2NB L 1y26 A
the little balloon is straining on the érof its rope, waiting to be
released!

A Command {intie, launch or release Balloon]: Check Balloon Filled, Balloon
Spotted, and Weathervane Direction. Respond in the following order:

1 If Balloon Filled = False: Disallow.KS ol ff 22y Qa y23G 3A2Ay
gAOK2dz0 Fye 3Jla Ay Add 'yYR AT L SOSN
it to be tied down!

9 Otherwise, If Balloon Spotted = False: Disallow.

0 Firsttime:L QY y 20 &2 ¢uMiothp)ahdrioped K I
to catch the Figure by chance? | need toW which way he
gSYd YR YIS &adz2NB LQY 3I2Ay3a (KI G

0 Othertimes:L QY y 20 2dzAd GKNRgAyYy3A Yea
want to know which way he went.

9 Otherwise, If Weathervane Direction does NOT equal south: Disallow.
¢ KS CA 3dzNEB Q & thekz8phyRyapyf 8 pointhgzis® L QR 06 S
loosescrew to launch now!

1 Otherwise (that is, if Balloon Filled = True, Balloon Spotted =
True and Weathervane Direction = South): Text:

| untie the rope but leave it looped around the pipe, and keep a tight hold while |
squeeze myself into the basket. Then, with a final check of the zephyrgraph | let go. The
balloon whisks up into the sky and the south wind whips me forward. Spinningdroun
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and around in my basketthe city below a whirl of colours beginning to feel a little
giddy¢ but making progress. The dark blot of the ornithopter is getting closer and
Of 2aSNX¥ LQY 3JFLAYyAy3ad 2y KAYY (GKS gAYyR KSI

XLY I FSg YaongSigejciose er@igh to de®and that he takes hold of the
ortft22y AGNARAYy3Id | S O2dA RyQid SI @S YS dzLJ
YR GKSYy GKS olft22y sAff AAy]X

The ornithopter starts moving higher. No. The ground is moving closelVém,
@2dzQ@S R2yS AlG GKAA (GAYSET LQY GKAY(lAy3aX

Witharushci KSNB Qa4 Y@ IOKYA yFRuinfheting Bidlclutter of rooftops is
NHza KAy3 Of 2aSNJ I yR Of 2aASNX®» ¢KSNBQa | avyl

- splintering glassg
- someone thumps me hard on the back. The winchiscked from me
- good stuff, Wren. Just like clockwork.

Beqgin Chapter 6.
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ChapterViz# 1 OA1 060 #11 AE 3EI D

Map
)
Clock Shop
/ D —
OutsideC.7 Bedroom
—-—_
Rundown

¢KS / KFLWGSNI 0S3IAya a @&2dz ONI 4K (0 KiMdkefzBykhis bed.S a1 &t A
Covalt rushes in, furious, demanding to know where you came from, ravens flapping around him.

,2dz OFyQid R2 FyeuKAYy3I odz2i GHE1 G2 /20HEG% FyR KSQ
Figure. Then his demeanor change8 Y LJ S St & ¢ IS 1y2é6a SEFOGte sK2
@2dz KS CA3Idz2NE KIR QGAAAGSR KAa akKz2L) F O2dzLl) S 4SS
details.

At this point you get different responses to your topic list, until you talua the Perpetuum. Covalt
reveals that the Figure had tried to get him to build a perpetual motion machine. Covalt refused, both
0SOldzaS KS O2y&aARSNBR Al AYLRaaraotSs a ¢Sttt | a dz

before forsomeof h & G KSNB G A OF £ € Saidyad ,2dz al KAY gKI
picture of it somewhere in his workshop.

You both move north into the Clock Shop. You are looking for the picture, and have to search high and
low for it. You can ask Covaltout the various devices you find in the search.

Once you find the picture, Covalt explains that the Perpetuum Mobile is a device made by St. Breguet,

and wound exactly once, and has run ever since, hundreds of years. The design is absolutely secret, a
mystery of the church, but the device somehow rewinds itself as it winds down. It is incredibly holy, but

/| 2@t 4 R2SayQi (y2¢6 oKeé (GKS CAIdz2NE ¢2dZ R gl yid Ado
G GKAA LRAYGZ @2dz RSaALI ANI 2F SOSNJ FAYRidaygAs KAY |y
FyR &F&4 AT hyfeé &2dz KFR 00844 (2 I RAFTFSNByOsS §

When you ask about the Difference Engine, he gives you the details, see page 9. You decide the only
option is to sneak in and use it. Covalt gives you directions, and you can leave teétessarting
chapter 7
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bhe¢o{Y ¢2

YI1S GKA& 2LISyAy3 62Nl = 2NBy OFyQid ofl O

prevents repetition of moment, because he has to wake up from being unconscious at the top of

chapter 9.
Design Detail

1. Bedroom

o Description:

A

o Command [go north from Bedroom]: If Covalt is heré: K S
KAY® | SQa 332G 024K KAa oSt

Firsttime:L QY f@Ay3 2y | fFNHS FIFIGiKSNJ oSRZ 4&d
gNBO1II3S 2F (KS K204 FANI olft22yd b2i GKI
f221a tA1S tSaa 2F | O0SRNRB2Y | ydr Y2NB 2°

to the north through all the clutter

Othertimes:¢ KA & YdzAaG oS (GKS 3IAlLyiQa 6SRNR2YZ
rips them up, and pulls small children apart for fun. The only escape is the door

tothe north¢2 NJ G4 KS a1 &f A 3K (eihe ledzand pligged 0kd KA I K |
with wrecked balloon.

ifstate=1Ly GKS R22NBIFI& Aad GKS 3AAFYydGZ RSYIFYF

If state = 2:In the doorway is Covalt, as unbudgeable as a stone but as scary as a
bear.

NEQa y2 gle& LQY a
@tRerwBa& Bave player YSI |y

into Clock Shop

o Event [first turn upon entering BedroomEdzy G A £ A (0 3R TFldRRD yd RG] UK S
giant standing there, wielding a metal club above his head and roaring at me. On either
shoulder sitsadif02 f 2 dZNBR NI @gSys OF gAy3 I yR LISO{AYy3
RSYlIYyRazI KAa @2A0S 022YAy3 iingihtSlopeK O yy2y d

o0 Object Bed

A

Description The large feather bed has a dent in the middle deep enough for me
to disappear in. Whoever sleeps here must be seriously heavy.

Command [Hideunde | $SQa NAIKG GKSNBd IS Oy

Command [Standon]d @Sy (G KSy L O2dzZ RyQd NBI OK
think the giant would like it.
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A Command [Get off bed]l get down off the bed.
o0 Object Wreckage

A Description Fragments of skylight have ripped the balloon into rags of cloth.
Bits of basketand wiretraR 2 gy @ LG Qa | adldSo

A Command [any interaction with Wreckage]: Disallowhe skylight is too far
2O0SNKSIFR® ¢KAa NR2YQa GlFff Sy2daAK F2NJI |

0 Object Ravens
A Description
1 State = 1The ravens sit one to a shoulder and eye me viciously.

i State= 2:The ravens are flapping and chittering, clearly agitated.

P

 sState=3hyS 2F (GKS NI @Sya KIFa Of AYodS
other is battling for the place.

i State = 4The ravens have taken wing and are flapping round
madly in a tiny space above Cavdld KSI R® | S R2Say Qf
notice.

 State=5¢ KS NI} @Sy Qa KI@S aSdiatSR | 3l A\
same shoulder, with looks of icy determination.

A Command [any interaction with Ravens]: Disallow.
1 State=12b2 OKIyOS® ¢KS@QNBE Of SFNI& KAao

 State=3¢ KS NI @Sya 221 lo2dzi NBIRe& {3
&2 SEOAGSR® LQY adGleay3a ¢Sttt Of St

i State = 4The ravens are all over the place. Best avoided!

i State = 5:The ravens nip at my fingers.

Qax
_<
(s}
QX
~

A bhe¢oyY wl@SyQa t20FGA2Y A& eyinfoge
whenever he does.

0 Object:Penduluum weight
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A DescriponrL i QR 6S |y dzyK2fé& (GKAy3 (2 o6S K

A Note: Carried by Covalt.

o NPCCovalt:

A b2l

SY 2KSy ailraS 1 mX NBTFSNI (G2 /20! f

2. refertohiml & &/ 201 £ 1€ @

A Description

T

A NOTE:

State = 1The giant is stand-a bit feet of solid bone and grime. His
overallsareoilD2 3SNBR YR Ay 2yS KIFIYR KSQa O
weight heavy enough to concuss a horse.

State = 2Covalt is eyeing me intently, demandito know more.
| SQa adAtft o0ft201Ay3 GKS R22NBlI & d

State = 3Covalt casts about his, swinging his gigantic chin this way
and that like some enormous clogkS A IKid | SQa f 2271 Ay
diagram.

State = 4Covalt is deep in thought.

State = 5Covalt seems to have relaxed a bit, and now looks only
big, and not as colossal as he did before. | can see now how
delicate his fingers are and how sharp his eyes. No brute after all.

Covalt has 5 states, determined by the State value below. fCave &

description and Ask/Tell response table is different for each state. The states
are changed by specific events, such as bringing up a certain topic or finding an

object.

The states are 1= Scared and Angry, 2= Nervous but Attentive, 3=

Realization, 4 Excited and Helpful, 5 = Determined

A State =

1 (initial value, changed by actions below)

A Go = False (initial value, changed by Event [Counting House] below, checked
when you try to leave the Clock Shop)

A Command [talk or ask about topic to CovalfRespondas below. There

I NS FTAQGS NBalLkyaS GlofSasxs SIOK aaz2o
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each state, a topic can only be said once. Second attempts will repy @ S
already talked to him about that.

IF COVALT STATE =1 (Angry and Scared because ehyraunce, chaotic)

TOPIC 2w9bQ{ [1 RESPONSE
Self/Story 2 KSNBE (2 0S abS@OSNI YAY
2 NByz¢é L GS3INRgtad a2

R2Ay3 Ay
He points at the
balloon wreckage.

Balloon/Skylight aL o6l a dzLJ A Hisfaceo2Af a @
OKFaAay3axé F FGSNI gKI
demands.

Gaz22yo0SIl Ya

NI Ayo2e6aK

0StASOS |

Abbey GaL O02YS FNR a{ Yl aK dzLJ
L 20SNKSINRGIE AGKE K

FASNOSt &o
G2 R2 GKI

Cathedral GLG 61 & Ay >a2Ke@QRQeQ
L GNBE® aL OftA1S GKIGK

GKS NR2F |y RSYlIYRad a

N} & L) | NB

Abbot GCKS 106020 da, 2dz 6SNBY
| SQa Ay 2y noAbbotabouton the
NE2FZ¢ GKS
Ay NB LI gorme
truth before | snap
€2dzNJ | Nya o

Figure in Grey L ol & OKLI & SetCovalt State = 2.
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CA3dzZNB® ! C Hiseyessnapto
FGGSyaAzy o
Grey? Lean? Tall? No
Tl OSK¢

G! YRSNI I K

GresSz tA1S
RFN] O2NYyS
uLd I oAGE
Oft SINI & ¢2
seen your Figure.
Came into my shop
wanting something
made. Came to pester
2f R /20t
did he want? Why
were you chasing him,
SKKE

Archbishop GL GNASR (G2 a52yQid 32
| NOKO6 A & K2 LJX churcht YS& K¢S
KS 3INHzyof S
a0NI AIKO 2

straighten out your

ySO| ®¢
Cook/Calvin/Drake/Horloge/Relot L R2y Qi G KA
them.
Covalt/giant G2 K2 INB @e2daLQY (GKS Y

0SR &2dzQ0S
sK2asS GAYR
aYlFIaKSRZ |
about to break your
skull. That a good
enough answer? Now
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@2dz IANDBS Y

Ravens aL fA1S e2dza¢cKSe SI
shaps back.
Clockwork/Clocks/Saints GLQY AY(ISNB a52y Qi 32

Ot 201 62N] ¢ 60Sftfazxé KS
want to know what
& 2dzQNBE R2A
R2y Qi GSf ¢
no researching trip,
0S0lIdzasS (K
have come in using the
front door like anyone

St aSoe
Apologize/srry aLQY az2NNE &, 2dz gAff
GAYR2 6 DE LINE YA &Saod

got a reason and |
want that more than |
gl yia &2 dzNJ

Perpetuum/stealing/theft/plan/plo ¢ ¢ KS& G SNB & ¢ KS NEsWis |
t /robbery mean, goingtosteal. GKSNBKé KS
tfFyyAyaxéeé a.SOlFdzasS L
one streetrat breaking
Y& addzFTo
better tell me who
they are and faster
GKFYy GKI 0o

IF COVALT STATE = 2 (still nervous, but listening to you, cautious)
TOPIC 2w9ba{ | RESPONSE

Self/Story GLQ@PS 0SS a,Sazx IyR 6K

5
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L OflFY2dz2NNRSYlIYyRa®d a, 2

clinging on, and GKNRBgAY3I &Qa

2dzYLIAYy3IXE dzyf Saa G KSNB
0St2¢ @&2dzQNB
Aad AGKE

Balloon/Skylight GL ¢l a OKac¢KIFdQa | ON
Figure over theoof. / 2 @I f G 3INR 4§
| S G221 2 6K@QR @QR2 A
SELX FAYyd O2dzy i SNBSAIK
F2tt206 Ay
olff22y oé

Abbey GL 2OSNKS a2 KF{d LI 20GKE
the Abbey. demay Ra® aL R?2
5Aa0dzadAy ONI} aKAYy3a Ay

Abbot/ Figure in Grey GL 2O0SNKS aC2N) gKIGKé
Figure and the demands, menacing his

Abbot. Discussing LJSY Rdzf dzY® G ¢
something. The somahingcg K I G Q&
Figurewaspaying ! yf Sada @& 2 dzQN.

him. Money. ai2yS sK2 R?2
¢ KNB I Sy A stories. What are they
afterK €
Archbishop/Cathedral GL GNASR a{2K¢ KS RSY

v

Archbishop about it, are they2 dzii G2 &
0dzi L RAR
what they were out
G2 ad08If
Cook/Calvin/Drake/Horloge/Relot | S & 2 dzf Ry
them.
Covalt G2 K2 FNBE a2K2S@SNJI GKS
RSYFYR® & aLIAGA ol O =
1y26 @&2dzQ Of 201 YI {1 SN
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GAGK GKSY F2NJ @2dzZz FT2N.

Ravens G! NB @2dz a99SNE (A0}
NEBI f Ké KS NBLX ASao

nothing to do with you

YSAGKSNIE
Clockwork/Saints 652S5a SOS a¢tKS gK2fS ¢
here run on OKIFiQa oKI G

Of 201 ¢ 2 NJ everything | make does,
0KIFIGQa Syz2dz3

Apdogize/Sorry GLQY NBIf aLT &2dz 6SNB
 62dzi @ 2dzFiguecg Sttt d  2¢
say. AlQa 2yte (K

broke up. But you still
I NBy Qi al ey
OKIFaAyQ KAY

Perpetuum/Theft/Robbery/etc a L G Q& ( KS Set Covalt State = 3 and
(see State 1) t S NLJS (i dzdzY' move Covalt and Player
KAY® &L QR intoClock Shop.
it before today, but
OKFGQa oK
I F34SNWE

GLQY y20 &dzN
replies. To my great relief,
KS t26SNAR (K
what this Figurevas after

here, too, before. When |

saw him. Come here askin
me to build one. | might be
the bestc and the bravest, |
told him¢o dzi L OfF
Perpetuum. Laws say, as |
NEFIR GKSYZ
KIgdS Y2NB (K

a. dzii isd KIKiE L
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G2 KI2B&aR Al R2

aLQ@S 3JF20
somewhere. A diagram.
Somewhere through here.
/| 2YS 2yHé¢ 1S
by the scruff and lobs me
through the doorway.

IF COVALT STATE = 3 (Looking for diagram with Player, preoccupied)

TOPIC

Self/Story

Balloon/Skylight

Abbey

Cathedral

2 w9 b Qf

aleftAakiax

GecKSe
about the
Perpetuum at the
| 60Se d¢

RESPONSE

GLQY 3F2AY a¢ K By ayses ¢
killed when they
FTAYR 2dzi

NELX ASad ac¢K
GKAE S @&2dzQNB
they? And you come back
gAGK GKI G CA
a0A01zT hwbeQ
Except the Abbot, maybe.
hNJ YId0oS AyO

G. dzi @2dz2Q@S
name than my cousin K. |
asSsS Al wlio

Gb20 &8Sdz Y
goc mysteriescA G Q& |
deeper one. Deep iall this
2dzy 1z G223¢
scornfully.

b2 YdzOK (2
alea RAaYAaa
Y2aliG 2F dz@a o
GKFG O2dzy G o
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Abbot L OFyQdG a1 9 Ydzald GKA
Abbotwoulda G S ¢ K 1 Qa R2Ay 3
YdzaSad ab2idK

NI} YR2YdE

a! LI NI FTNRY
2PSNKSF NAy 3

G! Ayad y2 OKI

KS 3INdMzyof Sao
skylight you falling through.
| 2@t 4 GKS K
well matched, yokt y R

ax
c

Figure in Grey G2 K2 A i ab2 ARSI ZE |/
CAIdzNBEKE aAYLIE &d ab2i
/| 2dz Ry Qi ass
you find me this diagram
YR LQff &aKz
I ¥4 SNWE

w»
Py

Archbishop GL  GNR GaAIKad | & tigS
I NOKoAaK2 2 | GKdzy RSN
al&dad® dahNJ Gdz
ratchet. | tried to stick him
on my new devices.
Heretical, he said. So.
{2YSUKAy3a O

Cook/Calvin/Drake/Horloge/Relot | S g2 y Qi
them.

Covalt G2 K2 INBE a! Oft201YF1S
inventory. Aint meant to do
020KZ¢ KS ay
GKS2QNB | A
aiz2L) YSo . Sa
only one who knows how tc
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mend the rose clock up, so
they call me heretic but
they need me to keep both
0 KdzY o & ¢

Ravens G52 &endz Na/ 2dzZNBS (GKS@
KIF2S y I YS Mummin. If that aint old
Celtic for hours and
YAYydziSazr ¢St

Clockwork/clocks/clock al 2¢ f 2y 3 Hewaves an arm around
been doing the room, nearly taking my
Of 201 62N] KSIR gAlm Al

lifetime to build up this. |
trained in Geneva. To be a
Y2y {1 ® 5ARYQi
/| 2dzA Ry Qi &aSS$§
swing clock parts and, well.
{ 2NNE PE | Aa

I fAGGES NBR
too young for a full life

a0 2NRE ¢
Saints G2 K2 6SNB at S2L)X S tA1S
Sainfi K ¢ aleéaz oNXT Sy

they built something new,
GKSe 6SNByQi
were geniuses. | should
show you my new designs.
aK2dz R . dzi
G2 1Aff @&2dzop
sharply.

Apologize GLQY a2NNahKS3Z yaard 2 LI
GKAYLSNRY IS €
GCAYR GKIFG R
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AaK2g e2dz KA

Perpetuum G2 KIFG Aa a! NBfAOD h¥
t SNLJIS G dzdzY YIF RS AYLR2&&A
be easier with the diagram,
L Ol yQi SELX
I RAI INF YDE
Brother Horloge says.

Heretical Designs / Heresy /New a2 K 0 ¢SN a2 Sff ¢ KS a

designs ySg RSaA3aIf221 FEladSN
voltaics. Wires, filaments.
Was thinking about candles
see. Nothing clockwork in &
OFryRESzZ Aa i

| mention the candles on
tracks in the Abbey, and he
nods.

G{ SSK ¢KSeQQ@
becausdl KSNBE Q& vy
clockwork in candles. Well.
was working on that. Fixing
Ado . dzidé | S
ONBI GK®d a¢KS
me a very nice letter about
it and | decidedd stop. And
you tell them that when yoL
3SG ol 01z 62
I 322R aLINI G

Various Devices G¢Sftf Yh8 Responses are given in the
workbenchb ¢ table of Workshop stuff,
below.

