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The World of Klockwerk 

An earth-like 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 period, and centered 

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.  The system of titles is sufficiently complicated (and 

ŎŜƴǘǊŀƭ ǘƻ ǘƘŜ ǇŜƻǇƭŜΩǎ ƭƛǾŜǎύ ǘƘŀǘ ŀƭƳƻǎǘ ŜǾŜǊȅƻƴŜ ŎƭŀƛƳǎ ŀ ǘƛǘƭŜ ƻŦ ǎƻƳŜ ǎƻǊǘ όŜǾŜƴ ƭƻǿƭȅ нnd 

Assistant Clock Polishers like yourself). 

Religion 

Time and timekeeping are central to the lives of the people and 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 divine 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 several mechanical 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, the Perpetuum Mobile. 

Religion is generally founded on principles of Order and Precision; Laxity is an evil and 

Depreciation a sad fact of existence. Those who cannot or do not work are treated as defunct. 

This is not a compassionate society. 

aƻƴƪǎ ƻōǎŜǊǾŜ ά¢ƘŜ ¢ǿŜƭǾŜ 5ŜǾƻǘƛƻƴǎ ƻŦ ǘƘŜ DǊŜŀǘŜǊ wƻǘŀǘƛƻƴέΦ !ǎǘǊƻƴƻƳȅ ƛǎ ǎŜŜƴ ŀǎ ŀ ǎƭƛƎƘǘƭȅ 

inferior spin-off to fundamental clockwork, and is accepted but sidelined within the church. 

Magic vs. Technology 

ά!ƴȅ ǎǳŦŦƛŎƛŜƴǘƭȅ ŀŘǾŀƴŎŜŘ ǘŜŎƘƴƻƭƻƎȅ ƛǎ ƛƴŘƛǎǘƛƴƎǳƛǎƘŀōƭŜ ŦǊƻƳ ƳŀƎƛŎΦέ ς /ƭŀǊƪŜΩǎ оrd Law 
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ά!ƴȅ ǎǳŦŦƛŎƛŜƴǘƭȅ ƛƴǘǊƛŎŀǘŜ ŀƴŘ ƭŀǾƛǎƘƭȅ ŎƻƴǎǘǊǳŎǘŜŘ ǘŜŎƘƴƻƭƻƎȅ ƛǎ ƛƴŘƛǎǘƛƴƎǳƛǎƘŀōƭŜ ŦǊƻƳ ƳŀƎƛŎΦέ  

- CƛƴƭŜȅΩǎ /ƻǊƻƭƭŀǊȅ ǘƻ /ƭŀǊƪŜΩǎ оrd Law 

Although knowledge of electricity is limited and physics stopped at Newton, what the people of 

this world have done with the means available to them verges on magical.  The world is 

suffused with mechanical gadgetry at every turn:  clockwork nightingales that out-sing the real 

ones, horseless carriages that run on spring power instead of fuel.  The wonder of the world is 

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 steel, sapphire 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 ς A perpetual motion machine, housed in a golden reliquary 

ŀōƻǳǘ мнέ ǘƻ ŀ ǎƛŘŜΦ  Lǘ ǿŀǎ ōǳƛƭǘ ōȅ {ǘΦ .ǊŜƎǳŜǘ ŀƴŘ ƛǎ ǘƘŜ ƘƻƭƛŜǎǘ ǊŜƭƛŎ ƻŦ ǘƘŜ ŎƘǳǊŎƘΦ  !ŎŎƻǊŘƛƴƎ 

to dogma, it was wound only once, by the hand of Breguet himself, and has run without stop 

ever since.  It is carefully 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 device.  And the Church 

prefers to keep that power for itself. 

 The Difference Engine ς Maintained at the Counting House, the Difference Engine is this 

ǿƻǊƭŘΩǎ ŀƴǎǿŜǊ ǘƻ ǘƘŜ hǊŀŎƭŜ ƻŦ 5ŜƭǇƘƛΦ  ¢ƘŜ ŦƛǊǎǘ ŜƴƎƛƴŜǎ ǿŜǊŜ ŘŜǾŜƭƻǇŜŘ ōȅ {ǘΦ .ŀōōŀƎŜΣ ŀƴŘ 

could produce the 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 two ideas.  By entering the number for weather and the number for tomorrow, 

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 can be answered 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 high-ranking members of the government and the 

Church.  Of course, that doesƴΩǘ ǎǘƻǇ ȅƻǳ ŦǊƻƳ ǎƴŜŀƪƛƴƎ ƛƴΧ 

 The Figure in Grey ς Chased 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 
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impossible, but the Figure reveals a design of unforeseen subtlety and genius.  It is not until the 

ǎŜŎƻƴŘ ƎŀƳŜ ƘƻǿŜǾŜǊ ǘƘŀǘ ǘƘŜ CƛƎǳǊŜΩǎ ŎǊŜŀǘƻǊ ƛǎ ǊŜǾŜŀƭŜŘΦ 

Physics 

The general physics of this world are the same as Earth, though study of them stopped at 

Newton.  People considered his discoveries perfect and 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 an 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 

¢ƘŜ ŎƻƴǎǘŜƭƭŀǘƛƻƴǎ ŀƴŘ ǘƘŜƛǊ ƳƻǾŜƳŜƴǘǎ ŀǊŜ ǘƘŜ ǎŀƳŜ ŀǎ 9ŀǊǘƘΩǎΦ 

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 wrangling 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 a semi-secret fund to 

squelch several gǊƻǿƛƴƎ ƘŜǊŜǎƛŜǎΣ Ƴŀƴȅ ǊŜǾƻƭǾƛƴƎ ŀǊƻǳƴŘ ǘƘŜ ǿƻǊŘ άwŜƭŀǘƛǾƛǘȅΦέ 

Money 

[ŜƎŀƭ ǘŜƴŘŜǊ ƛǎ ƎƻƭŘ Ŏƻƛƴǎ ƪƴƻǿƴ ŀǎ άƳƛƴǳǘŜǎέΦ {ƛȄǘȅ ƳƛƴǳǘŜǎ ƳŀƪŜ όǿƘŀǘ ŜƭǎŜΚύ ŀƴ ƘƻǳǊΦ  

 

Swearwords and expressions 

ά²ƛŘŘŜǊǎƘƛƴǎέ ς ǊƻǳƎƘƭȅ ŜǉǳƛǾŀƭŜƴǘ ǘƻ άŦƛŘŘƭŜǎǘƛŎƪǎέΦ 

άDƻƻŘ DǊŜŀǎŜ κ {ǿŜŜǘ DǊŜŀǎŜέ ς ŜǉǳƛǾŀƭŜƴǘ ǘƻ άƎƻƻŘ ƎǊƛŜŦέ ƻǊ άǎǿŜŜǘ WŜǎǳǎέΦ 

ά/ǳǊǎŜǎ ǘƻ ŎƻǳƴǘŜǊǿŜƛƎƘǘǎέ ς general irritation 

ά.ŜǘǿŜŜƴ ŀ ǊŀŎƪ ŀƴŘ ŀ ƎŜŀǊ ǘǊŀŎŜέ ς ŜǉΦ ǘƻ άōŜǘǿŜŜƴ ŀ ǊƻŎƪ ŀƴŘ ŀ ƘŀǊŘ ǇƭŀŎŜΦέ 
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{ŀŘ ŎƛǊŎǳƳǎǘŀƴŎŜǎ ƻŦǘŜƴ ŜƭƛŎƛǘ άǘƘŜ ǎƛƎƴ ƻŦ {ŀŘ 5ŜǇǊŜŎƛŀǘƛƻƴέΣ ŜǉǳƛǾŀƭŜnt to a Catholic crossing 

themselves. 
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.ŜŦƻǊŜ ¢ƘŜ {ǘƻǊȅ .ŜƎƛƴǎΧ 

You are Wren, the 2nd Assistant Clock Polisher at the Cathedral of Time.  You were sent there by 

ȅƻǳǊ ǇŀǊŜƴǘǎ ŀǘ ŀƎŜ ǎƛȄ ŦƻǊ ǘƘŜ Ƴƻƴƪǎ ǘƻ ǊŀƛǎŜΣ ŀǎ ƻƴŜ ƳƻǊŜ ƘǳƴƎǊȅ ƳƻǳǘƘ ǎƛƳǇƭȅ ǿŀǎƴΩǘ ǿŀƴǘŜŘ 

at home.  Your gender is never specified, allowing players to identify your gender with their 

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

ǘƘŜ ōŜǎǘ ƻŦ ȅƻǳǊ ŀōƛƭƛǘȅΦ  .ŜƴŜŀǘƘ ǘƘŀǘ ƴŜŜŘ ǘƻ ǇƭŜŀǎŜ ƘƻǿŜǾŜǊΣ ǘƘŜǊŜΩǎ ŀ ōŀǊŜƭȅ ǊŜŎƻƎƴƛȊŜŘ 

desire to get out and see the world beyond the abbey. 