G2 KFdQa i
point atthe tools.
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G! NB GKSe
AYLER NIy
nodding atthe
bench.

Pick a random line.
Underline indicates
various.

IF COVALT STATE = 4 (Working out what to do about the Figure, thinking)
TOPIC 2w9bQ{ | RESPONSE

Difference Engine / @2 Kl & RA T 1SetCovalt State = 5 and perform Covalt
Different / Difference ask, confused. Event [Counting House] on the next turn.

ah¥ O2dzZNESH¢ KS SEC(
ONY Ol Ay3a KAa Tl OS 3
himself with that penduluum of his.

G{2YSOAYS& @&2dzNJ Y2
youro N Ay R2yQiad ! yR
knows. A knowing machin&he Difference
Engine You heard of it? You should have.
Call yourself a monk. We need ourselves
0KS 5AFFSNBYOS 9y3)

a2 KFEG R2Sa Al R2KE

G2 Sttt FTANRG &2d2Q@¢
And the calculator calculates. Give it some
numbers, it works out a product. Well, the
difference with the Difference is the
numbers are ideas. ldeas are messages,
and messages can be written as big
numbers. So you take two ideas. Two
numbersh Yy SQ& | yuseeQhe2 NJ
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Any other topic results At random:

in one from a list of
responses, listed
opposite. If the last one
is printed, then on the
next turn, his response
G2 G@5AFFSNE
is printed as an Event
(withoui 2 NBy Q¢
proceeding it).

- =2 =4 A4 -4 -4 A -

aLXeg

G . dzd X ¢
Gal 80 S)
G! yRXE
G, Saxé
G2 KSNB>
G2 KFGX¢

| swallow.

20KSNRA +y | &b Oy @
a Diffeeence Engine, and work out what
they makebé¢ | S akKl 1Sa K
pleasure, like&k S ®ying to dislodge that
ANRY 2F KA&ad GDNBI(
the size of four elephants and no panmtit
OAIIASNI GKIYy | real2 2 Rf
Ot 201 62N] @ ¢KI G Aac

T 1S AyidSNNYzLIGa @:
we need to work all this through.
tfly Ad 2dzid [ Si
LISa0SNJ YSo¢

1 G¢KSNBEQa O NRI of
and right. We need to work out
gKIFGQa ySEG G2 ¢
Something different needs to be
R2y Sodé¢

T at NBOofSY az2t gay:
aLa Of 201 62N) X |
2T Of20192N] = 0c¢

f a2 KIiQa GKS RATF]

remarks tohimself, not listening to
YS® ac¢KIGQa GKS

1 a2S 2dzad ySSR
RAFFSNByG gl e &
grumbles.

N N

T18 ¢61@Sa vye& 02Y"
no. Somethinglifferent Really
differentd €
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IF COVALT STAFE (Figured out what to do, hope in sight)

TOPIC 2w9bQ{ | RESPONSE
Self {2 6KIFIG aD2 IyR FTAYR
y26Keé L | replies, cheerfully.

Difference Engine L R2y QG dahT O2dz2NBS @
6 2dzi G KA Clockwork and High

al GKSYFGA] F
like understanding being ot
FANE 6KSy &2
dzy RSNB I 1 SN ¢
G{li> .chewasad$S
ASyAdzad ¢KI
cdzi AGQa F@N.
OKFGQa eKI
Al F2N®» {2 K
Y GGSNWE

Abbey Gal&@oS L aLFT &2dz@S 13
o0l G2 G ez2dzftt adl e
the next twenty years at

fStadze [ 20k
place of a mind, working

chores and all that copying

2 dzii d¢
Cathedral G2 KFEG o2 a5SaA3ady o0ST2
guarding the [ 2@t G ANRGI

/ I § KSRNJ f rushingin and standing
I NP dzy R® ¢ KI
your Uncle back to life, as
GKSe at & oé
Abbot L GKAY]l da{K2dAZ R 06SI¢
gl & &aOFNB agAlK @2dz 2Yy
Taking in to the air in a
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balloon! Mad as a monkey
GNBY OKHE

Figure in Grey Gl 2¢ oAttt a[A1S LQ@S i
CA 3dzNB K ( Difference Engine will te
and probably you. Time for some decent
AYFNISNE | R@OA&AAY3AT GK

Right now, if you look at it,
@2dzQ@S 3A24G Yy
demented ramblings and
your own haltbaked

A RS ke hdds up a
pamcay 2 2FFSy
& 2dzQNBE aK2 NI
yI @St a2 @2d:
welkNBF R® { 2 d¢

Archbishop G{ K2dzZf RyQ a, 2dz RAR I f N
GKS | NOKA AYLI GASy(tfeod
start trying to do things the
/| KdZNOK g+ & ¢
round and round a
clockface when we should
0S 3J2Ay 3 dzel
IANAyas adz2RRS
that as a figure of speech,
0dzi L 3IdzSaa
did, there, in your balloon.
{2 FlLyoe (Kl

Cook/Calvin/Drake/Horloge/Relot | S g2 y Qi
them.

Covalt G2 KIGdG oAt daSK YSSLI ve
and fix my skylight. @S NF
nothing else for me to do.
LQY y20G KI @A
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suspected of theft, heresy
Aa ljdzAadsS | O
Ravens aL tfA1S @ a2Stfsx GKSe@
KS NBLX ASa:z
KFIR &2dz2NJ S& S

Clockwork G{2 @&2dz | daé& FAYISNH
about clockwork, gl @Sa 2ySo L
GKSy ®¢ arls 2¥ + &y

doer, not so much a
thinker. | find things out
instead of dreaming them
dzLJ® ¢ K| (i Y
botherede

Saints G, 2dz (y206 aLYOSy(2N8Ra=Z
G§KS {F Ay{ Good mind. Very good. BL
Y2NI f Adé&s 4S
' Yy20KSNI GKAY
ddzOKodé 1S f 2
L 320 Y@ R2
Babbage, say. And Newtor
They say he lost it once his
fame got out and it wound
up with him locked in a cell
somewhere,rak y 3 f 2
| S gAYylad a.
wSY L G2fR @
0KS 20KSNJ aL

Apologize GLQY a2NN.dab20 -INRIWNR F
draggingyouinto @2 NNBE® LQY R
0KA&axé¢é¢ L  straight back out again the

4SO02yR @é&2dz f

Perpetuum aLa GKS t a2Sttx¢é | yR
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A YL NI I yi{ chinwith anoise like a cart
20SN) O200f Sa
Thing is, that right now, it
Aay Qi |ye dza
looking at. Powers itself
and nothing else. I think
i K Irigh® @he universe
does its grind and the
Perpetuum does it other.
hNJ YIF&oS (KS
| S akKlk(1Sa KA
know. | get fuzzy about
Book VIl of Euclid, you
R2y QG ot yid

YSo¢é
Heretical DesigriBesigns/New As state 3 As state 3
designs/voltaic
Various Devices Exactly the same

behaviour as for state 3.

A Event [every five turns when Covalt is in Player locatiand not talking
to Covalt on that turn:

 State =1:

o Before talking to Covalt at allThe huge man in the
doorway is waiting for me to telim my story.

o After: at random:
A a{2Ké¢ GKS IAlLYyd RSYlIYyRao

A ¢KS o6A3 YIyQa FIFOS Aa OdzNI S
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A a2StftK WtflAy @2d2NEStf F3é¢ (K
@2dzNESE T LI | Ay dé

A The giant shifts his weight, making the floor creak.

A The massive penduluum rises dadls with a
thunk.

A dal 26QR @2dz SYR dzLJ KSNB>X SKK
i State = 2: Random from:
0 a{2K 2KIFI{iQa | CA3IdaNB (2 R2 g¢Ai
0 Gl 26 QR @&2dz 3SG adl NISR 2y GKAa&
o G2 KIFiQa GKS ad2NBR KSNBKE [/ 20 f
0 G2 KF{iQa LRI 3ANKIKE [/ 20FtG RSYIlY
o G, 2dzQR 06SGGSNI SELIX AY FyR ljdza O

0 ¢KS LISYRdzf dzdzY agAy3a I+ fAGGE SO
angry giant.
0 &, 2dz G4Stft YS 4KIFG GKIF G CA3Idz2NB
i State = 3: Covalt is hunting in the shop for the diagraHe will

f221 Ay LI OSa 0St2g o00dzi AyOf dzRA
{K2L) 6KAy3a 0aSS Fdz2NIKSNJ R2gyuvod ¢
G¢ @I fdsSed LF GKA& GFtdzS Brmns KS
this value >=6, the player will find it; so hopally, the player will
still get there first). Text:

o/ 2@FtdG NYzYYlI3Sa GKNRdIzAKX

o/ 2@Ftd A

Qx

f221Ay3 G X I K2LA
o/ 20FfG &GN AIAKGISYE dzLJ FNRBY Xo

o/ 20Ftd A

QX

AaKF1{Ay3 KA&A KSFR® alL

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Pagel74



Klockwerk z Episode |

9 State = 4NOTEIn orderNOTat random
0 aLQ@S 320 I RAFTFSNBYG ARSI F2N

o a2S 3J20G G2 R2 a2YSGKAy3a StasSszé
G{2YSOKAYyIXE

0 A¢KSNBQa |y ARSI 2y GUKS GALI 27
Lzl Tt SR® a{2YSGKAYy3Id b2d 9fasSo

o aLGQff O2YS (2 YSI LQY &dzaNBxé

o Print the Difference Engine Response Lm€Eovalt
remembers and the scene moves on.

i State = 5: at random, but never repeat
o Covalt looks pleased with himself.
o Covalt is waiting for me to go.
o LiQa GAYS L 324 2y o
0 ¢KS CAIdzNBQa 2dzi taHuByN@ > NRA IKI

A Event [Counting House: on the turn after Player asks about Difference
Engine in state 4]: Move Scrap into Inventory, set Covalt Go = true.
Text:

Gb2¢3z¢ [/ 20Ft0 O2yGAydzZSad G2 A0K &2 dzNJ
might getinthe Counting 2 dz& S | f f NAIKGP ¢KI 1§Q& 4K
Oy IAYSd | SNBFd LQft 3IABS @2dz 6§KS | RRN.
reply he produces, from nowhere | can see, a scrap of paper and a quill,

and he scratches down an address. He presses itinto giyrh® & ¢ KI 0 Q&
the place. NowSkicddled €

A Command [attack or escape Covalt]:

 IfCovaltState=1o0r2,DisallowS$Qa (G(4KS aA1 S 2F G(KS I ¢
not getting past him, no chance!
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1 Otherwise, disallowL QY y 2 LIAOLAY3A I FAIKIZ y2i
calmed down a bit.

2. Clock Shop
o Description:
2 KSy L atre LQY Ay [/ 2@R3SIQEA VA KRLP LIONQ A SS ¢
320G Y2NB oAGa GKFry 2yS 2F [/ 221Qa4 &az2dzJaz
Aay Qi FAff SR g A0 KnsidefanhitricseNdbchanisriRthefeA 1 S &
gl a Fyeg D22R hNRSNJI 2NJ t NBOA&aA2Y |4 Fffao
FYR GKS R22NJ (G2 GKS adNBSG a2dziKSFadsz o
Covalt himself stands near the bedroom door to soaith.

o Command [go southwest from Clock Shop]: Check Covalt Go value

A If Covalt Go = true:

G¢KFiQa GKS LX I OSzé¢ [/ 201
oy3IAySQftt (Stt e2dz I t¢
Fyeggledé 1S LlzF¥a Kraa O

fd Ayaradaz GFLIWAyYy3a GKS |
O & B Y RO L g KRN ®2 HZDNB 2 dzl @
KSS14a® ahyS RSIFIR AN o6l ff2
GeCKFYylaze L aleéed ¢KScHASHNEN I IENNI2NES G2t 045 /1A O-SLILINGS O
G2 Sttt y2iKAJE@EDE (R aH22NE aF@ Nd! YR R2 LIRLI 61 O] KSNE
CNRAY3IAYI GKS 1 SNBUGAO LRTAOS | yR (i KitethdugiDtBe d@oy H DS i

and slams it with relish.

Move Player into Street antbegin chapter 7.

A Otherwise, disallow.d b2 a2 FlLadadzé [/ 20Ff0 ANRSGE &3P
gAGK y2 ARSI StasS gKIGQa ySEG 2N &2d«Qf ¢
something and what kind aftorywould that be, eh? So settle down, quit with
@2dzNJ £ SAFAYI ANAAYEWR  SGQa 3ISG GK

o Event [first turn upon entering Clock Shogi:b 2 6 = G KIF G RALF 3INI YZ¢ [/ 2 @l
starts nosing around in the clutter that fills the room.

0 Looked At =0 (initial value, increased by one each time the Player looks at an object
in the room, cheked by Diagram Found Event.
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NAME

Clutter

Shelves

o NOTE: This room works differently! The room is full of obj

ects, as indicated on the

table below. They can all be looked at or searched, but any other interaction is
disallowed. Some appear in the initial room description, thomany are only

mentioned in the descriptions of other objects, forcing you to read other descriptions
to find out about them. Each time you look at an object in this room it increases the

rooms Looked At value by one. When the counter is equal to 6,nb&t time the
Player looks at an object, the Diagram Found Event will be perform8tould the
counter reach 10 (because Covalt looking around will increase the counter as well)

then Covalt will find it.

A If you look somewhere Covalt has already lookea Will comment after the

normal descriptiond b 2 i G KSNBZ & /

20Kt 4 areao

K

a

L

b2 3A22RZ¢ /201 f0G alé&ao K aL FfNBIRS

A LT @&2dz t22]1 a2YSG6KSNB
only (not random):No sign of the diagram. / Not dia

hand it over to himThen run Diagram Found Event.

YR R2y Qi aFAYRE

gram there. / No luck.

A LT 282dz aFTAYR (iKY RRAKSINE Q& K AlELILESAVE AT Y

g2

A LT /20Ft0G aFAYRAAUKB RésNdRedbnYits Bollokw LILISY RY
f23Hé | S LizZ f & 2 dziTheh rurfDgagrarSFAUNGECES (i

Mention Description | 201 fGQa

NJB & LJ NOTE

AV X

Room Clutter isassorted stuff a L R2y Qi
FAEEAY3 dzLlJ a¢ARE Aa&
better to say thisroom 6 2 E 6 KSYy
KFra a3l Llacg.

GKAOK LQY
FYR y2GKS|
to breathe. The rest is
filled by the
workbench, the wall of
pendulums of all
shapes and sizes, and,
everywhere else, clock
parts.

Room Arack of shelveshang a! Ay i Sy 2
on the back of the door A NHzY o6 f Sa @

<

N U
puly w»
N LW o«

dz3 K
aws
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to the street. They
mostly hold clocks
(mainly whole clocks),
although | can see a
monkeyhead sticking
up at the back.

Table Room The solid table is
covered with piles and
piles andpilesof
paper, rather than the
tools littering the
workbench.

Clocks Shelves The clocks are every
shape and size
(including one with an
oval dial whose hands
extend and shrink as
GKSe 3I2 NP
creepy to watch). A
water clock keeps time
by dripping water
through a tiny hole.
And at the back,
GKSNBQa I
mechanical monkey
and a strange device
made of wires and
metal plates.

Workbench Clutter The workbench is
fitted with tools, with
more tools piled on
2L LGQ&a
over with clock parts,
some so careful and
delicate they deserve
individual felt cushion
¢ this Covalt is clearly ¢
lunatic, scattering
them about like this. In

LGiQa I ONRYSO®
how much space the

Cathedral takes up? So think
Fo2dzi GKIG 6K
fSENYyAyYy3 &2 dzN

GeKIdQa @KSNS
GKAYy1Ay3azé KS
fourF ATGKa 27F |
looks suddenly abashed.
G¢K2daAKT L R2
thinking with my fingers, |
ddzlJL2 4 S ¢

G, 2dz F NBy Qi a
g2dzKé¢ KS RSYI
you expect a clockmaker to b
at201Ay3aK DSS
jdzA 6 S dzy SELISO
be aclukY I { SNE & dz

abpz2id G2 62N
KS 3ANMzyof Sao
GKFd LQR tA1S
I StLazée KS IR
GUGKEFEG LQY G f
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Tools

Clock Parts

Water Clock

Batteries

Bible

Workbench

Workbend/
Clutter

Clocks

Tools

Papers

one corner of the
g2N)] 6SyOK=
also a strange brown
lump.

Tools of evergize and
denomination. This is €
parliament of tools. An
army. A great big heap
One is particularly odd:
a smooth metal box
with two flat pins
sticking out the top.
tKSBQNB f |-«

Springs, pistons, rods,
screwsc i K SNB Q&
whole litany of parts in
here.

It works by droplets,
falling onto a pan that
graduallydrags down
on a rotating wooden
tumblers. No winding
and no hands!

¢KAE Aa I

a box that has no lid?
Two pins but no teeth
for them to meet?
52SayQi f 2;
does anything, but
solidly built and
carefully sealed up?

A copy of the Bible.
Leafing through, it
looks fairly standard.

GLQ@S y2G 320
LOQR fA]1SzZ¢ /2
are times | need to borrow a
few, from down the road. The
2UKSNE® b2d
G2 fSyR (K& @
LQftt GStt e2dz
thinks about that for a
Y2YSyido a{ LSO
FNBy Qi O NB¥Fdz
R2AYyAdé

GLQ@S + FS¢ Y
L aKz2dzZ Rz¢ KS
have left a few out along the
gl & d¢

daStyid G2 32
NEYFN]l &ad ac¢2Ld
see, so it runs for months.
Only trouble is the sun dried i
up again. Should a built a
sundial on top, really, had
both working togeher. Fine
dzy t S&aa AG ay2

GeCKFEGKE [/ 201t Take:
¢ 2dz R2yafdutahdy 2 ¢ 52y Q
you never saw. But | tell you, to\ch
AGQa GKS Fdzlidz g} g H
FdzidzZNBxX Ay 2V Covalt
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Clutter LGQa f Aigher |
might have, only each
LIS y R dzf dzdzY
wall is stubby and

brass.

Wall of Pendulums

LiQa | Gz2e;
Ddzo 6 f SNR&
(and about the same
AAT SO0 wA3Tl
wound down.

Mechanical monkey Shelves

Clocks Hard to say. It looks
like a cross between a
plant and a box of
screwdrivers. Hard to
believe it does

anything.

Strangedevice

LGioa G(2FFS:

toffee.

Butter Toffee/ Brown Workbench

Lump

Table The desk is covered in
papersg few complete
blueprints, though;
0KS@QNB Y2
sketches. In the middle
of the pile is a well
thumbed Bible,
marked with several
more bookmarks

(more paers).

Papers

Room On the back of the
door to the street is a

series of shelves, each

Door

hyS ¢NHzS /230

AtKS&QNE 2NRS
KS (St t desiSnder

i them by mass in some places

t NAYAGAODSE D

GL odzAfd GKIG
Of course, then he turns
roundandté t & YS K
really want to pay for it.
/| KSS1ez GKIGQ

Wind: No
key.

GCKFEGZE YR |/
enough to get my shop shut
down. Or burnt down, maybe
hT O2daNESZ (2
just a sculpture. None of then
would even know how to turn
Al 2y dé

Turn on:l
OF yQi
really see
how!

al19te2dzNB St T ¢ Eat:l

nibble a
corner.
Wren,

€ 2dzQN
Kdzy 3N

G52y Qi
2 NRSNE ¢
2y 0SS LQ@S & NR
R2oys GKIG Y8
memorised it enough to not
need the paper. | just use tha
LIAES (2 NBYAY
320 dzLJ KSNB d¢
forehead.

g 2 NNE
/| 20t ¢

G, 2dz 6 yid (2 Comman
y2i al ¥FSNJ 2dzi d [enter

GKFdoe Door] is
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bristling with all the same

manner of clocks. as
Comman
d[go
southwes
t from
Clock
Shop]

0 Object Diagram

A Description It shows a series of diagrams: the first, the rack for the-tediring
just like | saw in the Cathedral. But below, well, then it ge&dly complicated.
Cogs forming snake like chains across several levels, all intersautitigen re
AYGSNERSOGAY3I sA0GK (GKSYaStg@gSao LG t221a |
solid and tight. BubecauseA (1 Qa NXzyy Ay 3d> GKSNBQa Ffgl ea
to take.

aLGQa y20 GKS Fdzf £ LIAOGdzNBpstoné ahgle: £ G NB Y|
,2dz 320G €221 t2Ga 2F 4 & a ispfaftobthad 2 dz | Y 2 |
to actuallybuild2 y S® ¢ KIFGQa ¢KIFIG L (2fR GKS CA 3dzN

A Event [Found: Occurs when the player Looks At or Searches an object in Clock
ShopwhenCI®] {K2LJ [221SR !4 @+fdzS B I' ¢ 2N
when Looked At >=1Q Set Covalt State = 4 and move Diagram into inventory.

Text:

[ 2@FfG ALINBFRA& GKS LI LISNJ.&udiibpSt.a ¢ KS t SNLJ
Babbage. Not drawn, you understand. @iag it came after. Babbage, they
say he saw it, in his head. Just sat down and made ito@lyg<nows how, |
think it must have all been runninghileKS ¢ & Llzi GAy3- AG (23
checking, selfaffecting. Selvinding. Been done once and nowust runs.
[2212Z¢ YR KS LRAyGa (2 LINIa 2F (GKS
O23a GKFdG FGGrOK o0FO0O1 G2 GKSYaStgSao
to go. Like a miniature universe, of its own. So the books say. Keep it
separate and allisvief ® . dzi @2 dzNJ CA3dzNB>X AF KS 3S

R
é

G2 KId R2 82dz GKAY] GKS CAIdNB 6Fyia oAl
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G.SFrda YS® L R2yQi (1y26d LQOS 62yRSNBR
buildonect A1S L S@Sy O2dzZ RO fuldiag8llr w» k& R
like an aspect of the Perpetuum. Like, if you shone a light at in and sketched
out the shadow. Good for the soul of a clockworker. But your Figure? | guess
KS ¢lyiGa Al WRILISR® C2NJ a2YS ySg LizNL
trails off, qute suddenly, lost in thought.

A NOTE: Initially not in Clock Shop, introduced by Diagram Event [Found] above.

o Object Scrap

A Descriptionda ¢ KS / 2 dzy (i A Y & anla@dozss STrifisteal Stfedt. 6
Government quarter.

A NOTE: Initially not in Clock Shdptroduced by Covalt Event [Counting House]
above.
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Chapter VII z The Counting House

/ N Office
Map Long Chp.8 >
Hall
/ \
e N

e N N ™ e ™
Western | | Western | | Inthe | | Eastern | | Eastern
Hall Balcony Engine Balcony Hall

N J J J J Y

I I I
N N N N
Western Clutch Main Control Eastern

Landing Platform Platform Platform Landing

N J J J J Y

\r N I N \/
Western Grand Eastern
Stairs — Foyer — Stairs

\ J J J

/—Iﬁ

CH Steps

-
d

Street

Rundown
The Chapter begins with your arrival in the Street, having made the journeytbehe
A2OSNYYSyYy Gt ljdzZ- NGISNI 2F GKS OAGex ySIFENI GKS | 2

Initially, the guards refuse you access to the Counting House, but you can gain entry by showing
GKSY {IQlFdiQa ¢2N)] 2NRSNW

LYyaARS (GKS / 2dzy/ Ay 3saninsied glasshdoafsd Thrdudh bevdleN@ldssS T €
doors in the Grand Foyer you can see the atrium that houses the Difference Engine, but two
$2YSY FFTNB aGFyRAYy3I GKSNB>X a2 @e2dz OFyQil &l €1 N
Upon entering either balcony, you duck down to overhear a two turn scene between Calculatrix

t NAadAYyl yR 5dzO0KSa&8 5dz a SN . 2dz NBO23yAl S
Cathedral. The first part of the scene involves the Duchess swasitigg how the Engine works

and Pristina explaining that there are several sensitive controls that have to be adjusted for
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intricate questions but that the major controls for basic questions are on the control platform
SKSNB (KS&QNEB & kel fyoR & ybHow on h¢r KeSk afid-déntddstrakes setting
one of the dials.

On the second turn of the scene, Pristina suggests that it took some very careful calibration of

GKS YIOKAYS G2 |yagSN Ittt KSNJI I|jdzSaiMm@yiaesse Salls
business. Without loosing her sweet, naive smile, the Duchess take takes the punch cards with

her answers and terminates the discussion.

With the women gone, you can slip down through the machine to the controls. Setting the
controlsrequirest8 dzaS 2F | 1Se@ tA1S tNRAGAYlIQa GKFG @
dials within the workings of the machine.

PaAy3 GKS YIAy O2yiNBfa FyR GKS ljdzSadAaz2y Of dzi
DNB& CA3IdzNBE | LI ¢ 2 K ¢ the madhiea & @y, NdE giantkdBvifig sprihge & S
start the whole place shaking,

You have just enough time to grab your answer card before Pristina and the guards barge in
from the south. You have to run back up through the machine and into the longvhaite
one of the office doors is now open. You dash through and out into the alley.

¢KS 3dzZ- NRa a22y NYzy OGKNRBdAzZAK (KS |ffSes odzi &2
past. You finally have a moment to read the answer card, which directoytbe docklands,
and chapter 8.

Alternately, the player may be captured, in which case a short scene plays out, surrounded by
guards. At the end of this scene, the player is thrown out of the building: but has learnt the
relevant information to continuento Chapter 8.

NOTES: Rooms inside the Counting House should all have standard marble walls/ceiling and
carpeted floor objects.

The building is symmetrical, so most rooms have East and West counterparts, as do some
objects. Two descriptions are providdalt these should be determined by which room is

entered into or which object is examinefirstd ¢ KA ad 20602S00 (KSy aGa2goyat
and its partner object is allocated the second description. (So the first is decorative and the
second is short ad summary).
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The first object/second object descriptions will need to adapt to indicate the different
compass directions of the exits from the rooms. The script belomderlinesthe sections
which need to vary, and is written to assume that the Eastesrsion is used first on all
occasions.

There are alsa@ confusinglyc some paired objects (the abacuses, the sign boards) which use
' 02YY2YyY RSAONARLIIAZ2Y O2dzy (SN ¢KS TFcgeaddnd GAYS
and later attempts to descrik either will produce a shorhand version.

The detail below includes several backdrop items which are listed separately in each section
but can be accumulated into single objects.

The Calalatrix and Duchess objects need to be visible from several |amagi

The script lists two Calculatrix objects, one a backdrop and the other an object that appears
during the Caught scene.

Design Detail
1. GLOBAL ANEXIETY ITEM

o NOTENOot a place, just a counter that produces flavor text while sneaking around the
Counting House. Activated by events in certain rooms.

0 Counter = 1 (Initial value, modified by events in certain rooms.

o Flavor Texts: (printed by events in various rooms of the counting house, determined
by Counter abovg

A People are talking quietly in the offis®n either side.
A Somewhere nearby, a floorboard creaks.

A Someone approaches from down the corridor. | throw myself into a doorway
dzy G Af GKSBQNB al FSte LI ado

A From behind one of the doors | can hear voices, deep in conversation.

A A doorhandle turns. | freezd But then the handle relaxes again and footfalls
move away from the door.

A If each room has just one person in it, that means at least forty ways | could get
OldAKGIZ YR SAIKGE LIANBR 2F FSSiX
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A LT AG 6SNByQiG FT2N G§KS Ol NaweSalerted y G KA & LI |
everyone here by now!

A LT 2yfté GKS R22NAR KIR 3flFraa LIyStaod ¢KS
1. Street

Degcription: Either side, soufaced buildings that look like a council of bored old
men. The Counting House to the northeast looks mdwe tlhat woman with the

big dress who delivers vegetables to the monks once a week. Stocky, solid and all
dressed up; marble steps, pillars and two enormous brass doors.

o Event [first turn when moved into Street]The streets of St Philip are narrow and
winding, more like the veins on a leaf than anything mechanical. Their only Holy
Function is to get me completely, totally lost, so it takes a long while before | find my
way to the foot of the Counting House steps.

L Fye2yS FTNRY (KS 1006Se &l g Y®eltBai KSNB (K
luckily, this is a sidstreet off a sidestreet, the kind of place where rone stops an
urchin and anyway, all the important people passing by are riding in closed eatriag

1 Command [Go NE]: Move Player to Counting House Steps. Tekinb the steps, one
at a time, trying to look serious.

0 Object Buildings

{ DescripionL 1 Qa I NAQEKINF WNWHS2FK828¢yNBESG Aa &z
even any lamps. By night itsgbably pitch dark.

f  Command [any interaction with Houses: QR 6 SGGSNJ 1 SSLJ Y& YAy
/ 2dzy GAY3 |1 2dzaSd LQY y2G F G2dNR&aGH

0 Object Counting House
A Descripon¢ KS aiGSLJA NB (2 (KS y2NIKSFad 27
A Command [Enter house, Climb steps]: Saa®Go NE

A Command [any interaction with Counting Housd]he Counting House itself is
up the stairs.

0 Object Parliment
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A Description Command [any interaction with Counting House]: Disallow, too
far away.

2. Counting House Steps

o Deription: The steps arwvide and flat, leading up between lines of pillars to the wide
brass doors of the Counting House. Either side stand two guards staring out like statues.

o Event [one turn after arriving in the location, when the player has not tried to enter
the Counting Hose:] Perform the entering the Counting House text for the first time
text.

o Command [Go DOWNNo turning back now. The Figure in Grey has got to be stopped.
o Command [Enter, North or Up from Counting House Steps]:

A Firsttime:¢ KS 3dzF NRQa @&eldSledhihionytd @Ss irf frort &
GKS R22NA® b20 fA1S L ¢2dZ RyQi ySSR {(KS,

We¢KAE O0dZAfRAY3I A& NBAGNROGSRXZ¢ GKS 7
Graria I NByQil FdziK2NRT SRd¢

Gt dzZA K 2-RF &= & 00K S NISyoRtyIRG Sadzp NR. Sit & A d
e 2dzd¢

ff GKSYZ

(0p))
ax
ax
M
™M=
—
[t

(0p))

GLQY KSNB 2y o0dzaA

azysS ¢s§

(0p))
(0p))

y
GLQY I FNFYAR 6SQR ySSR (2 a
G¢CKASTQa odzaAySaakKé RSYFyRa (KS asSoz

A Remaining timeso + SNRA F A Ol A 2 yemiads yoi Sheifspadd® & 3 dzt
stay crossed.

0 Object Buildings
A Same as object in the Street.
0 Object Counting House

A Description The Counting House is shaped like a big block of hard cheese, all
straight edges and smooth surfaces. Even the brass doors haVlewsyykister
GKIFIG YAIKEG 6S 32t R 2NJ YAIKG 0SS 2Afd ¢KS:H
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FYR ' RIFI 2F [20StI0SsY 4K2 LQY ljdzAadGS
the cogwheel over head like all the others.

A Command [enter Counting House]: Saras Counting House Steps Command
[Enter, North, or Up from Counting House Steps]

o NPC Guards

A Description The guards are dressed in full livery: bright red uniforms with
pendulums hanging from both shoulders, embroidered-tinlgs and kneéigh
black bootdipped with metal pointers. Each one carries a flat spear: the one
carried by the guard on the left is longer than the one carried by the guard on

the right.

A Commandltalk or ask about topic to GuardsRespond as below.

TOPIC 2w9bQ{ [Lb¢ RESPONSE
Entry G, 2dzQ@S 320G G2 |The guards look unimpressed.
0KS /I OGKSRNI f 0é|ad2 A K2dzi LINP2TF L
just as well be from the codighting
LIAGas f221Ay3 G2
G2y A3IKGPE
Business/Proof G2 KIFG a2N0 2F LIJTKS FANRG 3JdzZ NR
| ask. Aady Qi YdzOK 2F |y

al &az dzy OSNIF Ay
got something with them and just
aK2g Al®E

G2S R2y Qi dzadz f €
the second guard agrees.

CathedralChurch/Abb |[d L QY d&AV Yy S&aa T2N
ott/Archbishop/Abbey | tell them.

¢KS FTANRG 3Idz NR
GNBGIOKAY® 2 SQR
place if you could talk your way in,
g2dzf R 6SKE

w»
w»
puls

Figure in Grey aL y G2 FAYR

Gt f Syie B&E AMNBKS
second guard says. The first shoots
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Ay DNBezé¢ L of

dz

him an icy look.

Cook/Calvin/Drake/Hor
loge/Reloh/Covalt

L R2y Qi (KAY]

l.:.l

Difference Engine

A¢CKAA Ad 6KSNB

SATFSNBYOS 9y 3IaA

GCKAA Aa (GKDfFSt2d
t KAftALIZE GKS FAN
R2y Qi (1y2¢ oKI
LINPOFOof& R2YyQl K
1y26dé

G¢KS 1{AR R2Sa 1y
guard points out.

G2Stftx¢é GKS TFANHA
g2y Qi tS0G @2dz Ay

Counting House

az Kl GQasz(iéSyEI
ask.

The guards look baffled for a
Y2YSyGo® at 2t AGAC
FANRGD G/ 2dzy G Ay 3
second.

~

Clockwork G.dzi K2¢g R2Sa O/¢KS TFANRG 3IJdzr NR
GKS 1'60S@x I NBYy(
Saints A&Which are those saintsonthe |a ¢ KS &l YotOBY Q& - ¥

R22NKé¢ L Falo

pestersomeoneSt 4 SX ¢ (K
guard replies. The first rolls his eye
but says nothing.

Event [two turns after arriving in the Counting House steps when the
player has notried to Enter the Counting House]: Perform enter the

counting house action.

Event [random, every four turns while in Counting House Ste@e of

the following:

1 A carriage rattles along the cobbled street behind me.
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1 The guards stand as motionless as hioands; although one
seems to have an itch on his nose.

1 The sun shining off the brass doors of the Counting House is
almost blinding.

1 A few pigeons scatter between the pillars of the Counting House.

A Command [show WorkOrder to Guards]: Move Player intcaGa
Foyer.Text:

Gl 2¢ o02dzi GKAAKE L GNEBXZ LINRPRdAzOAY 3 {

The guards take one look at the seal and look deeply unimpressed. |

adzZLJL2asS L glayQd 3I2Ay3 G2 F22t GKS 3
ALISI NB dzy ONR A& | YRNHNKESIH FAANS VIO d AR & ¢
the doors for me and | go inside.

Probably neither of them can read.

3. Grand Foyer
o Degription: The hall is wide and lofty and filled with stars that shine from the sparkling
ONI} a4 FAGOGAYIaAD LOAXKSE A PSS 25 NS NREgE G NIO i A
marble and a soft hazy smell. This is the foyer and it has nothing in it at all apart from
two enormous staircase curving upwards to the west and the east.

To the north a pair of doors of beveled glass are fitlgdbroken fragments of
light and clockwork. To the south is a large oak desk and the bronze doors back
onto the street.

o Command [south from Grand Foyer]: Disallov2 G Kl y1a® LQ@S 320 LI a
2y 083y (KSNBQa y2 NBlI&az2y (2 GNE AG FIFLAYOD

o Commandnorth from Grand Foyer]: Check if Duchess Seen.
A If true,
1 Move Player into Main Platform

9 1slip through the glass doors, between the first blocks of the enormous
machine and up onto the central platform.
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A Otherwise, disallow.

f Firsttime:My hand freezesonthedodt I y Rt S & L 2@SNKSI N
G2A0Sd® a¢KS YIOKAYS g2N] & ljdzA Ot & o¢
make out two figures on the other side, their bodies stretched and bent
by the warps in the glass.

f SecondtimeL R 2 Yy Q iget éaligiftéand é2n if the two women
0SKAYR (KS R22NJ R2yQi 4SS YS (KSe&QR
inside.

o Command [up from Grand FoyefVhich way? East or west?
o Object East Stairs
A Description: of both East Stairs and West Stairs.

9 First staircasalescriptiort Marble steps one after the other, all thickly
carpeted with a deep patterned carpet. | thought the Cathedral was
lavishly decorated then this place is just extravagant!

9 Second staircase descriptionThese stairs are the exact double of
the others.

A Command [climb East Stairs]: Move Player into Eastern Stairs.
1 My feet barely make a sound on the stairs.

0 Object West Stairs
A Description see East Stairs object.

A Command [climb West Stairs]: Move PlayetdarWestern StairsSame text as
for East Stairs.

0 Object Desk STANDARD TABLE OBJECT

A Description A sturdy oak table, probably made from the timbers of a sunken
Spanish ship or somethingf. not empty]On the table iglist of things on the
table][end if].

A NOTE:Objectsonthe tabled K2 dzf Ry Qi aK2¢ dzLJ RANBOGE & A
description.
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0 Object LeatherFolder

A Description! £ SI GKSNJ F2f RSNJ O2y it AyAy3 | T8¢
Parliamentary seal of a spiked wheel.

A Command [take Folder]: Allow, movEolder into Player Inventory.
A Location: On Desk in Grand Foyer
A Command Ppen/ Look inside/read Folder]:

Inside are a few documents stamped with Parliamentséals.y G KS ! 6aSy O0S
his Lordship the honourable and worthy minister etc etc. Raffles dufilyteing

on the Main for cog and country, her Ladyship the honourable and austere etc

etc Duchess has been sanctioned to undertake War Office administrative
NEBalLRyairoAftAGASad 2SS K2LIJS yR LINI& F2NJ |

The next sheet has a hanttitten note attachedtt v dzZS&a G A 2y a | LILINE @SR
dzy dza dzI £ K t 2 f A Bén€uthfthiatds a ¥heeil df mimkieS:Rnkist be an
accounts list or something.

0 Object North Doors
0 Description Check if Duchess Seen.

A If true: Beyond the glass doors is the complex and intricate machine, its pinions
bent by the warped glass into meaningless shapes.

A Otherwise:In front of the machine | can make out two ladies, one short and
dark-haired wearing a long white gown, the other elegathin and dressed up
like a princess at a ball.

A Command [enter or open North DoorsBame as going north.
0 Object South Doors

A Description The large brass doors are padded on this side with thick red
leather.

A Command [enter or open South Doorskame agjoing south.

4. Eastern Stairs
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o Descriptions: for Eastern Stairs and Western stairs. Underlines indicate words which
vary depending on which staircase is which. They are written below to assume East is
visited first.

A First location @scription: The grand stircase sweeps out sideways and up like
GKS KSY 2F | RIFEyOAy3a RIneh@st head@ara @ L O2
to the west, or cling to the rail like a windswept sailor.

A Second descriptionThis staircase is the exact mirror of the other: | almost
expect to see another Wren standing and waving across the hallway teasie
| could go up to tha@ortheast

o Command [up from Eastern Stairs]: Move player into Eastern Landing.

o Command [down from Eastern Stairs]: Move player into Grand Foyer. Tlesstioop
back down to the Foyer.

o Object Stairs

A Description The stairs are thickly carpeted, presumably to cut down on the
terrible noise of one or two people going up or down should anyone ever enter
this building at all.

A Command [climb East Stairsfame agoing up
5. Western Stairs
o Dexription: see Eastern Stairs object.
o Command [up from Western Stairs]: Move player into Western Landing.

o Command [down from Western Stairs]: Move player into Grand Foyer. Teaine as
down from Eastern Stairs.

o Object Stairs
A Description Same as stairs in Eastern Stairs location.
A Command [climb West StairsBame as going up.
6. Eastern Landing

o Descriptions: for Eastern Landing and Western Landing.
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A First cescription: At the top of the stairs is a grand and silent hallwig
someone took the whole of the Abbey and chucked out all the candles, icons,
wax, grease, soot, echoes and mothballs. | feel dirty just breathing the air.