You are the most insignificant person in the abbey, routinely bullied and manipulated by Calvin 

& Drake, your superiors, and ultimately ignored by the monks. 

!ǎ ǘƘŜ ǎǘƻǊȅ ōŜƎƛƴǎΣ ȅƻǳ ƘŀǾŜ ōŜŜƴ ǎŜƴǘ ǘƻ ǇƻƭƛǎƘ ǘƘŜ !ōōƻǘΩǎ ŎƭƻŎƪ ōȅ 5ǊŀƪŜΣ ǿƘƻ ǿŀƴǘǎ ǘƻ 

head off into 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 someone or other. 
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The Players 

The Player Character 

Wren, the 2nd Assistant Clock Polisher 

A much abused and overlooked thirteen year-old working in the abbey of the Cathedral of 

Time. ̧ ƻǳ ŀǊŜƴΩǘ ǘƘŜ ƭƻǿŜǎǘ ǊǳƴƎ ƻƴ ǘƘŜ ǎƻŎƛŀƭ ƭŀŘŘŜǊΧ ȅƻǳΩǊŜ ƴƻǘ ƻƴ ǘƘŜ ƭŀŘder at all.  Your job 

involves running errands for the Demi-Chief 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 about the position however is it allows you some access (if 

ȅƻǳ ŘƻƴΩǘ ƎŜǘ ƴƻǘƛŎŜŘύ ǘƻ ǘƘŜ ǎŜŎǊŜǘƛǾŜ !ōōŜȅ ŀƴŘ ǘƘŜ /ŀǘƘŜŘǊŀƭ ƻŦ ¢ƛƳŜΦ  See further notes on 

page 11. 

Major Non -Playing Characters  

Demi-Chief Clock Polisher Calvin and Chief Clock Polisher Drake 
Your immediate superiors and tormentors, they provide the challenges in chapter II.   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 from one another, 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.  

IŜΩǎ ŀƴ ƻƭŘΣ ƛƴŜŦŦŜŎǘǳŀƭ ŦŜƭƭƻǿΣ Ŝŀǎƛƭȅ ǘƘǊŜŀǘŜƴŜŘ ŀƴŘ ƳŀƴƛǇǳƭŀǘŜŘ ōȅ ǘƘŜ CƛƎǳǊŜΣ ōǳǘ ǘƘŜǊŜΩǎ 

nothing friendly about him either. 

The Figure in Grey 

¢ƘŜ άǿƘƛǘŜ Ǌŀōōƛǘέ ƻŦ ǘƘŜ ƎŀƳŜΣ ǘƘŜ CƛƎǳǊŜ ƛǎ ƻƳƛƴƻǳǎ ŀƴŘ ǎŜŎǊŜǘƛǾŜΦ  IŜ ƛǎ ŎƭŀŘ ŦǊƻƳ ƘŜŀŘ ǘƻ 

foot in supple grey leather, including fine leather gloves 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 (his inhuman speed and monotone voice, for example), but nothing that 

would be too obvious.  He is first seen in Chapter I, threatening Gubbler, and appears 

throughout the game. 

Brother Horloge 

The bellowing and half-blind monk in the library of the abbey.  He will talk with you, briefly, 

ƻƴŎŜ ȅƻǳΩǾŜ ōǊƻǳƎƘǘ ƘƛƳ Ƙƛǎ ǘŜŀΣ ŀƴŘ ƛǎ ǘƘŜ ǎƻǳǊŎŜ ŦƻǊ ǘƘŜ ƪŜȅ ǘƻ ǘƘŜ ŘƛƴƛƴƎ ǊƻƻƳ ŎƭƻŎƪΦ 
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.ǊƻǘƘŜǊ {ŀΩŀǘ 

¢ƘŜ ƭǳƴŀǘƛŎ Ƴƻƴƪ ƛƴ ǘƘŜ hǊǊŜȅ Iŀƭƭ ƻŦ ǘƘŜ ŎŀǘƘŜŘǊŀƭΦ  IŜΩǎ ŀƴ ŀƴŎƛŜƴǘΣ ǿƛǊȅ ŦƛƎǳǊŜΣ ƻōǎŜǎǎŜŘ ǿƛǘƘ 

the movements of the planets in his mechanical universe.  He is the source for the official order 

ȅƻǳ ƴŜŜŘ ǘƻ ŜƴǘŜǊ ǘƘŜ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅΦ 

Archbishop Steelspring III 

Steelspring is the pious and effective head of the Church, and unlike Gubbler feels neither 

annoyance nor malice towards you.  Unfortunately, he considers you nothing more than a child, 

ŀƴŘ Ƙƛǎ ŎƻƴŘŜǎŎŜƴǎƛƻƴ ƛǎ ŜǾŜƴ ƳƻǊŜ ŦǊǳǎǘǊŀǘƛƴƎ ǘƘŀƴ ǘƘŜ ƻǘƘŜǊ ŎƘŀǊŀŎǘŜǊǎΩ ƳƻǊŜ ƻǳǘǊƛƎƘǘ 

disapproval.  You encounter him at the opening of chapter IV, when you try to reveal what 

ȅƻǳΩǾe seen 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 and is now attempting to replicate the Perpetuum to 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 because of his 

άƘŜǊŜǘƛŎŀƭέ ŘŜǎƛƎƴǎΦ  !ŦǘŜǊ ȅƻǳ Ŧŀƭƭ ƛƴǘƻ Ƙƛǎ ǎƘƻǇ ŘǳǊƛƴƎ ŀ ŎƘŀǎŜ ƻƴ ǘƘŜ ǊƻƻŦǘƻǇǎΣ ƘŜ ōŜŦǊƛŜƴŘǎ 

ȅƻǳ ŀƴŘ ōŜŎƻƳŜǎ ǘƘŜ ƻƴŜ ŀŘǳƭǘ ŎƘŀǊŀŎǘŜǊ ƛƴ ǘƘŜ ƎŀƳŜ ǿƘƻΩǎ ǊŜŀƭƭȅ ƻƴ ȅƻǳǊ ǎƛŘŜΦ  IŜ ǇǊƻǾƛŘŜǎ 

necessary plot information and guidance, introducing background on the Figure, the Perpetuum 

and the Difference Engine.  He becomes a father figure, and remains such throughout the three 

games.  He is quirky and scattered, with an over-fondness 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. 
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Brother Reloh 

Skinny and stern as his steel-rimmed 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 

ŀǘǘŜƳǇǘ ǘƻ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ƘƛƳ ƛǎ ŜƛǘƘŜǊ άLΩƳ ǿƻǊƪƛƴƎΦέ ƻǊ ά5ƻƴΩǘΦέ 

Various Monks & Ministers 

²ŀƴŘŜǊƛƴƎ bt/Ωǎ ƛƴ ǘƘŜ ŎŀǘƘŜŘǊŀƭ ŀƴŘ ŀōōŜȅΦ  ¢ƘŜȅ ǇǊƻǾƛŘŜ ƛƴŦƻǊƳŀǘƛƻƴ ŦǊƻƳ ŀ ƎŜƴŜǊŀƭƛȊŜŘ ƭƛǎǘ 

of responses when spoken to, but have little time for you. 