It continues north. Doors of frosted glass line up on either side, but all are
closed.

A Second desription: This landing is the same as the other one: a wide corridor
lined by closed doors, heading north away from the stairs.

o Command [go southwest or down from Eastern Landing]: Check Calculatrix Chasing.
A If not true, move player into Eastern Stairs.

A If true however, disallow. TextRight into the arms of the guards? That
g2dzf Ry QilcloySR OISASIINIT NR dzy R KSNB gl AlGAy3

o Event [every 5 turns while in Eastern Landing]:
A Check Calculatrix Chasing. If true, do nothing.

A Otherwise,Check Global Anxiety Counter (see first page of this chapter
design).

A Perform the flavor text associated with the given state, and increase the
counter by one, unless Counter=10, in which case, set Counter to 1.

o Object Stairs
A Description Check Calculatrix Chasing.

9 If not true: The stairs lead down, a kind of waterfall of rich carpet and
gleaming marble.

1 Iftrue:! RR a3dzr NRaé¢ | a adgexeGlardsard 2 NJ (KA &
racing up the stairs, in almost total silence because of the thigleta

A Command [descend Stairspame ago down.
o0 Object Doors

A The doors are a background object in the all the hallways. They have
different descriptions, but the same response to open/enter.
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A Description The doors have labels: Office of Paradox, Buaahetorical
Simplification, Archive of Unanswerable Queries, Department of Departmental
LEt20FGA2y ySEG (2 GKS 5SLINIYSyid 2F wS

A Command [open or enter Doors]: Disallon. OF y Qi 4SS 4K2S@SNDa
wanting to help me.

7. Western Landing
o Dexription: see Eastern Landing object

o Command [go southeast or down from Western Landin§ame as going down
from Eastern Landing
o Event [every 5 turns while in Western Landing]: (Same as Eastern Landing)

A Check Calculatrix Chasing. If true, do nothing.

A Otherwise, Check Global Anxiety Counter (see first page of this chapter
design).

A Perform the flavor text associated with the given state, and increase the
counter by one, unless Counter=10, in which caset Counter to 1.

o0 Object Stairs
A Description Same as stairs in Eastern Landing

A Command [descend Stairs]: Same behaviour as stairs in Eastern Landing.

o Object Doors

A Description The doors have labels: Governor of Logic, Prime Roster,
Department of Concepal Multiplication, Department of Efficiency and
LYSSNAAY IS . dz2NEIFNBE YR 9ELISyasSax

A Command [open or enter DoorsBame as doors in Eastern Landing.
8. Eastern Hall

o Description: The descriptions below cover the Eastern Hall and Western Hall
locations.Underlines indicates variation depending on which location takes
which position.
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A First cescription: The hall continues, soundless and empty. It curves a little
here, fromsouthto northwest Of the doors lining either side one stands out to
the west¢ instead of the usual white wootld- y St t Ay 3z A0Qa | 06 NJI 2
Parliamentary cogwheels worked into the mesh.

A Second descriptionThis hall is the same as on the other side of the building:
curving fromsouthto northeast with a brass grille set into treastwall.
Labelled doors line either wall, all closed.

o Event [every 5 turns while in Eastern Hall]: (Same as previous)
A Check Calculatrix Chasing. If true, do nothing.

A Otherwise, Check Global Anxiety Counter (see first page of this chapter
design).

A Perform the flavor text associated with the given state, and increase the
counter by one, unless Counter=10, in which case, set Counter to 1.

o Command [go West from Eastern Hall]: Check Calculatrix Chasing.

A If Calculatrix Chasing = True: Disallow. Téxtt good trying to hide on the
balcony- | need to get out of here!

A Move Player into Western Balcony. Text:

9 First time:| stride through the brass grille and then have to catch myself
from falling, because beyond it is hothing but a short balcony and a long
drop.

1 Other times:I go out onto the balcony over the Engine.

0 Object Grille

A Description Through the grille comes the quiet murmur of gears and levers, like
the sound of the woodworm munching through the rafters of your bedroom

Ff 22N I ( dogrlleadng dntola énfaliibaltony on the inside of the
building.

A Command [open or enter Grille]: Same as Eastern Hall Command [go West
from Eastern Hall]

o Object Doors
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A Description The doors have labels: Geographic to Semantic Mapping, Future
Dating, Offte of Deliberate and Indeliberate Misinformation, Catering and
Festivities.

A Command [open or enter DoorsBame as previous.
9. Western Hall
o0 Degription: See Eastern Hall
o Event[every 5 turns while in Western Hall]: (Same as previous)

A Check Calculatrixt@sing. If true, do nothing.

A Otherwise, Check Global Anxiety Counter (see first page of this chapter
design).

A Perform the flavor text associated with the given state, and increase the
counter by one, unless Counter=10, in which case, set Counter to 1.

o Command [go East from Western Hall]: Same as going west from the Eastern
Hall.

o Object Grille

A Description Same as previous grille object.

A Command [open or enter Grille]: Same as Western Hall Command [go East
from Western Hall]

o Object Doors

A Description The doors have labels: Department of Communications, Office of
Lubrication, Translation Retranslatiorn; Obfuscation, Secretarial Pool and
Showers.

A Command [open or enter DoorsBame as previous.
10.Long Hall
o Degription:

¢CKS KIffgle O2yiGAydzSa KSNB>X adz2dzikgSad
forwards and someone is pulling the carpet back underneath me. If | took down all
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7 P ~

GKS flroSta 2FF (K R22NA KSNB FyR &6 LILISR
ever find heir own room again.

If Calculatrix Chasing is true, apperidxcept for whoever it was that left their office
door open, to the east. Perhaps they were scared by the sound of the guards,
converging on me from both sides!

o NOTE: The Open Door objg2 Say Qi F LIISF NI dzyGAf GKS /£ Od:
o Command [go East from Long Hall]: Check Calculatrix Chasing.
A If false, disallow printing usual refusal message.

A Otherwise Move Player into OfficeTextL 6 Q& & 3I22R | LI LYy I &
through into an office and slam the door behind.

0 Event[every 5 turns while in Long Hall]: (Same event as previously).
A Check Calculatrix Chasing. If true, do nothing.

A Otherwise, Check Global Anxiety Counter (see first page of this chapter
design).

A Perform the flaor text associated with the given state, and increase the
counter by one, unless Counter=10, in which case, set Counter to 1.

o Object Doors

-

A Description The doors have labels: Office of Indexing, Department of
Information Intersection, Department ¢frophecy Management and Suitable
Doubt, Minister for Consolidation.

A Command [open or enter DoorsBame as before.

0 Object Open Door

A Descripion¢ KS R22NRa fl1r oSt Aa KARRSY o
all that matters. That and the office beyd is empty.

(s}
(@
o
N

Q)¢
(V)

A Command [open or enter Open Doorjame as going East.
A NOTEInitially not in Long Hall, moved in by Calculatrix Chase Event.

11.Eastern Balcony
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o Dexriptions for Eastern Balcony and Western Balcony. Underlines indicate variation
depending onwhich location appears first.

I oA A 4 oA

A FirstdescriptionL QY GSSGSNAy3 2y | GAyeée ol fO2ye
20SNJ I aStk 2F YIOKAYSNER® /2338 AGKAY O2:
2 KAOK Aa ¢Ké LQ@S 320 VYeéleigv@E NI A LA K22

There is a ladder for going down to ground level from here. And looking across
the open space of the Counting House, | cangekcourseg another identical
balcony on the other side.

A Second descriptionThis balcony is the same as fiirst one. A ladder leads

down to the thrashing machinery that froths and spits like a tureen of metal
soup. Pea soup, because of the green light coming through the dome overhead.

o0 NOTE: At first, the Calculatrix and Duchess are visible from both balcoaidsough
they are, of course, too distant to interact with.

o Event [first turn while in EasterfWestern Balcony]:The following threeturn event is
visible from either balcony. Should the player leave the balcony, the scene will

G LI dza S ¢

I YR 9y setiirh.y dz28 6 KSYy

A First, check Duchess Seen. If true (that is, this scene has already been played),
then do nothing.

A Otherwise:

1

In the middle of the machine below is a wide circular platform, on which
two women are in deep discussion, their voices echtiingugh the
domed hall.

z

Glye ARSIK 1ye FG FftKé GKS dGrit s2Y
GCADPS RAIAGAZE NBLIASE (KS 20KSNEZ ayl
LlJdza K F LI ANJ 2F aLISOGI Ot Sa ol O1 dzLJ KS
have an actor and an action,andedctda | FA PGS RAIAG ydzyo S
a2NI 2F adzy ¢S R2X¢

G126 RAGAYSHE NBYIFIN)J & GKS GlrHtt g2YFy

dvdzAi 18S2¢ (GKS 20KSNJ NBLX ASao

o Event [second turn while in Eastefwestern Balcony]:
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A First, check Duchess Seen. If true (that is, this scene has already beerdplaye
then do nothing.

A Otherwise:
1 The shorter woman is indicating an elaborate steel abacus by her elbow.
G¢KS ydzYoSNBA NS SYGSNBR KSNBX | yR
ool 3SQa 2NARIAYLFE gl a FTNBS (2 0SS dz
the Governmentsg dzSa G SNBER GKS YI OKAYySX¢é

D¢ N

G, 2dz KIF@S | O2LkR 2F (GKS {(SekKé¢ GKS Gt
FLEYAEALFNI TNRBY a2YS6KSNBZ odzi L OF yQi

Gh¥ O02dzNBS L R2HE ¢KS aK2NISNI g2YL Yy
ribbon around her neck. It is made of a brilliaatirmaterial that
AL Ny fSa Ay GKS fAIKGD al2g StasS 02 d

G/ 1t OdzA F GNRE t N AaAGAYlI ¢ GKS GlrHtft g2Y
Y& GKNBS ljdzSadazyakK 21 a AdG OF LI of SK¢

o Event fhird turn while in EasteriWestern Balcony]:

A First, cleck Duchess Seen. If true (that is, this scene has already been played),
then do nothing.

A Otherwise:

9 ¢KS /I fOdA I GNRAE o
2yS8048 a2 OSNEXE {

St2¢g Aad Y2RRAYy3Id alL
KS aKATGAZ 616 NRf
dbSPSNI YA yidd wantan réples with $u&den fierceness.

CKIFIiQa ¢6KSYy L LXIFOS KSNY¥Y (KS 5dz0KSaa
Parliament, who gained the place after her husband disappeared along

GAGK KAa o02F0G 2y GKS {LIYyAaK aliAyod {
always semed quite kind.

G ff LQY GNBAY3 (2 SELXIFAYyZé GKS /¢
GKIFIG wStladA@GAGE Aa KIENR G2 F2NyxdzZ FdGS
answers may only be the projection of the truth onto the space of the

9y IAYSdE

The Duchess B+ Ay 3 | KFyRFdzZ 2F avltf OFNR
' yasgSNBRKE
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G¢NHSE 8S4as¢é GKS /It OdzAF GNRE | yasgSNE
LIS NK | LJa X ¢

The two women walk away towards the glass doors, still in
conversation.

A Set Duchess Seen to true. Move DesB and Calculatrix out of Main Platform.
o Command [go Down]:

9 if Duchess Seeis true: Move Player into Inside the Engin@ext:The
ladder might be thin, but unlike the one to where I sleep its solid metal
FYR R2Say Qi -REFR{ A QMmshR2 &F GBWI |

{ If Calculatrix Chasing is true: disallow.K SNBX Qa 2y S 3Jdz2 NR € S
GKSNB® a2NB GKIFIYy | YFGOK F2NJ YS AT L

1 Otherwise,disallow. Text:If | move, the two women would surely see
me.

o Command [go east]t slip back through the grille door.

0 Object Balcony Ladder

A Description The balcony juts out over the workings of the Engine, perhaps the
provide technicians with a view for repair®r perhaps just to try and decipher
how it works. A thin ladder leads down from one edge to ground level.

A Command [descend Balconygame as going Down.

o0 Object Roof

A Description Overhead, a dome of iron girders and pale green glass. With the
movement below, it makes the whole room feel the way | imagine the ocean to
be.

A Command [any interactio] The dome i$ar out of reach.
o0 Object Engine
A Description The Engine is a neat cube of springs, levers and vertical rods laced

GAGK O23ax IYyR dzytA1S Fye 2F GKS Of 201 a
symmetric way. Each part looks the same as the parts beside it (and all the bits
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insidelook the samedgA y = 2yf & avYlff SND-dysthldleda € A1 S
up, and only the platforms and scaffolds that weave around inside break it up at
all.

A Command [touch or turn on Engine]The Engine is a good way below me at the
foot of the thin ladder.

A Command [enter Engine]Same as going Down from balcony.
o Object Grille
A Description The grille leads back to the corridor.
A Command [open or enter Grille[same as going east.
12.Western Balcony
o Dexription: See Eastern Balcony for description
o Event: Samevent as plays in the Eastern Balcony.
o Command [go Down]: (Same as for Eastern Balcony)

9 if Duchess Seeis true: Move Player into Inside the Engin@ext:The
ladder might be thin, but unlike the one to where | sleep its solid metal
FYR R2SayQriver BREFROPEAQB R24Yy AY I Ffl a

9 Otherwise,disallow. Text:If | move, the two women would surely see
me.

o Command [gawvest]: | slip back through the grille door.
o Object Balcony
1 Same as Balcony object in Eastern Balcony.
o0 Object Roof
A Same as roof ifEastern Balcony
o0 Object Engine

1 Same as Engine object in Eastern Balcony
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o Object Grille
A Same as Grille in Eastern Balcony

A Except entering it is the same as going west.

13.In the Engine

o Degription:L QY adlyRAY3I Ay GKS YARRDSpnRMresii KS Sy 3,
All around are straight brass strands with cogs for branches and tiny teeth for needles
GKFG oNHzaK F3FrAyad GK2asS 2F GKSANI ySAIAKO 2 dzh
breezeg shivers start from the main platform to the situand across to the ladders
east and west.

On top of each brass spine is a small golden dial fitted with a pointer no thicker than a
hair.

0 Object Roof
A Description Same as above
o Object Engine
A Description Check Calculatrix Chasing.

9 If not true: TheEngine is made of blocks, each a thicket of spindles lined
with a stack of cogs, able to turn together or independently. A single
breath of movement flits around the machine from one cog to another
like there was a bee trapped in the workings: one momeniry feet
and suddenly back over at the platform.

And if Covalt thinks this machine can tell me where | can find the
Figure in Grey, then | guess it can.

 Otherwise:The machine moves like a cdiirld in a thunderstorm. It
seems like every cog is turnirapd each spine is clunking up and down,
OKIy3aAay3a GKS gl & GKS& AYyUSNIIOSR® Li
AGasStT t22as8S G Fyeée YAydaZiSe L R2yQi
when it does.
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A Command [touch or turn on Engine]:run my fingers along @nof the spindles
CiKSYy aylriadoOK GKSY 06101 0ST2NB (KSe@QNB af

0 Object West Ladder
A Description A thin ladder leads up to the balcony overhead.

A Command [climb West Ladder]Move Player into Western Balconyfext:L QY
quickly back up above the machine.

o0 Object East Ladder
A Same as West ladder.
o Object Dials
A Description Check Ruby Key Taken
9 If true: Every spindle is topped by a tiny dial.

9 If false: Move Ruby Key into In the Engine. Describe the dialsery
spindle is topped by a tiny dial, marked withytinumbers 0 to 9, along
with a question mark, an exclamation mark and an ampersand.

Sticking from one dial is a ruigyass key.

A Command [turnorsetDials]L Q@S y2 ARSI gKIi (KS& R2:
GKSY LQR yYSOSN] 68 | odredetbeforeNBYSYOSNI K26

0 Object Ruby Key

A Description A small key of bloodoloured glass. It seems pretty fragile, but
then | could probably break the engine if | sneezed on it.

A NOTE: Initially not located in In the Engine. Moved in by examining the Dials.

A Command [take Ruby KeyMove Ruby Key into Player Inventory. Set Ruby
Key Taken to Truelext:| reach over the pluck the key from the machine.

14.Main Platform

o Command [North/South/East/West during Calculatrix Chasing when player is not
carrying PunciCard:]L QY y 284 32Ay3 | ye@gKSNBE GAff L IS
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Without that, then all this might as well have been greasing the wheels of the Ocean for
0KS 322R AGQff R2 YSo

o Degription: A circular platform deep in the heart of the Engine, but thé/anechanism
Aa F aAy3atsS tSOSN® LGQa lFo2dzi £ NAS GKS aa
I K2NAS® ¢KSNBQa Ifaz2 | LSRSaidlrt RSIFIR OSyidn
on top. Next to that machine is a small box full of grey paletsh

To east and west thin catwalks lead towards panels fitted with controls. | could also go
back north, or south towards the glass doors of the Foyer.

0 Object Roof

A Description Same as before.
0 Object Engine

A Description: same as before (in In TEmgine)
0 Object:Box of Pamphlets

A Description:Move Pamphlet to Player. Texfhe box is full of grey
papers stamped with a Parliamentary seal. On the top of each one is
GNRGGSY a{ ¢ wlL /J[i€first timé] IGakesoDeboafend f] € @

A Command [takebox]:
f LT &2dz KFgSy Qi ¢ 1Sy GKS LI YLKt S

 IfyouhaveL R2y Qi 4l yid lyeé Y2NB 2F GKS
enough.

0 Object:Pamphlet

A NOTEThis is not in the location. The player obtains it by
taking/examining the Box of Pamphlets

A Description:
aviL/Y {}aa!'!w hC ¢19 9{{9b¢L!'[ b} a9wlL/!

LiQa | LINY OGAOFf KIFIyR2dzizX LINBadzYrofeée T2
aSyasSy alidAyiSaaSyuaAalf ydzySNta@iés> Gl R2dz
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RSGSNXAYAAGAO Y2RA TanSriN&gerdettdr 8 @t8b@S NE |
labeled BASIC. Like the Commandments printed on the back of an Abbey Moral
Text, this is the bit people actually use. It reads:

1 2 3 4 5
1 powerful wanting gold breaking universe
2 far past generous above going giving
3 dilluted past planning flying trying
4 fire cruel hoping present below
5 man air wise organic near future
6 emptyness woman far future aether cloudy
7 location randomness foolish animal earth
8 opening city water orderliness plant
9 getting loosing being world saintliness
"In detail,” the pamphlet continues, "the actions are described as following thus:"
1 2 3 4 5
1 What wants cost to break Everything?
2 When was much rise To go Money?
3 How yesterday is planning To steal Ambition?
4 Why wicked hope today Nothing?
5 Who will chose To grow Next?
6 Which give Next year To vanish Rain?
7 Where anyone ruin To eat Property?
8 Wwill in St. Phillip wash To build Food?
9 Can lost live To own Immortality?

o Object FoyerDoors

A Description:The glass doors to the south lead through the Foyer.

A Command [enter or opendyer Doors]: Check if Calculatrix is in the location

1

)l
1

If true, disallow.Text:¢ KSNBEQa y2 gl & LI ad GKS
guards.

Check Punch card conditianentioned above.

Otherwise, Move Player into Grand Foyer

0 Object Platform
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A Description:The platform seems to be very slightly sprung. Something to do
with the lever, no doubt.

o Command [Jump, while on the platforrt The platform bounces underfoot.

o Object Printer/ Device / Typewriter

A DescriptionL 1 Q&4 y20 1ljdZAGS tA1S wSf2KQa 6NXGSN
for cards to come out. It must be connected to the Engine by something in the
pedestal.

A Command [any interaction with Printer]: Disallow 2 6 SGSNJ Al 62N} &<
2F GKS 9y3IAYS FyR L OSNIFAYEe R2yQd 1y2

0 Object Clutch

A Description:To quote the Abbott, this lever might be big enough to move the
whole World. At any rate, if it can power every cog of the Engine then it beust
holding back a lot of force.