Calculatrix Pristina 

The operator of the Difference Engine, she appears in the scene with Du Mer and must 

otherwise be avoided in chapter VII. 

Others 

Silent, decorative characters, as necessary. 
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The Screenplay 

SYNOPSIS 

 
The young 2nd 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. ¢ƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎ ς !ƭǘƘƻǳƎƘ ȅƻǳ ŀǊŜ ŜȄǇǊŜǎǎƭȅ ŦƻǊōƛŘŘŜƴ ŦǊƻƳ ŜƴǘŜǊƛƴƎ ǘƘŜ ŀōōƻǘΩǎ 
private quarters, let alone touching the grand-father clock there, Drake and Calvin have 
gone off to pursue some dubious activity in the city, and tasked you with polishing the 
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 to back out of an implied deal with the Figure, saying that the object 
is inaccessible (the Perpetuum is not explicitly named in this scene).  The Figure 
ǘƘǊŜŀǘŜƴǎ ŎƻƴǎŜǉǳŜƴŎŜǎ ƛŦ ƛǘΩǎ ƴƻǘ ŘŜƭƛǾŜǊŜŘ ǘƻ ƘƛƳΣ ŀƴŘ ǘƘŜ ŀōōƻǘ ŎƻǳƴǘŜǊǎ ǘƘŀǘ ƘŜΩǎ 
afraid to think of the consequences if it is delivered.  The Figure changes tactics and says 
ǘƘŀǘ DǳōōƭŜǊ ƴŜŜŘƴΩǘ ǎǘŜŀƭ ǘƘŜ ƻōƧŜŎǘΣ ƘŜ Ƨǳǎǘ ƴŜŜŘǎ ǘƻ ŦƛƴŘ ŀ ǿŀȅ ƻŦ ƎŜǘǘƛƴƎ ƘƛƳ ƛƴǘƻ ǘƘŜ 
ŎŀǘƘŜŘǊŀƭΩǎ ǾŀǳƭǘΣ ŀƴŘ ǘƘŜ CƛƎǳǊŜ ǿƛƭƭ Řƻ ǘƘŜ ǊŜǎǘΦ  ! Ƴƻƴƪ ŜƴǘŜǊǎΣ ŎǳǘǘƛƴƎ ǘƘŜ ƳŜŜǘƛƴƎ 
short.  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 ȅƻǳΩǾŜ Ƨǳǎǘ ƘŜŀǊŘΣ ōǳǘ ƴƻ ǎƻƻƴŜǊ Řƻ ȅƻǳ ƭŜŀǾŜ ǘƘŜ 
ŀōōƻǘΩǎ ǉǳŀǊǘŜǊǎ ǘƘŀƴ ȅƻǳ ŀǊŜ ŎŀǳƎƘǘ ǳǇ ōȅ /ŀƭǾƛƴ ϧ 5ǊŀƪŜΣ ǿƘƻ ƪƴƻŎƪ ȅƻǳ ŀōƻǳǘ ŀ ōƛǘ 
ŀƴŘ ŎƻƴŦƛƴŜ ȅƻǳ ǘƻ ȅƻǳǊ ŎŜƭƭ ǘƻ ǇǳƴƛǎƘ ȅƻǳ ŦƻǊ ōŜƛƴƎ ƛƴ ǘƘŜ ŀōōƻǘΩǎ ǉǳŀǊǘŜǊǎ όŜǾŜƴ 
though they sent you there themselves).  In your quarters you note the spires of the 
cathedral through your window, and determine to speak to the archbishop about what 
ȅƻǳΩǾŜ Ƨǳǎǘ ƘŜŀǊŘΦ   
Before you can get to the cathedral though, you have to distract Calvin, who guards the 
exit, and avoid Drake, 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 (getting in) ς Across the yard is the cathedral.  Here you must 
ŜȄǇƭƻǊŜ ǘƘŜ ƭŀǊƎŜ ǎǇŀŎŜ ǘƻ ŦƛƴŘ ǘƘŜ ŀǊŎƘōƛǎƘƻǇΩǎ ǎǘǳŘȅ ŀƴŘ ŘƛǎŎƻǾŜǊ ŀ ǿŀȅ Ǉŀǎǘ ǘƘŜ 
attendant at the door. While exploring the cathedral, you witness part of a religious 
ceremony involving the Perpetuum Mobile. 
 Object: To find and convince the archbishop 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 17 

 

 Obstacle: A guarded door. 
4. The Cathedral of Time (getting out) ς  When you get to Archbishop Steelspring and 
ŜȄǇƭŀƛƴ ǿƘŀǘ ȅƻǳ ƻǾŜǊƘŜŀǊŘΣ ƘŜΩǎ ǇŀǘǊƻƴƛȊƛƴƎƭȅ ŘƛǎƳƛǎǎƛǾŜΣ ŎƭŀƛƳƛƴƎ ȅƻǳ ƘŀǾŜ ŀƴ ƻǾŜǊ-
actiǾŜ ƛƳŀƎƛƴŀǘƛƻƴΦ  IŜ ǎŀȅǎ ǘƘŀǘ ŀƭƭ ǘƘŜ ŎŀǘƘŜŘǊŀƭΩǎ ǘǊŜŀǎǳǊŜǎ ŀǊŜ ƪŜǇǘ ƛƴ ǿŜƭƭ-protected 
vault, and that even if someone had a copy of the key (and he shows you the copy in his 
ŘŜǎƪύΣ ǘƘŜȅΩŘ ƴŜŜŘ ǘƘŜ ǇŀǎǎǿƻǊŘ ŀǎ ǿŜƭƭΣ ǎƻ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ǘƻ ǿƻǊǊȅ ŀōƻǳǘΦ  IŜ ǎhoos 
you from his study. 
[ŜŀǾƛƴƎ ǘƘŜ ŀǊŎƘōƛǎƘƻǇΩǎ ǎǘǳŘȅΣ ȅƻǳ ǎŜŜ DǳōōƭŜǊ ŀƴŘ ǘƘŜ CƛƎǳǊŜ ƛƴ ŀ ǎƘŀŘƻǿȅ ŀƭŎƻǾŜΦ  
You come closer and hear Gubbler say that the cathedral will be unguarded at midnight 
and he can take the Perpetuum then.  You see a flash of metal as 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 out a way to get across the gap, and continue pursuit. 
 Object: To catch the Figure in Grey 
 hōǎǘŀŎƭŜΥ ¢ƘŜ CƛƎǳǊŜΩǎ ǎǳǇŜǊƛƻǊ ǎǇŜŜŘ ŀƴŘ ŀƎƛƭƛǘȅΦ 

5. The Chase on the Rooftops ς A short chapter, rushing through a maze of rooftops, with 
one or two small access puzzles ƻƴ ǘƘŜ ǿŀȅΦ  Wǳǎǘ ŀǎ ȅƻǳ ǘƘƛƴƪ ȅƻǳΩǊŜ ŀōƻǳǘ ǘƻ ŎŀǘŎƘ ǳǇ 
with the Figure, you fall through a skylight into the shop below. 