A Command [pull or puch Clutch]: Check ActionControl Ready and ActorControl
Ready

9 If both are Ready=TrueSet Calculatrix Chasing=True. Move Open Door
object into Long Hall room.

0o Text2 AGK Fff GKS &adNBy3aGdK LQ@S 32
bell-towers and ladders and all the rest, | heave back on the
lever. Things begin to turn. The platform drops a little lower.
Cogs and spindles on all sides start to whip up into a frenzy, the
modSYSyid &LINBFRAY3I ONR&aa |ff | NP
over an ant hill.

And then the noise begins.
0 Begin Calculatrix Chase Event.

0 NOTE: This command turns on the machine, and initiates the
big complex chase sequence. That sequence is contained i
the Calculatrix object below.

9 If the player has operated one of the Actor/Action controls, disallow
withtext L R2y QU 1y26® LQY y2d a4 €€ &dzN
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enough. Time only happens once, as Horloge likes to say, although the
Abbott says everything will repeat, just like Klorkwerk. Either wagr
nowatleasgL QY 2yfeé 3JI2Ay3 (2 3ISG 2yS aKkz2i

9 Otherwise, disallow.| ought to get some idea of how this machine
works before | turn it on.

0 Object Duchess
A Description:
9 FromGrand Foyet: OF y Qi aS8S | 20 GKNRdIdzAK (K
9 Otherwiseehy S (KAy3IQa &dz2NBY aKSQa | o6Slt dzi.
like fresh oil, cheekbones arched like pinions arms. She could be the

Goddess of Klockwerk brought to life if the Chuatlbwed such a
ridiculous idea outside of the Newtonmass stories of children.

>\

Visible from East Balcony, West Balcony, and Grand Foyer

>

NOTE:The Duchess object is in the platfordespite never being here when
the Player arrivesgeeing the scene with hdn either of the Balconies moves
her out).

A Seen = false (initial value, change by witnessing the cut scene from the
Balconies)

A Command [any interaction with Duchesdf.she or anyone else found me here,
0KS2QR KIF@S YS a1l AyYySR tohyildadwhidiggO2y R YR
machine.

o0 Object Calculatrix

A Description: Check Self Chasing

9 If Sef Chasing = Falsand in Grand Foyel. OF y Qi aSS I 20
bubbled glass.

9 If Sef Chasing = Falsend not in Grand FoyeiThe Calculatrix is short
FYR aljdzt 6 6AGK | Ft2L) 2F ONRoYy KI A
heard the monks mutter that it takes a certain kind of woman to work
clockwork¢ g KI i G KS& YSIyX L R2yQli 1y26X 0

Copyright © 2014 Textfyre, Inc.z All Rights Reserved. Page208



Klockwerk z Episode |

awkwardlooking womammust have it since she tends one of the most
important machines in the world.

§ Otherwise:{ KSQ&4 6KAGS 6A0GK FTdzZNBEod® hy SAGKS
bristling with rage and anger.

A Visible from East Balcony, West Balcony, and Grand Foyer

A NOTE:The Calculatsi object is in the platformdespite not being here when
the Player arrivesgeeing the scene with her in either of the Balconies moves
her out). She later returns, during the Calculatrix Chasing scene.

A Chasing = false (initial value, change by turningtba Engine using the Clutch)

A Command [any interaction with CalculatrixFhe less | have to do witker the
better.

A Chase Eventdne turn after activating theClutch in Main Platform]The doors
Fte 2LSyo {iFyRAYy3 0SG6SSy GKSY Aa GKS |
AKS gl Afax odzi GKS 9y3aAyS R2SayQid tAads
YIOKAYS 2y GKS LISRSadGrkft gKATIT S& dzLdJ Ay (2
answer to myguestion.Move Calculatrix into Main PlatformMove PunchCard
to the pedestal.

A Chase Eventvo turns following activating Clutch]:Calculatrix Pristina has
0SSy 22AYSR o0& (g2 3Fdad NRad® a{d2L) 0KIGdpd
push forwards. Tim& get out of here!

If the player has not taken the PunchCard, perform taking the PunchCard.

A Chase Eventtliiree turnsfollowing activating Clutch]: Check Player
location.

1 If Player location = Main Platform

o The player is caught.

0 Text¢ KI 6 Qa YA OPYEADYt ES{INBY I & 2dxQ
odzi 6KIFG L akKz2dzZ R KIS o6SSy (K
too late. The guards have flanked me. There are spears
SOSNEGKSNBEP® 2 ARRSNEKAYAH ¢KSNB
one!
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o0 Move the player, Calculatrix and guards to the Caught
location.

 Otherwise:da DS KAYZX @2dz ARA20HE¢ &ljdzSI f
the pedestal now, maybe not certain whether to ask it who | am
2NJ G2 GNB FYyR 6SIHG Ad 2dzi 2F YSo
CKSeQNB LAfAY3I Ayildz2z (GKS 9y3aAYySsI K

A (hase Eventfpur turns following activating Clutch]: Check Player
location.

1 If Player location = In the Engin&ast Platform or West
Platform: Run the Caught Event as before.

 Otherwise:d .  O1 GUKA& 6FeH ¢KS adl ANBRHE
TheguardspiS o6 O1 GKNRdzZAK GKS 9y3IAySy
FSg Y2YSyida LQY 3J2Ay3a (2 o6S Fily]

1 Move Calculatrix into Grand Foyer.

A Chase Evenffifth turn following activating Clutch]:I can hear guards
approaching on both sides. Quickly, Wréndzi G AYSQa GAO]AYy3IF

A Chase Eventsjxth turn following activating Clutch]: Check Player
location.

1 If Player Locations not the Long Hallway: Caught event.

{ Otherwise:l can hear them on both sides! The purdt NRQ&a Ay Y
KFyRX &2 (GKSNBW®Rafhe®Rd G2 06S | g1t &
A Chase Eventseventhturn following activating Clutch]: Quickly,
j dzA O1 t & X

A Chase Eventgighth turn following activating Clutch]: Check Player
location.

1 If Player Location = Offic&.he guards are right outside the door.
LQY KvklifiRder®; time to put some distance between us!
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1 Otherwise:Caught Event

A Chase Eventinth turn following activating Clutch]: Check Player
location.

1 If Player Location = Offic&€aught Event.
0 Object PunchCard

A Description

1 If Calculatrix Chasingistrue:G Qa | &Sftf2¢g NBOGIy3at S
are a series of holes. Morethanthat. R2y Qi KI @S GAYS

9 If location = CaughtThe card is just a series of punched holes, like

waterbiscuits after the mice have gtz G KSY® LG R2Say Qi

anything!
9 (Should be no other possible cases.)

A Command [taking PunchCard from the pedestadljvhip the card out of the
typing machineMove PunchCard into Player inventory.

A NOTE: Originally not in Main Platform. Moveditomatically into Player
inventory by Calculatrix Chase Event

A Command [Give PunchCard to Calculatrix when the location is Cau§iktjp
and perform to Caught event no. 4.

15. Caught

o DescriptonL QY & dzNNR dzy RSR® CA @GS 3 dz theRBarpg A G K T
SYR 2F Iff (GKSY® hyte GKS /FtOdz F iNRE A
SeSaod L R2y Qi &aSS Fye gle 2dzi 2F GKAaA

0o Note:¢ KA& AayQid NBFffte | t20FGA2Y | &

o Event: Plays each tarafter arriving in Caught

a dzOK 3

A 1.4l yR A0 20SNEé¢ aKS INRgfaod ¢KS 3Idz
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A

220DA DS YS -GIKNR® LHKHDODKIYIAYS R2SayQi O:
GAGK2dzO LINBPLISN) al yOUA2YyAYy3IHE {KSQa |

34, 2dzvé { KESyaEPBINLIA G 2yIS PF KSNI YSyod L
my arm up behind my back, higher and highevr it Qa y 2 0 KAy 3 &2 NE
Calvin does every day but it still makes my fingers open with thegain

YR GKFOQa AGX LQZS RNRBLIISR GKS OF NR

4:The Calculatrix snatcheigl) 4§ KS OF NRX YR (KSyYy TNR
YSIFYyKeé aKS RSYlFYyRao { 2YShoRrwohthet KSQa N
OF NR® dancH hiR tflFIOSs 5201ftlyRad 2KI
5h KX IS0 GKA&a OKAfR 2dzi 2F KSNBHé¢ i
machine, of 2 dzZNB S® DdzZl NRaK 5dzyYLl) G4 KIFGX GKI G
L RARYQUO S@Sy 1y2¢6 Y& ySOl KFR I &ON.
AN} 066SR YS o6& Ad® LQY RNIIIASR {1 AO1AY
beautiful carpet into an empty office. Are they going to murder me?

Ore guard opens a window and then the other raises me up like a
counterweight and tosses me outside.

| land on a pile of junk. Pick myself up and shake myself down. Time for
some answers. Am | still alive? Definitely. How do | feel? Proud. Where is
the Figue? 462 Old Place, Docklands.

CKSNBEQa y2 (AYS (2 &avagshb®HdcK2yERBE & daf
GAYS (2 3SG Y20Ay3ad . SOlFdzaS AT L R2Y
Perpetuum, neone will. Begin Chapter 8.

0 Object:Calculatrix

o Description:Shelooks crossed and pleased with herself, all at the same time.

o Command [Talk to her]:

A If Event number 4 has happened:
f aé¢ @2A0S Aa akKll1Ay3a gAGK FSINDP 0

Play event 5 directly.
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A Firsttime:d L X ¢
GLQY y2i KSRRBFIGZéYHKS OKADdzZ | GNRE 3
A Othertimes:L R tigk@he wants to talk to me.

o Object:Guards

o Description:Five spears are saying hello, like a cog was turned inside out.
o Command[tak]¢ KS& | NBy Qi 3I2Ay3 G2 tAadSy (2

o Command [push, attacklt KS&@ QNB ljdzAGS | oaésé o6AIISNI
spears look sharp enough to cut any bravery | might have in half.

15. East Platform

o Descriptions provided for East and West Platforms. Written assuming East is
encountered first. Underline indicates necessary variations depending on the order
encountered.

A First: This is a small platform to treastof the central dais. It surrounded on
most sides by a brass rail, hooked onto which is a steel abacus that in turn is
connected to the Engine by delicate silver chains like the spigéis of my
room after the rain has got in.

Hanging above the platform is a large wooden signboard.

SecondThis platform is the mirreimage of the one to theast except that the
words on the painted signboard above the abacus are different.

o0 Object Roof

A Same as before
o0 Object Engine

A Same as before

0 Object Platform

A Description:| get the impression that the platform was built underneath the
abacus rather than the abacus being built onto the platform.
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0 Object Action Display

9 First description:Susp@ded over the abacus is a pted board, a little
like the one they use for recording fieChnasta scores in the summer.
Painting across its surface is the following unlikely mesgpgat sign
board message]

9 Other times:The board readfprint sign board message]

A The Sign BoarMessageis read out from the following table, using the
ActionControl Number(eg. A number of 34512 readdow wicked chose to
ONBI {1 92y SeK¢

1 2 3 4 5
1 What wants cost to break Everything?
2 When was much rise To go Money?
3 How yesterday is planning To steal Ambition?
4  Why wicked hope today Nothing?
5 Who will chose To grow Next?
6 Which give Next year To vanish Rain?
7 Where anyone ruin To eat Property?
8 Wil in St. Phillip wash To build Food?
9 Can lost live To own Immortality?

A Command [ any interaction with Action Display]: Disallow &t Q& ¢ Sf f 2 dzi 2
reach.

o Object ActionControl

A Description:

A First time: The abacus is fitted with tiny gears for beads, that interlock and lace
with small teeth set into the frame. Fine chains ruonh the back and away into
the Engine, as well as up to the signboard overhead. If | remember my
Mathematik right the current number {gprint Self Numbe8 ® ¢ KSNBX Q& | f a2
keyhole right at the top of the abacus.

A Other times:The number of the abacus reaffsint self number]. At the
top of the abacus is a thin keyhole.

A Number = 32149 (initial value, can be set by Set action)
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A Locked = true (initial value, changed by Unlock action)
A Command [unlock ActionControl]: Check self Ledkand Ruby Key location.

9 If self Locked=false, disallovt KS | 6 Odza A& I f NBIF R& dzy
want to shatter the key by turning it too hard.

4

T LT GK
LOR Yy

S tftFreSNI R2SayQi KIFI@S (GKS wdz @
SSR a42YS (AYyR 2F (1Se&z &adaNBfeo
Y Otherwise, set self Locked to False.

0 Firsttime:The abacus emits a series of tiny clicks as | turn the
key: one by one, the gears are being released from the frame.
They spin, then spin back, as though stretching their muscles
ready for work.

0 Second tine: | unlock the abacus.

A Command [set or change ActionControl to NUMBER]: Check if self Locked and
self Ready

9 If self Ready=true, disallowL. Q@S 3I2G (GKAA LI NI a 32
get, | think.

9 If self Locked=true, disallow.

o0 Firsttime:Itrymovingd KS o0SFR&a 2y GKS I ol Odza
FANNYE& FAESR Ay LX I OSod {dNBfeée Iy
beads is as much use a clock where you have to move the
hands?

0 Othertimes:¢ KS 3ISIFNR 2y GKS o6l Odza ¢

1 Otherwise, if no NUMBER given, promplaier to enter a number to
Lidzi 2y GKS Fol OdAasz f.axfl GR SR 172 {
specify a number (the abacus has five rows, so the number should be
five digits long, | suppose).

T IfNUMBER is <11111 or >99999, disallow. The abacus can onlyehand
5 digit numbers.Text: The abacus has five rows exactly, one for each
digit.
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1 Otherwise, set self Number to NUMBER in command. Describe setting
the abacus the NUMBER and the beads of the abacus above you
clattering in turn, as the words change.

0 Firsttime: | set the gears carefully, one by one, trying not to
aylrL ye 2F GKS dAye GSSGK Ff2y13
fA1S GSFaAy3a I O2Y6 GKNRIAK (yz2di
practice at that.

0 Second timeand continuing times| set the gearsjuickly
and carefully

o Every time, appendWith a clatter, the words on the
signboard overhead change. Now they r¢pdnt sign
board message based on new number]

o If not the right number, append But [one of]l can feel this
isn't going to get my closeotknowing where to look for
the Figure[or]l don't need a machine to tell me this isn't
the question Covalt wanted me to ask[or]l want to know
where the Figure in Grey is going to finish up after his
ballooning, and | know this isn't going to help with
that.[or]it doesn't feel right[at random].

0 IfNUMBER is 7832% 78525 set self to ReadyAppend text:
a® KSINI aiAaLma F oSrae LGQa Yeé |d

16. West Platform
o Degription: See East Platform for description
o0 Object Roof
A Same as before
o Object Engine
A Sameas before
0 Object Platform

A Same as before
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0 Object Actor Display
A Descripton:a YS Fa ! OGA2y 5AaLidle F1o20Sd 9A0K
RSAONAOSRTE FNRY (KSy 2y 020K dzaS (G(KS a2

A The printed sign of the Actor Display depends on the Actor Control number,
and the sign below. (eg. An Actor number of 12345 would réad 2 ¢ S NJF dzt
DAGAY3I /[ FdziN2dza { GdzO1 / KAf Ré¢

1 2 3 4 5
1 Powerful Greedy Yellow hopeless Black
2 Ancient Giving Royal abandoned Green
3 Weak ol Cautious Soaring Honest
4 Inconstant Cruel Hopeful Stuck Digging
5 Man White Wise Dead Child
6 Sorrowful Woman Baby Vacant Grey
7 Homely Crazy Foolish Animal brown
8 Welcoming dirty Clean Benevolent nurturing
9 Childish despondent being blue saintly

A Command [ any interaction with Action Display]: Disallaag with the Actor
Display

o Object ActionControl

A Description:Same description as the Actor Control abacus. Either object can
print the first description, after thatpoint the other description is used. The
Actor Control number is, of course, unique to this abacus.

>\

Number = 16233 (initial value, can be set by Set action)

>\

Locked = true (initial value, changed by Unlock action)

>\

Command [unlock ActionControl]: Check sklficked and Ruby Key location.
9 If self Locked=false, disallavBame text as before.

T LF¥ G4KS tfF@8SNJR2SayQi KIFI@gS GKS wdz @
Same text as before.

9 Otherwise, set self Locked to Fals&lse text from before.
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A Command [set or chargActionControl to NUMBER]: Check if self Locked and
self Ready

1 If self Ready=true, disallowL 1 Qa y 204 3IAINBF G YI&o6Sz o6
6Sad LQY 3FI2Ay3a G2 YIyl3So

9 If self Locked=true, disallowSame text as before.

1 Otherwise, if no NUMBER given, promBtayer to enter a number to
LidzG 2y GKS ol Odzaz f .. Sant test fstheford. . ! / | {

T IfNUMBER is <11111 or >99999, disallow. The abacus can only handle
5 digit numbers.Same text as before.

9 Otherwise, set self Number to NUMBER in commaBdne text as
before.

o IfNUMBER is 14938 14966 set self Number to 14936 and
set self to ReadyAppendtext2 Sf f = AdGQa y20G 3INBI
LINPolofe a Oftz2asS a LQY 3I2Ay3 G2

16. Office

o Degription: This is a grey office, a lot like a monks cell. Whoever was in it probably
rushed out because of the guards clattering towards them. Either that or this is where
the Calculatrix herself works.

cz2z2fArAakKfes (KSeQ@S fSTO (KScoadlgoR26 HARS
o Command [go west}: DisallowNo chance. The guards are coming!

o Command [go east]: Stop Chase Event from occurring. Perform following cut
scene:

A No need to ask twice.

L agAy3a Ye fS3a dzLJ 2y (2 cyuk§straightt £ | YR
AyhG2 | LAES 2F NRGOAY3 FIENDBIFISH {2YS
AYFNI FyYyR L R2yQli aONBIlIYIX gKAOK YSIy

heads out and then disappear again.
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CKSY LQY dzLJz o NMzx&E¥ P9 VYRXSseRadNESB
taking a deep breath. | might have survived all that but the card in my

KFryR Aa 2yfteé 3F2Ay3 (2 ASYR YS a42YS4K
Figure, things could get pretty hairy pretty fast.

The card, in a neat cegalligraphic hand underneath the punchedt

holes, reads 462 Old Place, DOCKLANDS. Not the nicest part of the city.

cdzih LQ@S 320 G2 adG2L) GKS CA3IdzNBE aid St
YR GKIFIGQff 0SS a2 aywapsh@rOA {2 INRAKiE YRV
to get moving!

Move Player into Dank Alley anBegin Chapter 8

o Object Door

A Description That door leads back to the hall, which means it leads back to the
3dzZ- NRaX FyR GKS 3dz- NRaAaQ &LISINARS® {23 y2 |
but not for much longer.

A Command [ente Door}: Same as EXAMINE
o0 Object Window

A Descriptont KS gAYR2g 2@0SNIz2214a 2yS 2F (KS 3N
faintly filthy smell drifting in.

A Command [enter Window}: Same as Command [go east] from Office.
0 Object Furnishings
A Description Desk files, drawers. Nowhere decent to hide.

A Command [an interaction with Furnishings}: Disallo K SNB Q& y2 322R L
hide here. | need to get away!
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Chapter 11X z The Docklands

Map Drain North
(DOWN) Side
—
e N A — | Warehouse
River2 | | Dock Loading (DOWN) Front
(UP) Door
- J J J
_ | N l N [ | N ([ |
River 1 Ledge Storage | | Platform
— (UP)
N J J J Y
\
South
Side
/—Iﬁ
Dank
Alley
N
Rundown

¢CKS / KIFLWGSNI 6S3IAya oAGK &2dzNJ I NNAGIHE Ay (GKS 5
partofthecityR2 6y o6& G(GKS R201a 2F (KS wWAGOSNI ¢KeYSao

indicated on the punch card.

The front door is locked and resists all attempts to open it, as does the loading door on the
R201 @ | 26 SOSNE AT @& 2dz (h&ddyaln. Witthefuseloflal wienthi 2
F2dzyR 2y GKS b2NIK {ARS 2F (GKS g4I NBK2dzaS=>
come up for air twice in the process) and make your way through the drain.

Inside the warehouse, you find yourself imad room with large loading door at either end. To
open the southern door and get into the rest of the warehouse, you need to rig up a pulley by
tying a length of rope to the door, looping it over pipes in the north and south end of the room,
and hooking arate onto the free end. The pipes are high up, but there is a ladder here as well
that can be moved between the two and used to place the rope.
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With the crate hooked to the rope, the southern door is pulled up enough for you to slide
under. Thisputsydz 2y | LI FGF2NY Ay | Kdz2Ss O2YLJ S(iSt e
f SFRAY3 R2¢6y> o0dzi GKSEBQNB NAO{Siieé FyR &2dz R2Y

Using a series of controls on the platform, you turn on the gas jets that light the space. You
start backin terror, for standing below you are row upon row of featureless mechanical men, a
silent army, waiting in the warehouse.

The staircase is completely broken, but you can use the ladder from the previous room to get
down to the floor of the warehouse. Y&IEI YAY S 2y S 2F (GKS YS)/Z YR
ONREfALFY(d RSaA3Iy:I GKSNBQa y2 aLINAy3a (2 NR @S
heart should be, exactly the size of the Perpetuum.

G GKAAa Y2YSyidz @2 dzstheéBuré $ia ik fBridus andl seénicdn theS O @
verge of strangling you with his inhuman strength, but instead forces you to tell him where
82dzQ@S 02YS FTNRBYO® ¢ SNNATFASRS &2dz IFaL) 2dzi a/
pass out.

NOTES: Outsidemoms should have generic buildings scenery.
Design:

1. Dank Alley

o Degription: Tall brick walls either side are dripping with damp moss, crawling with rats,
filled with the smell of rotting fish. In the distance | can hear the hiss of the River and
after that the ends shouts of the dockhands who seem to work through the night like
machines.

At the end of this alley is a gaslight on the wall of a warehouse that gives out a tiny
patch of warmth.

o Event [first turn in Dank Alley]From somewhere far off the Cathedral bell is chiming
for Evensprung: clocks A Y RAY 3 YR RAYYSNI GAYS® b2d F2NI°
the empty warehouses and rusted scaffolds of the docklands. At leashe@ays any
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notice: the streets are fulls afrchins like me, dressed in rags like mine, sitting on street
corners collecting pennies for gesinine and sharpening. | wonder if they ever get to
eat.

I never realised how large the docks of the city were: but then if all the steel in St Philip

comesimeé o62F0G L adzall2asS AGQR ySSR G2 o6S tA1S
O2yirAYSNE AGAOLAY3 2dzi Ayid2 GKS NAGSNID L Q¢
6HayQi F2Ay3 (2 FAYR AG GKS S5AFFSNBYOS 9yIi

my nose to where the smell gets worse.

htR tfl OSd ¢KSNB IINByQi lyeé 20KSNJ 1ARa KSNE

and ghostly. | wish my clothes were more raggddQY g1 f {Ay 3 GgAGK Y@
over the Abbey seal. To be caught here by aaybwould be a fate worse than Calvin
and Drake might deal out.

0 Object Gaslight

A Descripion¢ KS f A3IKG A& FEAOISNAY3I tfA1S Al
just enough light to read the number on the warehouse wall.

A Command [interaction] Thegaslight is fixed to the wall, too high to reach.

o Object:Warehouse

-

A NOTE: This is different than the warehouse object listed in the locations
below.

-

A Description:White paint on the brickwork reads IV:VL:II.

A Command [enter, climb WarehouseE)o go north.

2. South Side

o Degription: The cobbles end here, replaced by wooden boards that crack and creak
underfoot. The whole warehouse to the north must be built over the water: maybe
they load things in from underneath.

One the wall above me is agaslight casting 6 NY 3t 2¢ GKIFiQa yAO0S
makes the shadows to east and west even deeper. The Figure might be standing there,
watching, for all I know. Best not to hang around.

N

Y A

l.:.l

A Command [GosouthT ANBRE G NXz S 2F SAYRAY3IZ 2NBYyY GKSN
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A Command [Go east:JTo front Door
A Command [Go westJo Ledge
0 Object Warehouse

A NOTEThis iswritten as a standard object with some variation built in
depending on the location.

A Description The warehouse walls are made of corrugated iron riveted by rusted
nailsinto brickdL ¥ G KSNB Q& Yy2¢CRSMAEOAYYEKER22 ADR A
[If the location is the South Sid¥Yhite paint on the brickwork reads IV:VLII.

A Command [climb WarehouseJFhe metal is too slick to climb.
A Command [enter Warehouse]:

T LT GKSNBQa I R22NJAYy GKS t20FGA2Y

w

(

f Otherwise:¢ KSNBEQa y2 R22NJ 2y GKA&a &aAR
0 Object Gaslight
A Same as before
3. Front Door

o Desgription:¢ KS FTNRYy(d R22NJ 2F (KS ¢ NBK2dzaS Kl a |
I 2f RAy3a /2NlJ 30 sys> {(2N}r3IS YR 2¢ NBagod (¢
0KS R22NRa t201SR 0@ |y ANRBY O NadiockLINROI 0 f &
2FFTO 2 KIGSOSNNa 06SKAYR (q¢oldal Y2dEa (0 200SNBES2INTILK {1
inside. This cold and murky place is the lair of the Figure in Grey.

This side of the warehouse is right up against the side wall of another: | could slip
aroundto north or south.

0o Command[goeast§ KSNEQa | ¢l ff GKI Gsouthh @ d ¢KA& |
o Command [go west:] Try Enter warehouse instead.
o CommandGo north:] To North Side

o CommandGo south:] To South Side
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Object Warehouse
A Same as before.

Object Door

A Description The door is made of thickmetah G Qa ' YT Ay3 GKS o621 |
R2yQd oNBF] FTNBY G(KS ¢SA3Ki® LGQE 2018

Ffy2ad tA1S AdQa GrtiAy3a G2 YS aleéeay3da:s
A Command [open or move door]fhe door is locked.
A Command [unlockdoorlt R2y Qi KI @S | {(1Se G2 GKA&a R

Command [break door]If | had a thousand years to scratch away at that

padlock with my clock keyor maybe only a hundred with something bettef

mA3IKG 0SS FofS G2 3ASG GKNRIzZAK (GKIFG ANRY
areaz FyR L 6layQid FT2NHSRO®

A Command [Unlock/Break door with wrench]t might be a good wrench but |

Oty KIFINRf& oFdGdSNIYE gl & GKNRddzAK ANRBY 4.

butter-knife, as they say.

4. North Side

(0]

Degription: The north side of the warehouse is wooden boards covered with rubble as
far as | can see, like the warehouse to the south had been built on the ruins of some
older larger building. Skirting round tiearehouse to east or west will mean picking my
way through clumps of brick and razsharp cement and in the scrappy moonlight | can
barely see my own feet.

a

2 KAOK Ftt YS8Iyas AT (KSe dzytShak (KS R23a
run.

CommarR @ G Mlkefikledpace.

Command [Go eastTo Dock

Command [Go west:Jo front Door

Command [Go north:TThe rublte gets thicker and higher in that direction.

Object Warehouse
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A Same as before.
o Object Junk

A Descriptona 2 AiK2dzi 2NRSNJ GKSNB A& (FNRAySaas
tardy that by the time it got here it was a ruin. Dark shadows and broken bricks.
[if the Wrench has never been takefind a gleam of metaj looking closer |
spy a good quality wrench.

o0 Object Wrench
A Description A wrench. Not a holy tool but a pretty good one all the same. Why
Fye2yS g2dZ R fSIF@S Al 2dzi KSNB (2 NUz&AdG |
G2L) F2NJ of22RadlAya odzi 2F O2dzZNAS AdQa
A Command [take Wrench]:
1 Move Wrench into Player Inventory
f LGQa | 322R ¢SAIKGE gNByjomtaf | a al
lamb.

A bh¢9oy 52yQi YSyilAzy GKAAa Ay GKS NR2Y RS
examine Junk first to realize this is there.

5. Dock

o Degription: The west side of the warehouse is built out over the water, where a few
plank boards form a small dock for boats. The warehouse has another door here but of
O2 dzZNBE S X solaron @rid Hék& Rvith a metal bar.

I could skirt the building to the nortnd south so long as | kept my balance. The water
f221a tA1S Ayl YR AGQa o0dzoofAy3d aftAIKGfeod
watching me right now.

o Command [go east from Dock]: Try entering the door.
o Command [go west/down from Dock or Dive fromobk]: Try entering the river.
o Command [Go north]To North Side

o Command [Go south]To South Side
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0 Object Warehouse
A Same as before

o0 Object Door

A Description The door is made of heavy iron plates. It might slight up towards
GKS NR2F Al dandayddtias HednOek hdcrefecensnyoon.

A Command [open or move door]Jfhe iron door is firmly locked.

Command [unlockdoorlt  R2y Qi KIFI @S | (1Se&d ! 1S& F2N
YI 3AABSd L LINRPolofe O2dzZ RyQd S@Sy OF NNE

A Command [break door]Same as previous door object.
0 Object Dock

A Description A small loading doakjust some mooring posts on the planking
and a ramp going into the water.

A Command [Put somethingn dock]: Drop object instead.
o Object River

A Description The wide River Thymes disappears into the darkness like someone
had knocked a wateglass over a map of the town. On the other side are bright
fAIKGAa YR FTAYS 0dzAf RAYy3aY O Kldaa t €
is the DockT he river idubbling slightly here.

A Command [enter or dive into Water]:
9 Firsttime:What a terrible idea. | take a deep breath and do it anyway.
1 Other times:I throw myself back into the horrible grimy water.
9 If location is the Dock, Move Player into River 2.
9 Ifthe location is the Ledge, move Player into River 1.

o Event [Three consecutive turns in Dock or Ledge:] This event only happens once. If
the player dives or enters the water himself, this event is cancelled completely.

Widdershins!
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L R2y Qi S &%né fodt gligseandi @uthe other out to catch myself
only | put it on thin air and before I knowgl. QY Ay GKS #akl G SNJ f A1 S

Move Player to River 2

6. Ledge

o Degription: This is a narrow plank walkway on the west side of the warehouse, that
gives me barely a hargpan between the brick wall and the dark water of the River
Thymes. | could scurry north or south like a rat, but hanging around here might be a bad
idea.

o Command [go west from Ledge or Dive from Ledge]: Do enter River.
0 Object Warehouse
A Same as before
0 Obiject:River
A Same object as before.
0 Event: [The falling into the river event mentioned in the Dock is also relevant here.]
7.RiverY &! YRSNB I 0SNE

o Degription: | feel like a drowning dog, splashing around in the freezing coldrwist
one teaches clockolishers to swim! But at least all that oil teaches you to hold your
ONBIFGIKZ YR gKFEGSOHSNI Al Aa LQY R2AYy3I A0GK Y
surface.

| could clamber back onto the planks to the east, or follow theg NIi K g I+ NR& & . dzii |
0SGGSNI y2iG Lizi Y& FSSi R2¢gy 0SOlIdzAS oK2 (y?2

o Command [Go north:]
A | paddle my way along.
A To River 2.

o Command [Go west, northwestd KI G g2dz R GF 1S YS 2dzi Ayd2
remember?
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o Command [Gsoutheast, southwestsouth, northeast] That way would take me under

GKS R201ZI 6KAOK R2SayQi az2zdzyR al¥sS |4 Fffo

o Event [every three turns while in River 1 or RiverR]:i Q& 3ISGdGAy3 KI NRSNJ @

ONBI K R2¢6y KSNBX
o Event [every four turns while in Rivet or River 2]:

A First time:My lungs are getting fullwound: kicking and flailing | get up to the
surface and drag myself out.

A Others:| need to breath again, so | pull myself back up.
A If player in Riverl, Move Player into Ledge.
A If player in River 2, maw player to Dock.

o Command [go East]:

A First time:Grabbing onto one of the poles supporting the dock | pull myself
back up.

A Others:| pull myself back oufpne oflteeth chatteringor]drippingor] spitting
water{or] shiveringat random].

A If player in River1Move Player into Ledge.
A If player in River 2, move player to Dock.
8.RiverY da! YRSN¥I 0SNE o0& (KS 5201:¢

o Degriptoni¢ KA&d Aad fA1S 0SAy3a Ay 2yS 2F |/ KSF¥Qa
Odza I NR 0St26d LQY K2f Rbrofdghthyrduckd T&ranipK | Yy R
back up to the dock is to the east, which is a relief: below it, a fat pipe sticks out from
somewhere and disappears into the depths of the river. Beside it is some kind of drain
built into the earth under the dock.

o Event: Samevents as in River 1 apply. (with a combined timer)
o Command [Go south:]
A | paddle my way through the water.

A ToRiver1
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o Command [Go west, southwest, northwest, northTlhat would take me out
AyiG2 GKS NAGSNY L OFyQil a6AYI NBYSYOSNK
o Command [go southeast[Tha would take me under the dock, which would
hardly be safe, would it?
o Command [go East from River 2]: Same behaviour as in River 1.
o0 Command [go Northeast from River 2]: Same as Command [enter Drain] below.
0 Object:Pipe

A Description:The pipe emerges from ¢hunder the dock somewhere and
RAAILIISEFNBR 2FF Ayid2 (GKS NAGSNY ¢KSNBQa |
water.

A Command [Breathe inbubble: LG Qff o6S 3Iraz y24 I ANH
0 Object:Drain
A Description: Check Self Opened.

f If Self OpenedThe drainisopeh Y R KIF NRf& f2214& 6Sf 02
dark hole leading northeast into the embankment under the dock.

9 Otherwise:The drain leads into the embankment under the dock. The
cover it held in place bjprain Counter]bolt[s].

A Command [enter Drain]: Check Self Opehe
9 If Self Opened = True:
o L aldZAN)XY Y& ¢F& AYaARS® LOQA Yy I NN
NEdzy Ro ¢KF{d R2SayQi a88Y tA18 I L
LQY dzy RSNBIF GSNJ I yR GKS aS0O2yR KIy
L LlJzaK F2NBl NRa Yetaliwa b déé6 2dza G YS=>

pounding of my heart like a massive drum.

Luckily the drain tilts up a little. My lips break the surface and
LQY 42 NBE{ASOSR L FS88f tA1S ONBAY

0 Move Player into Drain

9 Otherwise:The drain cover is closed.
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A Command [open Drainlt. ~ Otlry @Itiwith my bare hands.
A Command [open Drain with Wrench]: Check Self Counter.
1 Reduce Self Counter by 1

o 1% Using the wrench underwater is like trying to run with pins
andneedles in your feet. But | do get the bolt loose. It sinks
down out of sighinto the mud.

o 2" Another of the bolts comes free.

7 A

o 3¢ KIGQa KIfF (K 02f G dzyR2yS y29¢

somewhere useful!
o 4" One more to go!

o 5Me¢KFGQa AGH ¢KS flrad oz2tld Frita
encouragement the drain covéollows.

o If 5" printed, Set Self Opened = True.
A Counter = 5 (initial value, changed by command above)
A Opened = False (initial value, changed by command above)
9. Drain

o Degription:¢ KS RN} Ay Qa KSFRAYy3 dzLlsl NR&a yR LQ@S
it, like | was an ant trapped inside a spirit leyiélgrate Undiscovered] dzi L QY
ONBIFiIKAYy3: a2 SAGKSNI 6KSNBQa az2yY$S {AyR 27
asstd S | & LINA jothefvse]Alioveant S & date.

o Command [go Up from Drain]:

A If grate Discovered = trud:push my way up through the grate and out of the
water.

A Otherwise:¢ KSNEQa a42YS ({AYR 2F ANIXGS | 0620S
up intoa wide room.

A Now Grate Discovered = TRUE. Move Player into Loading.

0 Object:Grate / Air pocket
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A Discovered = FALSE.
A Description:

9 Discovered = TRUE.

f ¢KSNBEQa a2YS {AYyR 2F 3INIXGS F020S YSH
A Command [open Grate]Same as Going UP.

9. Loading

o Degription:L QY Ay aARS GKS 4 NBK2dzaS odzi GKSNBQa
Or anything. The warehouse may be massive but it seems to be completely gmpty
WarehouseDoor = OPENuIst that crate blocking the drdiotherwise], one huge crate
wrapped all ound with thick iron chairfjend if] and some piles of debris like those
2dziAaARS® ¢KSNBQa Sy2dzaK Ff22NJ aLJ OS F2NJ |

Abouthalfway down is the large metal door | saw from the dock. Above it a fat pipe
crossesrom wall to wall. The drain | came up from is by the north wall.

o Command [go down from Loading]: SameBSTER DRAIN.
0 Object:Drain

A Description:| suppose if they load things from boats into here at high tide then
0KS Ff22NJ YAIKEG 3T &éneedudSsich &large@rdid ¢ K1 G Qa

A Command [enter Drain]Check if Player is carrying any HeavyObjects or Rope

1 If Player Inventory contains Ladder or Ropdot carryingthe Heavy
Object]L Ol Yy QU H

1 If the WarehouseDoor is Open, disallow.

o L OF y Qi ocomftetely ddling the dkat. Next high
tide, this place is going titood.

1 Otherwise:

0 IsupposethewateN 6§ & RARYyQd 3ISG | OKIFyOS
time. | drop back into the water of the drain.

0 Move Player into Drain.
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0 Object:Junk

A Description:Broken stone, wooden beams, piles of ceramic tile and guttering,
things like thatlf Rope Location = Loading: massive coil of ropé.Ladder
Location = LoadingA long ladder.

A Command [take ormove Junk}: £ ST NAYy 3 dzZLJ Ay KSNB AayQi
the Figure.

o0 Object Ladder
A RoomDescription
1 If JUNK not examined, print no room description
9 If Self Placed = Tru& long ladder leans against the wall below the pipe.

9 If Self Stuck = Tru€he ladder leads from the platform to the earth
floor below.

1 Otherwise:¢ KSNB Q& | f2y3 fI RRSNI KSNBE®

A Description A long wooden ladder, the sort of thing | could carry around so long
as there was none about to crash into.

9 If Self Placed = Tryappend:Thef F RRSNXD & LINR LIISR dzy RSN
pipe.

9 If Self Stuck = Ty append:The ladder leads down from the platform.

Placed = false (initial value, changed by Command [put Ladder])

> >

Stuck = false (initial value, changed by Command [put Ladder] in Gas Platform)

>\

Command [climb Ladder]: Check Self Placed and Self Stuck

9 If Self Placed = false AND Self Stuck = False: Disallogvladder
R2S4ay Qi SEIOGfe 32 FtyesgKSNBS 4 GKS Y

Y Otherwise, check Ladder Location.

0 If Ladder Location = Loading or Storaddte ladder puts me in
reach of the pipe.
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0 If Ladder Location = Gas Platfor
A Do GO DOWN instead. (See Gas Platform object).

A Command [put or stand Ladder]: Same as Command [put or stand Ladder
against NorthPipe, SouthPipe or Railing] below.

A Command [put or stand Ladder against NorthPipe, SouthPipe or Railing]:
Check Player Locat.

9 If Player Location = Loading or Storage:
0 Set Self Placed = True. Move Ladder into Player Location.

0 First time:Waving this ladder around is like trying to repair a
differentiator in a pocket water with nine foot wooden arms.
LQY | ff 2 OdoNy aftdé Sakihgfalndss loudsf than
the midday chimes do | get it up against the wall, by the pipe.

If the Figure is here somewhere then | might as well have rung a
doorbell.

0 Other times:| get the ladder into place under the pipe.
9 If Player Location ©as Platform: Check Gas Platform Lit.
0 If Gas Platform Lit = True:

A Set Self Stuck = True. Move Ladder into Player
Location.