Object: To catch the Figure in Grey 
 hōǎǘŀŎƭŜΥ ¢ƘŜ CƛƎǳǊŜΩǎ ǎǳǇŜǊƛƻǊ ǎǇŜŜŘ ŀƴŘ ŀƎƛƭƛǘȅΣ ŀǎ ǿŜƭƭ ŀǎ ǘƘŜ ǘŜǊǊŀƛƴΦ 

6. /ƻǾŀƭǘΩǎ /ƭƻŎƪ {ƘƻǇ ς This chapter occurs in one 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 won over 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 
ŎǊŜŀǘƛƻƴ ƻŦ ŀ ǇŜǊǇŜǘǳŀƭ Ƴƻǘƛƻƴ ƳŀŎƘƛƴŜΦ  IŜΩŘ ǘǳǊƴŜŘ ƘƛƳ ŘƻǿƴΣ ƴƻǘ ƻƴƭȅ ōŜŎŀǳǎŜ ǘƘŜ 
design was 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 Engine to 
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 about Covalt and the Figure. 
 hōǎǘŀŎƭŜΥ /ƻǾŀƭǘΩǎ ƛƴƛǘƛŀƭ ŀƴƎŜǊΦ 

7. The Counting House ς ̧ ƻǳ Ŧƻƭƭƻǿ /ƻǾŀƭǘΩǎ ŘƛǊŜŎǘƛƻƴǎ ǘƘǊƻǳƎƘ ǘƘŜ ǎǘǊŜŜǘǎ ǘƻ ǘƘŜ /ƻǳƴǘƛƴƎ 
IƻǳǎŜ όƧǳǎǘ ƴŜŜŘ ŀ ŘŜǎŎǊƛǇǘƛƻƴ ƻŦ ǘƘŜ ƧƻǳǊƴŜȅΣ ŘƻƴΩǘ ƴŜŜŘ ŀŎǘǳŀƭ ǊƻƻƳǎύΣ ŀƴŘ ƛƴŘŜŜŘ ŀǊŜ 
able to get past the outer guards with a bit of bluffing.  Once inside through, you must 
avoid the other adults.   
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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, which have the 
answers to her questions, and we overhear some of the questions, giving us some idea 
ƻŦ ǿƘŀǘ ǎƘŜΩǎ ǳǇ ǘƻΣ ƛƴŎƭǳŘƛƴƎ ƳŜƴǘƛƻƴ ƻŦ ǊŜƭŀǘƛǾƛǘȅΦ  Lƴ ǘƘƛǎ ŘƛǎŎǳǎǎƛƻƴ ǿŜ ŀƭǎƻ ƎŜǘ Ƙƛƴǘǎ 
as to how the mechanism functions.  
The adults leave, and you are faced with an elaborate mechanical puzzle, in which you 
ƘŀǾŜ ǘƻ ǘǊŀƴǎƭŀǘŜ ǘƘŜ ǉǳŜǎǘƛƻƴ ά²ƘŜǊŜ ƛǎ ǘƘŜ CƛƎǳǊŜ ƛƴ DǊŜȅ ƎƻƛƴƎΚέ ƛƴǘƻ ǘƘŜ ŜƴƎƛƴŜΩǎ 
symbol language.  When you succeed, you activate the engine.  The room itself starts to 
vibrate as the massive driving springs 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. 
 hōƧŜŎǘΥ ¢ƻ ŘƛǎŎƻǾŜǊ ǘƘŜ CƛƎǳǊŜΩǎ ǿƘŜǊŜŀōƻǳǘǎ ǳǎƛƴƎ 5ƛŦŦŜǊŜƴŎŜ 9ƴƎƛƴŜ 
 Obstacle: Various guards, and the complicated engine itself 

8. The Storehouse ς You follow the directions on the card to an abandoned storehouse 
near the wharves (again, I think we can have just a description of the journey).  You 
must first find a way to break in, and when you do you a greeted with a chilling sight.  
¢ƘŜ Ǿŀǎǘ ǎǘƻǊŜƘƻǳǎŜ ƛǎ Ŧǳƭƭ ƻŦ ŀ ǘƘƻǳǎŀƴŘ ǎƛƭŜƴǘ ƳŜƴΦ  ¸ƻǳ ǎƻƻƴ ǊŜŀƭƛȊŜ ǘƘŜȅΩǊŜ ƴƻǘ ƳŜƴ 
at all, but metal automatons, frozen, awaiting orders.  When you look inside one 
however, you notice a large cavity.  Although the clockwork is far too complicated for 
ȅƻǳ ǘƻ ǳƴŘŜǊǎǘŀƴŘΣ ȅƻǳ ǊŜŎƻƎƴƛȊŜ ǿƘŀǘΩǎ ƳƛǎǎƛƴƎΥ ǘƘŜ ǎǇǊƛƴƎ ǘƘŜ ŘǊƛǾŜǎ ǘƘŜ ƳŀŎƘƛƴŜǊȅΦ 
At this point, you are discovered by the Figure in Grey.  You try to confront him, but he 
easily overpowers you, gripping you in his inhumanly strong hands.  He tells you not to 
ƳŜŘŘƭŜ ƛƴ ǘƘƛƴƎǎ ȅƻǳ ŎŀƴΩǘ ǳƴŘŜǊǎǘŀƴŘΣ ŀƴŘ ǎǳƎƎŜǎǘǎ ƘŜ ŎƻǳƭŘ ƘǳǊǘ ȅƻǳ ǾŜǊȅ ōŀŘƭȅΣ ƛŦ ƘŜ 
ǿŜǊŜƴΩǘ ǳƴŘŜǊ ƻǊŘŜǊǎ ƴƻǘ ǘƻ ŎŀǳǎŜ ŀƴȅ ŘŀƳŀƎŜ άŀǘ ǘƘƛǎ ǎǘŀƎŜΦέ  IŜ ŦƻǊŎŜǎ ȅƻǳ ǘƻ ǘŜƭƭ ƘƛƳ 
ǿƘŜǊŜ ȅƻǳΩǾŜ ŎƻƳŜ ŦǊƻƳΣ ŀƴŘ ȅƻǳ ōƭǳǊǘ ƻǳǘ /ƻǾŀƭǘΩǎ ƴŀƳŜΦ  ¢ƘŜ CƛƎǳǊŜ ƪƴƻŎƪǎ ȅƻǳ ƻǳǘΦ 
 Object: To confront the Figure in Grey 
 hōǎǘŀŎƭŜΥ Lƴƛǘƛŀƭƭȅ ŀ ƭƻŎƪŜŘ ŘƻƻǊΣ ǘƘŜƴ ǘƘŜ CƛƎǳǊŜΩǎ ǘǊŜƳŜƴŘƻǳǎ ǎǘǊŜƴƎǘƘΦ 

9. wŜǘǳǊƴ ǘƻ /ƻǾŀƭǘΩǎ ς As in the other Covalt chapter, this occurs in one location, and 
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 the Perpetuum never needs winding, if the Figure could steal it 
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. 
¸ƻǳ ŦŜŜƭ ƛǘΩǎ ǘƻƻ ƭŀǘŜ ǘƻ ǎǘƻǇ ǘƘŜ CƛƎǳǊŜΣ ǎƛƴŎŜ Ǉƭŀƴǎ ƻƴ ǘŀƪƛƴƎ ǘƘŜ Perpetuum at midnight, 
ŀƴŘ ƘŜΩǎ ŎƭŜŀǊƭȅ ǘƻƻ ǎǘǊƻƴƎ ŦƻǊ ȅƻǳ ǘƻ ǎǘƻǇ ƘƛƳΦ  /ƻǾŀƭǘ ǎŀȅǎ ƘŜ Ƴŀȅ ōŜ ǎǘǊƻƴƎΣ ōǳǘ ƘŜΩǎ 
not necessarily smart, and you can try to trick him. 
He has you describe the Perpetuum, and quickly constructs a decoy device using bits of 
clocks from 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 
 hōǎǘŀŎƭŜΥ ¢ƘŜ CƛƎǳǊŜΩǎ ǇƻǿŜǊ ŀƴŘ ǘƘŜ ƭŀǘŜƴŜǎǎ ƻŦ ǘƘŜ ƘƻǳǊ 
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10. Return to the Cathedral ς You return to the cathedral, and must sneak through it in the 
ŘŀǊƪ ǘƻ ǘƘŜ ŀǊŎƘōƛǎƘƻǇΩǎ ǎǘǳŘȅΣ ǘŀƪŜ ǘƘŜ ƪŜȅΣ ŀƴŘ ŦƛƴŘ ŀ ǿŀȅ Řƻǿƴ ƛƴǘƻ ǾŀǳƭǘΦ 

Object: To get the key and find the vault 
Obstacle: The size of the space and the dark 

11. The Crypts ς The vault is deep within the crypts below the cathedral. 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 
ǇƘǊŀǎŜΣ άtŀǘƛŜƴŎŜ ƛǎ ǘƘŜ ƪŜȅΦέ  LǘΩǎ ŀƭǎƻ ŜƴƎǊŀǾŜŘ ƻǾŜǊ the door to his study, where you 
Ƨǳǎǘ ǎǘƻƭŜ ǘƘŜ ƪŜȅΦ  ¢ƘŜ ǇŀǎǎǿƻǊŘΣ ƻŦ ŎƻǳǊǎŜΣ ƛǎ άǇŀǘƛŜƴŎŜΦέ   
You access the vault, and switch the decoy out for the Perpetuum, just in the nick of 
time, as the Figure enters a moment later.  He takes the decoy, but seems immediately 
ǘƻ ƪƴƻǿ ƛǘΩǎ ƴƻǘ ǘƘŜ ǊŜŀƭ ǘƘƛƴƎΦ  IŜ ǘŜŀǊǎ ƛǘ ŀǇŀǊǘ ǿƛǘƘ Ƙƛǎ ŦŜŀǊǎƻƳŜ ǎǘǊŜƴƎǘƘ ŀƴŘ ǊŜŀŘǎ ŀƴ 
ƛƴǎŎǊƛǇǘƛƻƴ ƻƴ ǘƘŜ ǇŜƴŘǳƭǳƳ ƛƴǎƛŘŜΦ ά/ƻǾŀƭǘΩǎ /ƭƻŎƪ {ƘƻǇΦέ IŜ Ǌǳƴǎ ƻǳǘ ŀƴŘ ȅƻǳ ŦƻƭƭƻǿΣ 
desperate to warn your friend. 
 Object: To trick the Figure in Grey with the decoy 
 hōǎǘŀŎƭŜΥ ¢ƘŜ ōǊŀȊŜƴ ƘŜŀŘΣ ŀƴŘ ǘƘŜ CƛƎǳǊŜΩǎ ǇŜǊŎŜǇǘƛƻƴΦ 

12. CƛƴŀƭŜΥ /ƻǾŀƭǘΩǎ /ƭƻŎƪǎƘƻǇ- ̧ ƻǳ ŀǊǊƛǾŜ ŀǘ /ƻǾŀƭǘΩǎ ǘƻ ŦƛƴŘ ǘƘŜ ǇƭŀŎŜ ǘƻǊƴ ǘƻ ǇƛŜŎŜǎΦ  ¸ƻǳ Ǝƻ 
ǘƘǊƻǳƎƘ ŀ ŘƻƻǊ ƛƴǘƻ /ƻǾŀƭǘΩǎ ōŜŘǊƻƻƳΣ ŀƴŘ ŦƛƴŘ ƘƛƳ ǘǊŀǇǇŜŘ ōȅ ǘƘŜ CƛƎǳǊŜΦ  ¢ƘŜ CƛƎǳǊŜ ƛǎ 
trying to find out where the Perpetuum is, but Covalt refuses to tell him anything.  
/ƻǾŀƭǘΩǎ ǊŀǾŜƴǎ IǳƎƛƴ ŀƴŘ aǳƴƛƴ ŦƭŀǇ ǿƛƭŘƭȅ ŀōƻǳǘ ƛƴ ǘƘŜƛǊ ŎŀƎŜΣ ŀƴŘ ƛƴ ŀƴ ŀǘǘŜƳǇǘ ǘƻ 
distract the Figure, you open the cage.  The ravens fly straight at him, pecking and 
ŎƭŀǿƛƴƎΣ ōǳǘ ǘƘŜ CƛƎǳǊŜ ŘƻŜǎƴΩǘ ǊŜŀŎǘ ŀǘ ŀƭƭΦ  LǘΩǎ ŀǘ ǘƘƛǎ Ǉƻƛƴǘ /ƻǾŀƭǘ Ǌealizes that the 
CƛƎǳǊŜ ƛǎƴΩǘ ƘǳƳŀƴΣ ŀƴŘ ǊƛǇǎ ƻŦŦ ƛǘǎ ŎƭƻŀƪΦ  Lǘǎ ƳŜŎƘŀƴƛŎŀƭ ƴŀǘǳǊŜ ƛǎ ǊŜǾŜŀƭŜŘΣ ŀǎ ǿŜƭƭ ŀǎ ŀ 
keyhole in the back of its neck.  Covalt shouts at you to snap its spring, and you insert 
ǘƘŜ ŎƭƻŎƪ ƪŜȅ ȅƻǳΩǾŜ ƘŀŘ ƛƴ ȅƻǳǊ ƛƴǾŜƴǘƻǊȅ ǎƛƴŎŜ ǘƘŜ ŦƛǊst chapter into the hole and 
ǿǊŜƴŎƘ ƛǘ ǿƛǘƘ ŀƭƭ ȅƻǳǊ ƳƛƎƘǘΦ  ¢ƘŜ CƛƎǳǊŜΩǎ ŘǊƛǾƛƴƎ ǎǇǊƛƴƎ ǎƴŀǇǎΣ ŀƴŘ ƛǘ Ŧŀƭƭ ǎƛƭŜƴǘΦ 
There is a quick denoument, as Covalt examines the Perpetuum.  ̧ ƻǳ ǊŜŀƭƛȊŜ ȅƻǳ ŎŀƴΩǘ 
Ǝƻ ōŀŎƪ ǘƻ ǘƘŜ ŀōōŜȅ ƴƻǿΣ ƘŀǾƛƴƎ ǎǘƻƭŜƴ ǘƘŜ ŎƘǳǊŎƘΩǎ Ƴƻst precious relic.  More than 
that, a greater mystery awaits, for someone must have built the Figure in Grey and the 
ŀǳǘƻƳŀǘƻƴǎ ƛƴ ǘƘŜ ǎǘƻǊŜƘƻǳǎŜΦ  {ƻƳŜǿƘŜǊŜ ƛǎ ŀ ƘǳƳŀƴ ƘŀƴŘ ǘƘŀǘ ǿƻǳƴŘ ǘƘŜ ǎǇǊƛƴƎΧ 
 Object: To protect Covalt 
 hōǎǘŀŎƭŜΥ ¢ƘŜ CƛƎǳǊŜΩǎ ǇƻǿŜǊ ŀƴd seeming invulnerability. 
 

Game Features 

Time Keeping 

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 

Chapter I ɀ 4ÈÅ !ÂÂÏÔȭÓ 1ÕÁÒÔÅÒÓ 

Map 

 

 

 

 

 

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 to hide. You also hear 
these if you try to leave the room. These voices get closer. 

 Three moves after the voices have been heardΣ ƛŦ ȅƻǳΩǾŜ ƴƻǘ ƘƛŘŘŜƴ ƛƴ ǘƘŜ ŎƭƻŎƪ ŎŀǎŜ ŀƭǊŜŀŘȅΣ 
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.  While you cannot 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.  ̧ ƻǳ Ŏŀƴ ŀƭǿŀȅǎ ƘŜŀǊ ǘƘŜ !ōōƻǘ ŎƭŜŀǊƭȅΤ ƛŦ ȅƻǳΩǊŜ ǳǎƛƴƎ ǘƘŜ ƎƭŀǎǎΣ ǘƘŜƴ ȅƻǳ Ŏŀƴ ƘŜŀǊ ŜǾŜǊȅǘƘƛƴƎ ǘƘŜ 
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 prompted to 
tell someone what you just overheard.  When you leave the room, Chapter II begins. 