A LG GFL1Sa + ayvyrftt FNye 2F 2NBy(
eventually | get the ladder over the side and pointing

down towards the rock floor below. Then I let go and it

lands with acrash

None of the metal men react.

0 Otherwise: Disallow

A LGQ& T d\go waigg the ladd@r around in here.
LOR LINRPGLGE& 1y20] YeasStTF 2dzc
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A Command [take Ladder]: Check Self Stuck and check if Player Inventory
contains any HeavyObijects.

9 If Ladder Stuck = Trudhe ladder has dropped almost out of reach.
¢ K S NB Q& coylidgetdt bagk up here.

9 Otherwise, move Ladder into Inventory. Set Ladder Placed = False.

0 First:1 stick the ladder under my arm. | must look like a rat
stealing a baguette stick.

0 Others:| take hold of the ladder again.

0 Object:NorthPipe

A Description:TKS LA LISQ& | FFANI FSg TSSO dzll GKS ¢

guess|if location segment of Rope is coiled]he rope passes over it.
A Command [interact]:

9 If ladder Placed and in location:could scramble up the ladder and
reach the pipe.

f NOTEThisshdzf Ry Qi o0t 201 FOddz tte AydSNI Of

the put the rope over it!

 Otherwise,¢ KS LA LISQ& 2dzi 2F Y& NBI OKo®

o Object Door

A Description The huge metal door is made of sliding iron bars that could be
lifted up if, say, | was a twelve fobibtlands watrrior.

A Command [openor movedoorp 2 &2dz GKAY]l LQR f Si
hard if | was strong enough to lift this door?

A Command [unlockdoorlt. R2y Qi KI @S I 1Seéo
A Command [breakdoorflt. R2y Qi adtyR | OKIyOSo

0 Object Rope
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A Description An enormous coil of rope, maybe enough to cross the Thymes and
back.

T ' LIWISYR w22Y 5SaONRLIIAZY 2F NRLISI G2
position.

A The rope is a complex object, modeled by three pieces: a Player Piece, a North
End piece and a South End piedée Player Piece is either carried by the
player or absent; and the north and south end pieces can each be Coiled (over
the pipes in the room) and/or Tied (to the door in the south, to the crate in
the south), and they are either in their location (thed¥th in Loading and the
South in Storage) or absent. Note that the North End piece namerbe in the
southern location, or the Player Piece on the floor.

A Using this information the rules below work out what state the rope is in and
hencewhatark LILINB LINA I 6§ S NBalLRyaS Aad o6{L59 bh
knocked up a brief 17 model, if Graeme wants to see iil).

A The player should not be able to refer to the three pieces independently. They
Fff KI@S GKS yI YS &NER LIS ¢ the sgldetioRdf the Y 0 A 3 dzl
right object.

A wdzZ S& NBFSN) G2 GKS aw2lL)S aS3avySya 27
aS3ayYSyid 2F (GKS 20KSNJ ft20FdA2y¢ (2 YS
depending on where the player is.

A Both Coiled and Tied flags start off asgal(uncoiled, and untied). The Player
Piece is absent. The South Piece is absent. The North Piece is present in
Loading (and this is the object the player sees when entering the room).

A Room descriptions of the rope:
9 Should be built from the following infomation:
1 Ifthe Player Pieceisheld: QY K2f RAy3 oo
o If the other room contains no rope segments or the
aS3aAYSyid 2F GKS OdzNeNBS/ SyNPE2 Y A &
2UKSNBKASYBRRE S¢

o ...of along rope.
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f Otherwise begint KSNBF Q& I f2y3 fSy3adK 2F N
T LGX

o If the segment of the location is Tied, texis tied to
w202S00 RYRX GASR (26

o If the segment is Coiled, texts looped over a pipe near
GKS OSAftAYy3 I yRX

o If the segment is not tied and not coiled and the Player
piece is not held and the other room coains no
segment,textA & O2Af SR dzLJ 2y GKS 3N d:

o If the other room contains a rope segment and the
segment of the other room is Coiled, texttisappears to
the [direction to the other room]at a sharp angle up
G261 NRa GKS NB2Fo LG X

o If the other roomcontains a segment and it is not Coiled,
text: snakes away to thfgirection to the other roomj® L i X

o To finish off:looks far too heavy for me to carry, but |
could probably drag it around.

A Command [take Rope]:

1 If Player Piece is in held and the rope segment of the location is
not Coiled and not Tied and rope segment of the other room is
absent (therefore the player is holds one end of a length of rope
on the floor in front of him): disallow. Textt. O 2 dzfryRhe Qi O NJ
gK2tS NRLISO® LGIQa GKS aAlsS 2F (g2

1 Otherwise, if the Player Piece is held, do pulling the rope
instead. (See rules below.)

T LT GKS aS8S3aySyid 2F (GKS t20FG4A2y A& y2
visible onthefloorcd K2 dzZf R 0SS AYLIR2&aairofS 0SSOI dza:
L

scope, of course!): disallow. Text KSNE A ay Qi |yé NRLIS K
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1 If the segment of the location is not Tied and segnt of the other
room is absent (the rope is loose on the floor:) move Player Piece to
inventory. Text:l pick up on end of the long rope.

9 If the segment of the location is Tied and segment of the other room is
absent (the player takes the other end): mewlayer Piece to
inventory. TextL Q@S LA O] SR dzZLJ 6 KS 20 KSNJ SyR

1 Otherwise: move player Piece to inventory. Textake hold of
the middle of the rope.

A Command [moving between the two locations while the Player Piece is
held by the player] Follow the following rules:

T LT GKS LXFeSNRa GNBAy3 (2 Y20@0S 2dz
disallow. Text¢ KS NRLISQa (22 odzZ 1& F2N (K

1 If the other location contains a rope segment and the segment of
this location is Coiled or Tied (the rope is alreadyesched
between two locations and the player is not gathering it back
up): remove the Player Piece from the player. Tekirst | let go
of the rope.

1 If the segment of the location is not Coiled and not Tied and the
other room contains a rope segment (th@ayer is carrying the
rope back up into one locationNB Y2 @S (G KS OdzZNNBy G f
rope segment. Textt haul the rope back along the floor, coiling it
up as | go.

1 Otherwise (the other location cannot contain a rope segment!
Sodragoneover) moveti2  KSNJ N2P2Y Q& NRLIS &asS3
play. Text:I drag the rope out along the floor behind me.

A Command [drop Rope]:

1 FGKS tf1Fre@SNItASOS Aa y2i AQYINEILI I &
holding the rope!

A

f LT GKS t20FGA2Y KIFa yankkBIsIS aS3YS
Ll2aaAirof Sz odzi tSGQa O20SNI AL Fyes
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tied or coiled here, as then there would have to be a location
piece): remove the Inventory Piece from the location. Move the
rope segment of the location to the location. Textdrop the end
of the rope to the floor.

9 Otherwise remove the Inventory Piece from the inventory. Tektet
go of the rope.

A Command [pull RopelEirst we check plospecific points, then general rope
management behaviour.

1 If the Player Piece is not heldry autotaking the rope. If you
can, continue. If not, fail here.

9 If WarehouseDoor Opened = TruBisallow. TextThe rope is already
Fa dFdzi G AGQf€t 323 K2fRAYy3 (KFG R2

1 Otherwise, IfSouth Piecelied = True ANDo rope segments are
Coiled Text:

o Firsttime:L Ol y LJdzf € Ff€ L fA{1SX 06 dz
Lidzt £ GKS R22NJ I glé& FNRY (GKS g1t
upwards, like someone was pulling it from above!

o Others:l need to get that rope to pull upwards, not along
the floor!

1 Otherwise,If South Piece Tied True ANat least one rope
segment is CoiledText:

o Firsttime:¢ KSNBEQa | GAye Y2YSyid 6KSy
doing some good, before | try just hanging with all my
weight on the rope. And that does no good. So what more
can | do?

o OtherssL QY &aAYLX & y20 KSI @ge Sy2dzAaK
shift. | need something heavier than it. A battleship
maybe, or a small moon.
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1 If the North Piece Tied and South Piece Tied, téxtig one way
and the other. Both ends of this rope are firmly tied.

1 If the other location contains no rope segment and the segment
of the location is tied:This end is firmly tied.

1 If the other location contains no rope segment and the segment
of the location is coiledNow the segment is not coiled. Text:
pull the ropeclear from the pipe. It whips the floor with a
vengeance.

1 If the other location contains no rope segmenthe free end of
the rope waggles around the floor.

1 If the rope segment of the other location (it must have one!) is
tied: The other end of the rope f&mly tied.

1 If the rope segment of the other location (it must have one!) is
coiled: Now the other segment is not coiled. Remove it from the

otherroom. Text¢ KSNB Q& | GKdzYLd a GKS 21k
uncoils from the pipe. | drag it back across tlo®f and gather it
up.

1 Otherwise (the other segment has an unattached rope): remove
the rope segment from the other location. Text:pull the rope
back over from the other end of the long room.

A Command [put Rope onto ANYTHING EXCEPT: NorthPipe, SouthPipe,]:
Disallow.¢ KSNBE Q& y20KAy3 G2 221 6KS NRLIS 20

A Command [tie Rope onto ANYTHING EXCEPT: Crate or WarehouseDoor]:
Disallow.¢ KSNBX Q4 y2¢6KSNB (G2 GAS GKS NRLIS GKI

A Command put or tie Rope onto NorthPip@r SouthPipé For the following
checks, we are considering the Coiled and Tied of the current room segment if
not otherwise stated

1 IfCoiled=True: DisallowL QR Il Ay y2GKAYy3I FNRY GAY]
further around the pig!
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1 If Tied = true and the segment of the other room is Tied:
Disallow. TextBoth ends already tied down!

91 If Tied = true and the other room contains a segment: Disallow.

TextLQ@S 2yté& 3I20 GKS YARRES 2F GKS

f Ifthe Inventory Pieceig 2 0 Ay GKS LX I @SNDa Ay g

taking the rope. If fails, stop here. If succeeds, continue.
9 If Ladder Placed = False: disallow.
o Firsttime:l try slinging the rope up in the air and over the

pipecy 2 adz00Saad LGQa G22 KSI ge@

-

RAaGFIYyOS dzlJ 0SF¥2NB AidQa o6l 01 R

:

o OthersL Ol yQi NBFOK (KS LALIS FTNRY

9 Otherwise ladder Placed must be true
A SetCoiled toTrue.

A First time:| scramble a few rungs up the ladder with the
end of the rope looped around my necgkot very safe,
L 1y263 o0dzi LQY 62Ny AYy3 & 7Tl
KAIK Sy2dzaK L OKdzO01 GKS NPLIS
now hanging down like a pulley!

A Others:l scramble up the ladder and toss the rope
over the piping.

A Command [remove or untie Ropeom NorthPipeor SouthPipg ! 3+ Ay S 6 SQNB
I32Ay3 G2 OKSOl GUKS adrdsS 2% GKS t20F0GA2

T IfnotCoiled:¢t K& NRLIS AayQid f22LI8R 208N GKS

9 If Tied and the segment of the other room is TieBut both ends of the
rope are tied down!

9 If Tied and the other room contains a segment:

0 Setcoiled = false
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o0 Remove the other location segment from play. (If it was
coiled, set its coiled value to false).

ol 2f RAy3a (KS NRLIS 2dzad o0& 6KSNB
over arm until finally it falls freef the pipe overhead.

T hiKSNBAAST 6SQONB 2dzad FTNBSAy3a GKA& S
0 Set coiled = false.
0 | pull the rope back down from the pipe.

A Command [put or tie Rope onto WarehouseDoor Cratd: Values refer to
those of the location segment unless otherwise stated.

1 If the Player Piece in the inventory, try auttaking the rope. If it
fails, stop here. If it succeeds, continue.

9 IfTiedLQR 3l Ay y20KAYy3a o6& GeAy3d GKS NEL

T hiKSNBA&ASET 6SQNB 3I2Ay3 (2 GAS Ado
on the setup.

o0 Set Tied =Tle.
o If both coiled flags are false, the rope is very slack:

A | fasten the free end of the rope {the object tied
to]. [if other end is tied:]The other end is tied to
GKS ONIX 4GS | ONRP&a&a GKS NRB2Y 0o
amount of slack in between.

o If one caled flag is false, the rope is quite slack:

A | tie off the free end of the rope tfihe object tied
to]. [if other end is tied:]The other end is tied to
the crate across the room but despite passing over
2yS 2F GKS OSAftAy3a ak LISa (K
in the system[otherwise]The other end passes
over one of the ceiling pipes and dangles free on
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0KS 20KSNJ aARS® LQ@S YIRS |
might not be enough to shift the door.

o Therefore both ends are coiled:

o If other end is not tied, sayt tie this end of my pulley
system off tgthe object tied to].

o | haul down on this end of the rope, feeling the fibres
stretch. When the whole system is as taut as | can get it, |
loop it through[the object tied to] and tie it tighter than
2y S 2 s Vierkdsé Bifs. As the system relaxes the
R22NJ aSSya 2 Y2¢0S Yr@&oS | asSo
A Command [remove or untie Rope from WarehouseDawrCratd:

1 If the segment of the location is nottiedt KS NRB LIS Aay Qi GASR
here.

1 If WarehouseDoore open, disallowThe rope system is held so
GAIKG L OFyQd o0SAy3a G2 3ASG GKS 1Yy

9 Now the rope is not tied.

o First time:It takes a bit of jiggling, but | work free the knot
from [the thing tied to].

o Others:1 work free the knot fronjthe thing tied to].
o0 Object Crate

A Descripton! y Sy 2NX2dz LI O1Ay3I ONI}GSo® 2KIGSOS
because its wrapped around with iron security chains, almost like they were
FFNIAR 27F ¢KI (S @SINQpe CratgTied RT8ughe kpelis] A y 3 2 dz
tied to the crateIf WarehouseDoor Opened = Tru€he crate has dropped into
the drain, blocking my way out!

AJ2YYFHYR ®2L8y / N GS6Y 5Aalfft265 e2dz R2y
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A Command [take CratePisallow. The crate is far too big and heavy for me to
OFNNEZ LQR ySSR (G2 o6S | 3IAlLyd G2 S@Sy 3
push it along the floor a little if | needed to.

A Command [push Crate\)Vhere should | push the crate?

A Command [push Crate southt]put my shoulderblades to the side of thete
FYR RA3I Yeé KSSfta Ay IyR 3ISG AG G2 Y208S
lYy20KSN) 221 +d GKS NRB2Y Aa Sy2daAkK (2 O;
the crate all the way over there.

A Command [push Crate north / push Crate down / push crate into Drain:]

9 If the location rope segment is Tied but the other rope segment is not
Tied:L Q@S GGl OKSR (GKA&A NRLIS G2 GKS ONI
a2 adaNBfe LQR fpgushédthe &d&e dowhzhe Sain@ KAy 3 A

1 If no rope segments are Tiedlcould push the crate down the
RN} Ay odzi GKSy AGQR 6S 3I2yS FyR A

1 So both segments are Tied. Are they coiled?

o If no segments are coiledEven if the rope was tawgt
GKAOK Al AayQgl R2yiQi el kA YR yEK:
heavy enough to rip the door right out of the wall.

o Ifonesegmentiscoiledt KSNBEQa adAtt a2 YdzO
NRLIS S@Sy ¢gAGK AlG LI aaiy3a 23SN
just lose the cra¢ down the hole if | did that.

1 So both are coiledSet Warehouse Door to OpeRutting my
shoulderblades to the side of the crate and digging my heels into
the floorboards, | manage to move the crate a tiny inch towards
the drain. Every inch after that &asier as more and more of the
ONI} 0SS Aa 2dzi 2F O2y GO0 @6A0GK GKS
and | nearly fall backwards with it. The crate tumbles away into
0KS RNIAYy® ¢KS NRLIS 3I2Sa Glrdzio !y
a2dzyR 2F Y2@Ay3 YSil X

10. Storage
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o Degription: This is the south end of the enormous room but it has another door to the
east: this one less formidableoking than the others and labeled with a sign: KEEP OUT.
Sounds promising, even though from what | saw of the warehouse onutside, there
NBIffe OFlyQli 6S YdzOK Y2NB (2 G(KS o6dzAf RAYy3 |
Figure sleeps.

The enormous warehouse continues back to the north towards the drain | came up by.
¢tKSNBQa | &aSO2yR FlLid LALIS ONRaaAy3ad GKS NRB2Y

o Comnand [go East from Loading]: Same as Command [enter WarehouseDoor] in
WarehouseDoor object, below.

0 Object:Junk

A Same object as before.
0 Object: SouthPipe

A Same as before.
0 Object WarehouseDoor

A Description The door is designed to slide up into the ceiling anthe centre of
it is an iron ring for lifting. Presumably the Figure can just slide it up, but |
OS NI I A yf Rape MbbrVied & Wuand Opened = FALSEK S NR LIS L Q@S
tied to it might help thoughlf Self Opened =Trud: y a G S| R togedi& A2 G G F
to it, and my pulley system has lifted the whole thing about two feet from the
floor.

A Command [open or movepull or lift WarehouseDoor]:
T WOPENLG ¢ & KFNR Sy2dz2kK 3ISGGAy3a Ad (K7
1 LGQa FIN KSIF®aSNI20 ¥ YSOIyKIYRES Al

A Command [break WarehouseDoor]: Disallow 4 QR 0S5 SF &ASNJ G2 6N
and go round.

A Opened = False (initial value, changed by Commands in Rope object)

A Command [enter WarehouseDoor]: Check Self Opened and if Ladder is in
Player Inventory.
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1 If Self Opened = False: Disallowhe door is closed. And it has that sign
OKFG alea Y99t h! ¢xX odzi YFe&o6S LQY 32

 Otherwise

0 First:Lying on my belly | pull myself through the gap into
darkness. Halfway through | havew@dden horrible image: the
Figure, standing by the crate in the drain with a candle to the
NBELS (KFiQa K2f RAy3a (KS Sy2N)2dz
can | pull myself through.

0 Others:Il crawl under the door.

0 if Ladder in Player Inventoryappend:Thenl reach back
through the gap and pull the ladder after me.

0 Move Player into Gas Platform.
11 Darkness Gas Platform
o Degription: Check Self Lit.

A IfSelfLit=Fals&: QY 2y &42YS ({AYyR 2F YSGrft LI I OG7F2
light below the door is enough to make out a few controls beside me and a set
of stairs leading down to the north. Down seems an odd way to be going since

GSONBE 020S GKS Népsrfshbwn thées diBcpuses NP o | 6 £ &
water-camels.

A IfSelfLit=Truet QY 2y | YSGFf LI FOGF2NY GKFG a0AC
ALl 0SSz GgAO0S GKS &aAl S 2F GKS o1 NBK2dza$S |
the original staircase to the northwgis up halfway dowrjif the Ladder is
stuckl 882y R GKI G @dediBoa GKS 1+ RRSNI
In the light of a hundred gdamps | can see the carved earth walls. This whole
L 08 Kla 0688y 5#022L1R Of S8ty 2dzi 2F (KS
of silet metal men: a whole army of statues. Perhaps somewhere amongst
them is the Figure.

o Lit = False (initial value, changed by Trigger below)
o Command [go North or Down from Gas Platform]: Check Ladder Stuck and Self Lit.

A If Ladder Stuck = True:
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1 ¢CKSNBEQA Q2 GaiNg/ Ay 3 Y& o6l 01 2y (GK2&aS Y
round to the back of the ladder and climb down that, even though
GKSNBQa | Y2YSyid ¢KSy LQY KIFIy3aAiy3a 2dz

None of them move as | make my way down.
1 Move Player into Warehouse.
A Otherwise, if Self Lit = False:

1 Firsttime:l feel my way down the first few steps: then the metal
underfoot starts to rock and sway. Perhaps all this is built on the water
and is floating; or perhaps the supports have rotted and the staircase is
about to fall.Terrified, | race back up to the safety of the platform.