 

.ÏÔÅÓȡ ȣ 

!ōōƻǘΩǎ 

Quarters 

Inside Clock 

Case 

To Corridor of  

Contemplation C2. 
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Design 

1. Before Play Begins: (prologue) 

o Design: ̧ ƻǳ ŀǊŜ ƛƴ ǘƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎΣ ǿƘŜǊŜ ȅƻǳ ǎƘƻǳƭŘƴΩǘ ōŜΦ  ¸ƻǳ ŀǊŜ Ƨǳǎǘ ŀōƻǳǘ 

ŦƛƴƛǎƘŜŘ ǇƻƭƛǎƘƛƴƎ ǘƘŜ ŀōōƻǘΩǎ ƘǳƎŜ grandfather clock, a duty which is usually far above 

your lowly rank of 2nd Assistant Clock Polisher, but your superiors Drake and Calvin have 

ƎƻƴŜ ƻŦŦ ƛƴǘƻ ǘƘŜ Ŏƛǘȅ ǘƻ ŦƭƛǊǘ ǿƛǘƘ ƎƛǊƭǎΣ ŀƴŘ ƻǊŘŜǊŜŘ ȅƻǳ ǘƻ Řƻ ƛǘ ŦƻǊ ǘƘŜƳΦ  ¸ƻǳΩǊŜ 

honored, but also worried ȅƻǳΩƭƭ ƎŜǘ ŎŀǳƎƘǘ ōȅ ƻƴŜ ƻŦ ǘƘŜ ƳƻƴƪǎΣ ŦƻǊ ǘƘŜ ǳǇƪŜŜǇ ƻŦ 

clocks in this world is serious business, not to be entrusted to someone the likes of you.  

Actual:  

άHEY WREN!έ 

Uh-oh. 

ά²ŜΩǾŜ Ǝƻǘ ŀ Ƨƻō ŦƻǊ ȅƻǳΗέ 

ά¸ŜŀƘΣ ŀ ǇǊƻƳƻǘƛƻƴΗέ 

This, coming from Drake and Calvin, means something horrible is about to happen. 

ά¸ƻǳΩǊŜ Ǝƻǘ ȅƻǳǊ ǊŀƎΣ ŘƻƴΩǘ ȅƻǳΚέ 

ά!ƴŘ ȅƻǳǊ ǇƻƭƛǎƘΚέ 

ά¸ŜǎΣΧέ I bleat. 

ά/ƻǳǊǎŜ ȅƻǳ ŘƻΦ ²ŜƭƭΣ ǿŜΩǾŜ Ǝƻǘ ǎƻƳŜǘƘƛƴƎ ŦƻǊ ȅƻǳ ǘƻ ŘƻΦέ 

ά¸ŜŀƘΣέ ŎƘƛƳŜǎ /ŀƭǾƛƴΦ 

One on each arm, they march me down the hall, towards the AbbotΩǎ ŘƻƻǊΦ Am I in trouble? Going to be 

thrown out of the Cathedral?  

άhƴ ǘƘǊŜŜΗέ ǎƘƻǳǘǎ 5ǊŀƪŜΦ 

ά5ƻƴƎΗέ /ŀƭǾƛƴ ŎƻǳƴǘǎΦ ά5ƻƴƎΗ Dong!έ 

They shove me through the door. I fall ς into the AbbotΩǎ ǇŜǊǎƻƴŀƭ ŎƘŀƳōŜǊΦ I might not know much 

about the Abbey ς but I do know that I really ǎƘƻǳƭŘƴΩǘ ōŜ ƛƴ ƘŜǊŜΧ 

¶ Note: this dialogue section finishes after the first turn, see the Events listed as 

part of the AbbotΩǎ ǊƻƻƳ ōŜƭƻǿΦ 
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2. The Player Character: 

o Design: You are Wren, the 2nd Assistant Clock Polisher in the abbey of the Cathedral of 

Time.  See notes in the player character section above for detailing. 

Actual:  

When the monks took me, aged six months, into their care, they named me Wren. Maybe because I was 

small, insignificant, and happy to eat any crumbs they threw my way. But these days LΩƳ Wren, 2nd 

Assistant Clock PolisherΧ ŀƴŘ ǘƘŀǘΩǎ ŀ ǊƻƭŜ ǘƘŀǘΩǎ ŀōƻǳǘ ŀǎ ƛƳǇƻǊǘŀƴǘ ƛƴ ǘƘŜ ǿƻǊƪƛƴƎǎ ƻŦ ǘƘŜ /ŀǘƘŜŘǊŀƭ ƻŦ 

Time as the large deaf man who re-stretches the worn-out springs.  

o Inventory: 

Á Object: Your lucky clock key 

¶ Description: The one thing LΩǾŜ had all my life. LǘΩǎ ōŜŜƴ ǘƘŜǊŜΣ ƻƴ ŀ 

string around my neck, for as long as I can remember. I keeping 

hoping that ƛǘΩǎ ŀ ƭŀǎǘ ƎƛŦǘ ŦǊƻƳ Ƴȅ true family, and one day ƛǘΩƭƭ 

open a treasure-chest or the door of one of the Great Houses. But 

then again, ƳŀȅōŜ ƛǘΩǎ Ƨǳǎǘ ǎƻƳŜǘƘƛƴƎ I tried to eat as a baby. 

Either way, LΩǾŜ ȅŜǘ ǘƻ ŦƛƴŘ ŀ ƭƻŎƪ ƛǘΩƭƭ ǘǳǊƴ ƻǊ ŀ ŎƭƻŎƪ ƛǘΩƭƭ ǿƛƴŘΦ 

¶ Command [Drop, Put in/on something, Throw etc]: What? Lose my 

lucky clock key? And then what would I have left? 

¶ Note: Used in the final chapter.  Until then it can be used to try and 

ǿƛƴŘ ǾŀǊƛƻǳǎ ŎƭƻŎƪǎ ŀƴŘ ƳŜŎƘŀƴƛǎƳǎΣ ōǳǘ ǿƻƴΩǘ Ŧƛǘ ŀƴȅ ƻŦ ǘƘŜƳΦ 

Á Object: Rag 

¶ Description: ¢ƘŜ ǘƻƻƭ ƻŦ ǘƘŜ ǇƻƭƛǎƘŜǊΩǎ ǘǊŀŘŜΦ !ƴŘ ǘƘƛǎ ƻƭŘ rag looks like 

ƛǘΩǎ ōŜŜƴ ǘƘŜ ǘƻƻƭ ƻŦ ǎŜǾŜǊŀƭ ǇƻƭƛǎƘŜǊǎ ōŜŦƻǊŜ me, too. 

¶ Command [Put rag in tumbler/polish]: The rag is already wet 

enough. 

¶ Note: Can be used to polish objects. 

Á Object: Tumbler (with small amount of wood polish inside) 
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¶ Description: A small Ǝƭŀǎǎ ǿƛǘƘ ŀƭƭ ǘƘŀǘΩǎ ƭŜŦǘ ƻŦ my daily wood polish 

ration. How LΩƳ ǎǳǇǇƻǎŜŘ to do all the rest of my chores after this I 

ŘƻƴΩǘ ƪƴƻǿΣ ōǳǘ 5ǊŀƪŜ ŀƴŘ /ŀƭǾƛƴ ŘƛŘƴΩǘ ǎŜŜƳ ǘƻƻ ǿƻǊǊƛŜŘ ŀōƻǳǘ ǘƘŀǘΦ 

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

hƘΧ ǿŜƭƭΣ ǘƘŜƴΦ L ǘƛǇ ƻǳǘ ǘƘŜ ƭŀǎǘ ƻŦ ǘƘŜ ǇƻƭƛǎƘ ƻƴǘƻ ǘƘŜ ŦƭƻƻǊ ƻŦ ǘƘŜ ŎƭƻŎƪΦ 

At least that part will shine.  

¶ Command [pour out polish / empty tumbler if not inside the clock 

case]: LΩƭƭ ƴŜŜŘ ǘƻ ǎŀǾŜ ŜǾŜǊȅ ƭŀǎǘ ŘǊƻǇΦ ¢ƘŜǊŜΩǎ ǘǿŜƴǘȅ ƳƻǊŜ ŎƭƻŎƪǎ 

to do today at least! 

¶ 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. !ōōƻǘΩǎ vǳŀǊǘŜǊǎ 

o Description:  

If I thought Abbots lived in luxury, then I was dead wrong. Even my ŀǘǘƛŎΩǎ ŎƻǎƛŜǊ ǘƘŀƴ ǘƘƛǎΦ ¢ƘŜ !ōōƻǘΩǎ 

got no furniture at all, except a desk and a cot, and no decoration except for a bust of St. Newton. None 

of the axle-mounted bevelled ƳƻōƛƭŜǎ L ǿŀǎ ŜȄǇŜŎǘƛƴƎΦ ¢ƘŜǊŜΩǎ ōŀǊŜƭȅ ŜǾŜƴ ŀƴȅ ǎǳƴƭƛƎƘǘΥ ƻƴ ǘƘƛƴƎ 

window to catch the sun-rise, opposite the door the hallway back west. 

St Newton is staring at the AbbotΩǎ ǳƴǇƻƭƛǎƘŜŘ Grandfather clock with a severe frown.  

o Command [leaving Quarters before Calvin and Drake leaving event has happened]:  

LΩƳ ƴƻǘ ǎǘŀȅƛƴƎ ƘŜǊŜΦ L ǿŀƭƪ ǎǘǊaight out ŀƎŀƛƴΧ ōǳǘ 5ǊŀƪŜΩǎ ǿŀƛǘƛƴƎ ǘƻ ǇǳǎƘ ƳŜ ōŀŎƪΦ  

άtƻƭƛǎƘ ǘƘŜ ŎƭƻŎƪΣ ƭƻƻǎŜ-ǎŎǊŜǿΗέ he clangsΦ ά!ƴŘ ŘƻƴΩǘ ŎƻƳŜ ƻǳǘ ǘƛƭƭ ƛǘΩǎ ǎƘƛƴƛƴƎΗέ 

 (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 Quarters before Voices have been Heard]: Curses to 

ŎƻǳƴǘŜǊǿŜƛƎƘǘǎΗ LǘΩǎ ƴƻǘ ƻƴ Ƴȅ ǊƻǘŀΣ ǘƘƛǎ ŎƭƻŎƪΣ ǎƻ ǿƘȅ ǎƘƻǳƭŘ L ŦƛƴƛǎƘ ƻŦŦ Ƴȅ ǇƻƭƛǎƘ ƻƴ ƛǘΚ 

I head for the doorway ς then freeze. Voices, coming doǿƴ ǘƘŜ ƘŀƭƭΦ LǘΩǎ ǘƘŜ !ōōƻǘ 

himself, coming this way! 

(Note: The Voices Heard event has now happened)  
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o Command [leaving Quarters before Clock Case event has started, after Voices Heard 

event]: ¢ƘŜ !ōōƻǘΩǎ ǾƻƛŎŜ ƛǎ ƎŜǘǘƛƴƎ ƴŜŀǊŜǊΧ LŦ ƘŜ ǎŜŜǎ LΩǾŜ ōŜŜƴ ƛƴ ƘŜǊŜΣ ƘŜΩƭƭ ƘŀǾŜ ƳŜ 

ǘǳǊƴƛƴƎ ǘƘŜ ǇŀŘŘƭŜǎ ƛƴ ǘƘŜ ƭŀǳƴŘǊȅ ǊƻƻƳ ŦƻǊ ŀ ƳƻƴǘƘΗ ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ŦƻǊ ƛǘΣ LΩƭƭ have to 

escape.   

o Command [leaving Quarters after Clock Case event]: Move into Corridor of 

Contemplation and begin Chapter II   

Text: LΩƳ ƎƻƛƴƎ ǘƻ ƘŀǾŜ ǘƻ ǘŜƭƭ ǎƻƳŜƻƴŜ ǿƘŀǘ L Ƨǳǎǘ ƘŜŀǊŘΦ ! ǘƘŜŦǘΣ ŦǊƻƳ ǘƘŜ ±ŀǳƭǘǎΗ .ǳǘ ƛŦ 

ǘƘŜ !ōōƻǘΩǎ ƛƴǾƻƭǾŜŘ ς then  who else might be? After all, the figure he was talking to 

could have been anyone in the Abbey! 

o Event [overheard from Quarters, first turn after game begins ς this is Calvin and Drake 

leaving]:  

ά!ƴŘ ŘƻƴΩǘ ŎƻƳŜ ƻǳǘ ǘƛƭƭ ǘƘŀǘ ŎƭƻŎƪΩǎ ǎƘƛƴƛƴƎΗέ ǎƘƻǳǘǎ 5ǊŀƪŜ ŦǊƻƳ ǘƘŜ ƘŀƭƭΦ  

ά¸ŜŀƘΣέ /ŀƭǾƛƴ ǎŀȅǎΦ άLǘΩǎ Ǝƻǘ ǘƻ ƭƻƻƪ ŀǎ ƎƻƻŘ ŀǎ ƛŦ ǿŜ ŘƛŘ ƛǘΗέ 

άIdiotΣέ 5ǊŀƪŜ ƳǳǘǘŜǊǎΦ ά/ƻƳŜ ƻƴΦέ 

Their voices disappear down the hall. 

o 9ǾŜƴǘ ώǘǿƻ ǘǳǊƴǎ ŀŦǘŜǊ ƎŀƳŜ ōŜƎƛƴǎΣ ƛŦ ±ƻƛŎŜǎ IŜŀǊŘ ƘŀǎƴΩǘ ƘŀǇǇŜƴŜŘϐΥ The grandfather 

clock ticks off a minute with a stately thunk. Quickly, I make the sign of the winding 

gear.  

o Event [overheard from Quarters, third turn after game begins]: From the hallway 

outside comes the echo of voices. Too shaky to be Calvin or Drake. More like ς oh, no. 

LǘΩǎ ǘƘŜ !ōōƻǘΣ ŎƻƳƛƴƎ ōŀŎƪ ǘƻ Ƙƛǎ ǊƻƻƳΦ !ƴŘ ƛŦ ƘŜ ŦƛƴŘǎ ƳŜ ƘŜǊŜΣ ǘƘŜƴ Ƴȅ ǎǇǊƛƴƎǎ ǿƻƴΩǘ 

be worth that spindƭŜǎ ǘƘŜȅΩǊŜ ǎǇǊǳƴƎ ǘƻΧ 

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

o Event [overheard from Quarters, one turn after Voices Heard when the player is not in 

the clock]: ¢ƘŜ !ōōƻǘΩǎ ǾƻƛŎŜ ƛǎ ƎŜǘǘƛƴƎ ŎƭƻǎŜǊΦ ¢ƘŜ ƻƭŘ Ƴŀƴ Ƴŀȅ ƳƻǾŜ ǎƭƻǿŜǊ ǘƘŀƴ ŀ 

ǎƘƻǊǘ ƘŀƴŘΣ ōǳǘ ƘŜΩǎ ŘŜŦƛƴƛǘŜƭȅ ŎƻƳƛƴƎ ǘƘƛǎ ǿŀȅΦ  

o Event [overheard from Quarters, fifth turn after game begins when the player is not in 

the clock]: Oh, widdershins! Gubbler is right oǳǘǎƛŘŜ ǘƘŜ ŘƻƻǊΗ LΩŘ ōŜǘǘŜǊ ƘƛŘŜΗ 
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o Event [overheard from Quarters, sixth turn after game begins, when 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 

Á Description: bƻ ǿƻƴŘŜǊ /ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜ ŘƛŘƴΩǘ ǿŀƴǘ ǘƻ Řƻ ǘƘƛǎΦ !ōōƻǘ 

DǳōōƭŜǊΩǎ DǊŀƴŘŦŀǘƘŜǊ ŎƭƻŎƪ ƛǎ ŜƴƻǊƳƻǳǎΥ ǘƘŜ ŦŀŎŜ ƛǎ ǘƘŜ ǎƛȊŜ ƻŦ ŀ ŘƛƴƴŜǊǇƭŀǘŜ 

and the cabinet below is big enough to be a wardrobe. Even just polishing the 

doors will take half an hour. The whole thing might take all day. 