 Othertimes:L QY y 24 3I2Ay3 R2¢y OGKFdG adGF ANDL
something wrong about it.

A Otherwise, if Self Lit = Tru&he staircase ends halfway to the ground, in midair
with nothing holding it up.

0 Object:New Wrench

A NOTEThis objectis only present here if the player has left their wrench
outofreachcAS® LIQa y20 AY GKSANI Ay@Syid2N
Storage. This is to stop the player accidentally locking themselves out of
the game. (Note: 17 routdinding can automate his, by checking if the
GoSad NRdziS 0SG6SSy (GUKS t20F0A2Yy YR
returns a null direction!)

A Description:This must be why whoevét-was threw away that other
GNBEYOK® LUQa fAIKISNE &aGNRBRY3ISNI YR &
teeth compare to mine.

0 Object Staircase
A Description

f IflocationisLIT¢ KS adlF ANOF&aS 3IAGSE dzlJ KI £ Fol
LI FGF2NY gl a adAO1Ay3a Ada G2y 3AdzS 2 dzi
them who chopped it in half.
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9 Otherwise:L O ynQdh bejdB®the first few steps.
A Command [Enter, Climb]: Go North.
0 Object Controls

A Description Check Gas Platform Lit.

1 If Gas Platform Lit = Tru&hese are the controls for the glghts.
There must be a big tank under the platform or something.

9 Otherwise:There might be more controls out there in the dark but
gKI G64Qa @AaArAofS I NB | 0 dzpadingeghbod St 246 |

A Command [activate or turnon Controlsl: R2y Qi 1y2¢ oKI G GKS@
K2g (G2 YI1S GKSY ®&atNyrep, botkoGuedsand hope ( K A v 3
82dz R2yQd oO6NBI1 lyeidKAy3IH

o Object Bolt

A Description Check Gas Platform Lit.

9 If Gas Platform Lit = Truésround the bolt is engraved HI, OFF and IGN.
Whatever that means.

I Otherwise:¢ KS 062f 1 Q4 2dzad dzO10 2Uf Gzt olddzNI| yR(
it was the only thing holding this platform up.

A Command[turnoropenBoltlt OF y Qi GdzNy Al 6AGK 2dzaid
even be lucky.

A Setting = 1 (initial value, changed by Command below)

A Command [turn or open Bolt with Wrech or New Wrench: Check Gas
Platform Lit, Button Ignited, and Self Setting.

9 IfGasPlattormLit=Tru&: Q@S | f NBI R& 3204
gyt G2 0S Ay GKS RIN] y2¢ LQO

 IfLeverArmed=Fals¢:KS 02f i Raapatyi aSSY @z
0SOldzaS GKS fSOSNNRa Ay @K gl &

9 Otherwise, if Button Ignited = True:
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0 Set Gas Platform Lit = True.

0 | heave the bolt around and the stars on the wall erupt into
flame, filling the chamber with light! And what a chamlger
deep and wide this is like standing inside the clock of the
Cathedral all over again. The room below must be carved out of
the rock bebw the riverbed, and its wall are crisscrossed with
pipes which are now providing light.

And the room is full of people. Men, standing in rows and

staringatme. ItrynottomoveK 2 LAYy 3 (G KSe g2y Qi a
CKS@QNBE R2Ay3 (GKS alled@ithmirdiss £ A1 S
reflecting my image. | wave a hand but nothing happens.

b2GKAY3 4 I fcindull amiobrégeaiiing & G | ( dzS &
metals statues, more than | could count without growing thirty

or forty more hands.

Whatever they are they must be conried to the Figure.
CKSNBQa y20KAYy3a F2NJAGEZ 2NBysI o0dz

9 Otherwise, If Self Setting = 1:
0 Set Self Setting to 2

0 | heave the bolt around. The room is suddenly filled by a hissing
sound, like a thousand baby cobras coiling and ggtteady to
strike!

1 Otherwise, If Self Setting = 2:
0 Set Self Setting to 3
0 Iturn the bolt further. The baby cobras grow up into ot

KSFRSR Fy3aNkE FRdzZ G O20N}a (KS
deafened by the noise.

QX
>x

9 Otherwise, If Self Setting = 3:
0 Set SdlSetting to 1.
0 | heave the bolt further still. Abruptly, the room falls quiet.

o0 Object Lever
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A Description Check Gas Platform Lit.
1 If Gas Platform Lit = Truék long metal lever labeled IGN is red letters.

9 Otherwise:lt feels like a metal lever, not &®avy as the one on the
Difference Engine but still needing both hands to pull.

A Armed = False (initial value, changed by Command [pull Lever])
A Command [push Leverff KS f SGSNJ R2Say Qi Llza K ®
A Command [pull or turn on Lever]: Check Self Armed
1 IfSelfArmed=e:¢ KS f S@SNDRa | £t NBF Re& Lz £ SR«
1 If Self Armed = False:
0 Set self Armed = True.

o tdzffAy3d GKS tSOSNIGIF1Sa ff GKS &
too much). In reply from the darkness comes the sound of a
thousand tiny clicks.

o Object Button
A Description Check Gas Platform Lit.
9 If Gas Platform Lit = True\ large brass button labeled IGN.
9 Otherwise:Just underneath the lever is a large brass button.
A Ignited = False (initial value, changed by Command [push Button])
A Command [push Button]Check Self Ignited, Lever Armed and Bolt Setting.

1 IfSelfignited=Truec ¢ 2dzZ Ry Qd ¢l yid G2 NRAR&AT] G dzN
accident!

9 IfLever Armed=Falsé: LJza K (G KS o6dziG2yd | dzKd 52!
anything.

1 Otherwise, if Bolt Seting = 1:

o0 Set Lever Armed = False.
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o0 | push the button. The lever drops back suddenly almost taking
Y& INY 2FFH ¢KSNBQa GKIFG Of AO1Ay3

1 Otherwise, if Bolt Setting = 2:

o0 | push the button. The lever drops back suddenly almost taking
my am off! At the same time, the room is filled by a snapping
noise and suddenly the darkness is full of stars! A whole sky of
0fdzS LRAylGad 2KSNB Y L y2¢K hdzia
wherever it is. The hissing noise has stopped, too.

0 Set Self Ignited = True.

1 Otherwise, if Bolt Setting = 3:push down on the button but it refuses
to press. One of those cobras must have gotten stuck underneath it or
something.

12. Warehouse

o DescriptionL QY adlyRAY3I Ay | FT2NBad 2F SesSasz | yR
all around me, on every side, all slightly different. The flickerindigats make it look
YR &a2dzyR tA1S KS@QNB oONBIFIKAYyId !y 2yS Y
Ye aK2z2dzZ RSNX L ySSR (2 ¢2NJ] 2dzi thankg& CA I dzNB
out of here. In one piece!

o Command [go Up from Warehousefame as CLIMB LADDER.

0 Object WarehouselLadder

-

A Descripont KS fF RRSNRA Yeé GAO1SO 2dzi 2F KSNB
gyt G2 GKAY] Fo62dzi K2g¢ L@y 3F2Ay3 G2 IS

A Command [climb Ladded: QY y 2 NHzyyAy3a GAtft LQ@GS
CAIdzZNBEQa dzLJ 0 2henLhQy/YO SNy ViAVW23d G K| G =

o Object:Army

A Description:Each man is made of fine steel and brass and stands upright, about
six foot tall. Their faces are baf@&ceplates with tiny glass eyes, but they all look
tA1S GKSEBONB ONEBAY3I 068ObftrmSundom RSSLI OKI
forehead to chin. Each one has a small hatch in the middle of their chest, a tiny
fraction ajar.
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A Command [any interaction wittArmy except Examining

1 With shaking fingers | open the hatch on the front of the nearest man.
b2 &dzNLINAAS YIé&oS G2 FAYR KSQa 7Fdf f
LQ@S ySOSNJ aSSy o0ST2NBY O23a a2 avlf
withwoodliOS 'y R Yl 332G4a4 &aONIYofAy3d 23SNJI
someone had taken the whole of the Difference Engine and shrunk it to
fit.

9EOSLII G(KSNBQa 200Ar2dzate az2YSOiKAy3d Y
ALINAY3I Fo62dzi GKS &AT S 2ukndektSbeYSGlf Y
placed right in the middle where it could unwind to every part of his

02Red .dzi Ay GKS LISNFSOG aLrRi GKSNBQ
built this machine but never gave it a heart. What good are these men if

all they do is stand in lire

¢ K I Q anotic&tBeyseal. Something embossed on the inside of the
chest hatch. | take a step back to see it more cleadywinding key

above an ocean wave, familiar from somewherand step into
something firm and solid. A man out of line?

ThenaK | YR 3INALIA Y& (GKNRBIG® a2K2 aSyid @
smooth and icy. A voice | know well, that | should have been expecting.

G2 K2 StasS (y2¢6a loz2dzi GKAa LI OSK ¢S
Ay @2dz2NJ ySO| ¢

My toes are scrabbling on the grourdry to scream but nothing comes
2dzi 0Se@2yR | ¢gKAALISN® L OFy aSSsS GKS
beyond that, for the first time, almost make out an unhappy face.

G, 2dzQft GSftf YS 2N éez2dxQff RAS KSN

5

andalos fA1S GKS NI G &2dz I NB®¢

&

€

The room is getting darker. The tank for the gas lamps must be running

f2gd {22y AGQff 0SS YS | yR-otekwll CA 3IdzNB
SOSNI FAYR YS 2N 1y26 6KSNB LQ@S 3I2yS
background? AshapedaK| R2 63 Y& AYI3IAYylI GA2Y 2NX

G/ 20Kt 0GKé L SKAALISNE AY RSEALISNI S 4
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Then the lights disappear completely. The heavy cord of the -&legk
round my neck has become tangled while | was asleep. The stars are
O2YAyYy3a 2dzid ! yR gaSy LQY dzy RSN I G4 SNJ

1 Begin Chapter 9.
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~ A

Chapter IXz2 AOOOT O1T #1 OAlI 060

Map
)
Autopothecary Clock Shop
—
AN / |
Escapement Bedroom
St.
—
Rundown

¢KS /KFLIISNI 0S3aAya +a @2dz g 1Sy Ay [/ 20FtGQa 0oSRN.
relievedtohaveyod I { S dzlJs FyR SELX FAya (GKFd KS F2dzy R @2dz o
know what to do. You explain about discovering the mechanical army at the storehouse.

Covalt fits the pieces together. This is why the Figure is after the Perpetuum.Fifjtire gets it and is
able to discover its secrets and copy it, it would form a perfect mechanical heart, to power these
mechanical men. An army that would never know hunger, or exhaustion, or mercy. Whatever the
Figure is planning, it must be unspeal@libr you can always hire soldiers rather than build them.
Whatever this army must be for, it must be something that no human being would agree to do.

You despair at finding a way to stop the Figure, given his overwhelming strength, but Covalt has an ide
Perhaps you can trick him. By giving him the diagram of the Perpetuum from the earlier Covalt chapter,
@2dz &ALJzZNI KAY 2yY , 2dzQff o0dzAfR I NBLXAOF 2F (GKS tS
gives you some coins and sends you actiosstreet to the Autopothecary to make a sleeping drug.

¢CKS 1dzi2LR20KSOINE A& tA1S GKS Fdzi2aYlLGa 2F GKS wmdon
them are various herbs and compounds which you can combine to make the sleeping drug.

Withtheso@ NA FAO Ay KIYRXZ &2dz NBildz2Ny G2 /2@0FfGQazs gK2
resemples the Perpetuum. It conceals a needle which Covalt fills with the drug. Now all you need to do
is get into the vault of the cathedral and replace the et SNLJS G dzdzY ¢6AGK GKS FI 1SX

NOTES: This is slightly expanded from the description of this chapter that appears in the preliminary
pages of this design document.
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Design Detail

A NOTE: THE FOLLOWING COMMANDS SHOULD BE ADDED TO THE DIAGRAM
OBJECT FROM CHAR 6:

A Examine Diagram when the player has been underwater in Chapter 8:
T ¢KS RAFINIYQa 0SRNIIIfSR odzi &dAf
A Command [give Diagram to Covalt]: Check Covalt State

 IfState<31 S R2SayQid S@Sy 221 1 SQa i
else.

q If State =3:

0 a2l Al y263 6KIFEGQa GKIFIGK 2KIFG |
/| 20FtGQa @2A0S Aa akKl1Ay3as dzyf Saa
pointing at the diagram of the Perpetuum in my hands like it
wasatweF 220 NI Gd G5AR L (wih € &2dz 02«
OKIFGKe

aLXeg

Then the grin breaks out across his face like a sunrise through
RANLe 3flada oAyR2ad a. SOFdzaS GKI

FTNRY [ ONI AY & ayvylftfit & @&2dzNA P
0dzA f R | t SNLIS dZdZYZSkﬁJiIdékaQf] LK . dzi
528ayQi GF1S y20KAy3 (G2 o0dAtR I o

Digging in a pocket he pulls out screws, keys, lengths of wire
coiled in helices, a plane file, sandpaper and then finally, three
shiny silver minutes that make my eyes light up.

¢ KSNBFY dzZi2Ll2 i KSOI NBE 20SNJ GKS &
G,2dz 3SG @2dz2NAESEF Ay GKSNB FyR od
@2dzOQNBE 2f R Sy 2daAK -lbaitiotadzdécoyt KSy 6 S
t SN1LIJSGdzdzy ' yR ySEG Y2NYyAy3a GKSNBQ
Cathedt f @I dzf 6 & NBIRe (2 0S5 t201SR c
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0 Move 3Minutes into Player InventoryMove Diagram to
Covalt.

0 If Self location = Clock Shoovalt smiles a wicked smile and
GKSY (GdzNya (2 NYzYYF3IAy3 | ONRP&aa KA
G§23SUKSNIDE

0 Otherwise: Move Player andCovalt into Clock Shop. Set
Covalt State = 4Covalt drags me through into the main
G2N] AaK2L) FyR adlFNIG& NHzYYF3IAy3a | ON
a2YS oAda (G23SGKSNXY DS e&2dz2NASt T

A Command [drop Diagram}: 2 YS 2y 3 2 Ngyeavingdiagmn® bfy Q {
Holy Relics lying around the place now can you?

A Command [ any interaction with the Diagram when Covatate = 3 <divert
to GIVE>.

1. Bedroom

o Desription:/ 2 @ f 4 Q&a tAGGHES oF O]l NPsBagedholeiS &1 &f A3
but at least the bits of balloon have been tidied away into a corner with all the rest of a
Ot 201 YFI{1SNRna 2adzy| @

[Append Covalt description, which varies depending on his state.]
o Command [go North from Bedroom]:

A Move Covalt and Player into Clock Shop

A cs01 /20t GQa adalrasy
1 1. Covalt follows you, his expression anxious.
1 2/ 20+t0G F2tft2p6a &2dzd 6, 2dz f221Ay3 F2
1 3./ 201t4 F2tft26a &2dzd G{AlG aGAftftzZ g2y
1 4. Covalt follows you.

o Event [first turn upon entering Bedroom]:
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A ¢KSNBQa a2YSGKAY3I LAYOKAYy3d YeéhaydzaSaod ! yR
YIedoS KSQa GASR YS (2 | 0ft201Z LQY GKAY"
GKS FIF0S 2y GKS /FGKSRNI f X
| open my eyes and two black dsr flutter away, startled.

G¢CKSNBE @&2dz FNBd {GAff Ay GKSNBK ¢KIGQa
ONHzyoft Ay3d tA1S GKS adtz2zySa 2F (GKS ! 60Se |
R22NAEGSLIP | 2dzNJ 32 2NJ Y2NB (KFy GKFGd 2|
knowK2 g LIS2LJX S GAO01 FyR @2dz OFryQil 6AYyR (K

Event gecondturn uponwaking up inBedroom]:

GC2dzy R GKAA SAUK @&2dzzé¢ [/ 20Ff4G | RRaz K2f|
Ll2adl3sS adl YLI Ay KA &thidigvehat ¥ saisQode) Y RO & { G |
Y26 6KIFG LQY GSttAy3a @2dzd {d1& gl & 2N
LI dzaSax o166 NRfed aLdlIaNRRaxpEG2 adle | ol

Object Bed

A Description/ 2 @1 f 1 Qa ¢cF ENEBSBY@8RK (2 af SSLI T2 d:
initiated and still leaveoom for a nightmare or two.
A Enter If playeris not already thereb 2 ¢ A ay Qi GKS GAYS F2I

A Get off: My bones make a noise like cracking timber as | haul myself up.
Object Wreckage

A Description The bits and pieces of my balloon, piled upone side.

A Command [any interaction with Wreckage]: Disallow.

1 ¢KS@QNB I a 6N21Sy a4 GKS aLINA y 3a Kl
head!

Object Ravens

A Descripton/ KSO1 /2@t GQa adlas

1 1.The ravens flit around the room, on a fixed pattern. One goes,
GKSY (KS 204KSNX¥ w2dzyR FyR NRdzyR f
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NI gSyad 2 KAOK {KSe& QNB-bwhtandgile®2 ¥ O2 dz

they are.

f 2¢KS NI @Sya KI @S aSidheaadthe y S
other on his left hand.

i1 3.The ravens are pecking and peeking across the flonce

onlyJaal {TAy3a | F22f 2F dzazé¢ [ 201t

[end]
M 4.The ravens have retired to a rafter.

A Command [any interaction with Ravens]: Disallow, response based on Covalt
State:

9 1.L O2dzZ RyQi OFGOK GKSYH

1 2.The raven pecks back, quick and vicig@sice onlyjda Wdza G A 1 S
NEBFf O0ANRZE [/ 20Ff0 NBYIN]Aa LINRIRf &

1 3.The raven skitters and hops out of myaoh.
1 4.The ravens are up , out of reach on a rafter.

A bhe¢oy wl@SyQa t20FG4A2y A& GKS &l YsS
whenever he does.

o NPCCovalt
A Description Description changes on his state, as indicated below.

9 If Covalt State = 1Covalt igpacing back and forth. Every time he turns
he nearly bring down a wall with his massive shoulders.

i If Covalt State = 2Covalt is seated, colossal head between colossal
hands.

9 If Covalt State = Iovalt is poking through the room looking for some
kind ofanswer.

9 If Covalt State = 4Covalt is hard at work at the workbench.
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A NOTE: This time, Covalt has 4 states: 1= Scared and Concerned 2= Realizing
and Explaining 3= Trying to figure out a plan, 4=With a plan

A State = 1 (initial value, changed by actions|be)

A Commandtalk or ask about topic to CovaltjRespond as below. There
NS n NBaLRyaS (FofSasx SIFOK Asaaz2 OAl i
usual, each line of dialogue can only be said once.

IF COVALT STAFHE (Scared and Concerned because of finding you)

TOPIC cwO9bQ{ [LDb RESPONSE

Self GL aKz2dzwvkat G Sttt |a{f206 R20YyZ
KFILIWISYSRZ LQ@S|/ 20t 0 OKWRS
KdzZNNR SRf & ® & ¢ K| something and go on from
F2dzy RX YR GKS|GKSNB® hNJ &2
YR L XEé¢ A02NRI @&2dzQf
FAOGHE

Balloon/Skylight GLQY a2NNE |062|abSOSN) YAYR
KS | yasgSNaXZ
want no sorries from half
RSIR OKAf RNB

Abbey Gt S NKdghduld gobacktothe ab 2 dzy GAf @
l 6058 de gKIFGQa KI LIS
Covalt replies severely.

Cathedral aLQ@S 3J2G G2 3|ab2d GAftf &S
| insist. R2y Qlio®de 1S 4
CAIdzNBQa y2i
G! YR &Rl ¢k yD S
GAft @2dzQ@S
J2Ay3 2y D

Abbot ACKS 1060620 Ydza|az2 St f X LISNKI
YAdaAy3d o0e y2e|ly20z ySOSNI Y
NB L ASa NERdz3
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