Á Design: Inside the clock is the penduluum and two counterweights, and the 

!ōōƻǘΩǎ ǎǇŀǊŜ ǊƻōŜΦ  

Á Command [opening or searching clock]: [if not open]I open the clock door and 

peek inside. [end if]CƻǊ ŀ ōƛƎ ŎƭƻŎƪ ƛǘΩǎ Ǝƻǘ ŀ ǇǊŜǘǘȅ ǎƳŀƭƭ penduluum, about the 

ǎƛȊŜ ƻŦ /ŀƭǾƛƴΩǎ Ŧƛǎǘ ŀƴŘ ƴƻǘ ŀǎ ōƛƎ ŀǎ 5ǊŀƪŜΩǎΦ ¢ƘŜǊŜΩǎ ŜƴƻǳƎƘ ŜǾŜƴ ǎǇŀŎŜ ƛƴ ŦǊƻƴǘ 

of it for the Abbot to hang up one of his spare robes.  

Á Command [polish with rag]: I whisper the correct mantra against the evils of 

CǊƛŎǘƛƻƴ ŀƴŘ 5ǳǎǘΣ ŀƴŘ ǎǘŀǊǘ ǇƻƭƛǎƘƛƴƎΦ ¢ƘƛǎΩƭƭ ǘŀƪŜ ŦƻǊŜǾŜǊΗ 

Á Command [polish with rag after Clock Case finished]: Never mind that! I need 

ǘƻ ǘŜƭƭ ǎƻƳŜƻƴŜ ǿƘŀǘ LΩǾŜ ƻǾŜǊƘŜŀǊŘΣ ŀƴŘ ǉǳƛŎƪƭȅΣ ōŜŦƻǊŜ L ƎŜǘ ŎŀǳƎƘǘ ƛƴ ƘŜǊŜΗ 

Á Command [polish with rag after Voices Heard]: If you think the Abbot will come 

ƛƴ ƘŜǊŜΣ ŀƴŘ ǎŀȅΣ άhƘΣ ƎƻƻŘΣ ȅƻǳƴƎ ²ǊŜƴΩǎ ǇƻƭƛǎƘƛƴƎ Ƴȅ ŎƭƻŎƪΣέ ǘƘŜƴ ȅƻǳ Ƴǳǎǘ 

ƘŀǾŜ ŎƻƳŜ ǳƴǎǇǊǳƴƎΦ LŦ ƘŜ ŦƛƴŘǎ ƳŜ ƘŜǊŜ ŘƻƛƴƎ /ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜǎ ǿƻǊƪ ƘŜΩƭƭ 

have me declared unmechanistical and maybe even throw me out of the Abbey! 

Á Command [enter or hide in clock before Voices Heard]: I should polish the 

ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ ŎƭƻŎƪ ŦƛǊǎǘΣ ŀƴŘ ǘƘŀǘΩƭƭ ǇǊƻōŀōƭȅ ǘŀƪŜ ƳƻǊŜ ǘƘŀƴ ƭƻƴƎ ŜƴƻǳƎƘΦ 

Á Command [enter or hide in clock after Voices Heard]: Moves player into Clock 

/ŀǎŜΣ ŜƴŘǎ !ōōƻǘΩǎ vǳŀǊǘŜǊǎ ŜǾŜƴǘ ŀƴŘ ōŜƎƛƴǎ /ƭƻŎƪ /ŀǎŜ ŜǾŜƴǘΦ 

Text: ά²ŜΩƭƭ ǘŀƭƪ ƛƴ ƘŜǊŜΣέ L ƘŜŀǊ ǘƘŜ !ōōƻǘ ǎŀȅƛƴƎΣ ŦǊƻƳ ǊƛƎƘǘ ƻǳǘǎƛŘŜ ǘƘŜ ŘƻƻǊΦ άaƻǊŜ ǇǊƛǾŀǘŜΦ aƻǊŜ 

ǉǳƛŜǘΦ aǳŎƘ ōŜǘǘŜǊΦέ ¢ƘŜ ƻƭŘ Ƴŀƴ ǎǘŜǇǎ ƛƴǎƛŘŜ ǘƘŜ ǊƻƻƳΣ ŦƻƭƭƻǿŜŘ ōȅ ŀ ǘŀƭƭ ŦƛƎǳǊŜ ƛƴ grey. In the last tick 

before his old eyes can see me, I dive inside the gigantic clock case and pull closed the door. 

 

o Object: Robe 
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Á Description: LǘΩǎ ŀ ǘƘƛŎƪ ōƭŀŎƪ ǿƻƻƭƭŜƴ ƘŀōƛǘΣ ǿƛǘƘ ŀ ƭƻƴƎ ŘŜŜǇ ƘƻƻŘ ŀƴŘ 

sleeves big enough to fit a five-and-a-quarter transmission with room to 

ǎǇŀǊŜΦ .ŜƛƴƎ ǘƘŜ !ōōƻǘΩǎ ǊƻōŜ ƳŜŀƴǎ ƛǘ Ƙŀǎ ŀ ǎƻŦǘŜǊ ƭƛƴƛƴƎΣ ŀƴŘ ŀ ƭƛǘǘƭŜ 

sewn-in pocket for his tissues, spectacles, and that sort of thing. 

Á Command [wear robe]: hƴŜ ŘŀȅΣ ƳŀȅōŜΣ ƻƴŎŜ LΩǾŜ ǿƻǊƪŜŘ Ƴȅ ǿŀȅ ǳǇ ǘƻ 

the status of clock-watcher and can start learning the Twelve Devotions. 

But not yet. 

Á Command [take robe]: Better not. My fingers are all greasy with polish. 

o Object: Cot 

Á Description: ¢ƘŜ !ōōƻǘΩǎ Ŏƻǘ ƛǎ ŀ ƘŀǊŘ ǿƻƻŘŜƴ ǇŀƭƭŜǘΣ ǿƛǘƘ ƴƻ Ǉƛƭƭƻǿ ŀƴŘ ƻƴŜ 

ǎƳŀƭƭ ōƭŀƴƪŜǘΦ άaǳǎǘƴΩǘ ǎƭŜŜǇΣέ L Ŏŀƴ ƘŜŀǊ ƘƛƳ ǎŀȅƛƴƎΦ ά¢ƛƳŜ ŘƻŜǎƴΩǘ ǎƭŜŜǇΦ {ƭŜŜǇ 

ƛǎ ƻǳǊ ƎǊŜŀǘ ǿŜŀƪƴŜǎǎΦέ 

Á Command [Enter cot]: No thanks. It looks horribly uncomfortable. And coming 

from me, considering where I ǎƭŜŜǇΣ ǘƘŀǘΩǎ ǊŜŀƭƭȅ ǎŀȅƛƴƎ ǎƻƳŜǘƘƛƴƎΦ 

Á Command [Look under, Hide under cot before Voices HeardϐΥ ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ 

ƻŦ ƛƴǘŜǊŜǎǘ ǳƴŘŜǊ ǘƘŜ !ōōƻǘΩǎ ŎƻǘΦ bƻ ǎǇŀǊŜ ǇƻƭƛǎƘΣ ŦƻǊ ŜȄŀƳǇƭŜΦ 

Á Command [Look under, Hide under cot after Voices Heard]: The space under 

the cot is too small for me! Somewhere else, and quick! 

o Object: Desk 

Á Description: DǳōōƭŜǊΩǎ ŘŜǎƪ ƛǎ ōŀǊŜ ŀƴŘ ƻƭŘΦ ¢ƘŜ ǎǳǊŦŀŎŜ ƛǎ ǎŎǊŀǘŎƘŜŘ ŀ ƭƛǘǘƭŜ ǿƛǘƘ 

geometric designs.  

Á Command [polish desk]: .ǳǘ LΩƳ ƎƻƛƴƎ ǘƻ ƴŜŜŘ ŀƭƭ ǘƘŜ ǇƻƭƛǎƘ LΩǾŜ Ǝƻǘ ŦƻǊ ǘƘŜ 

clock! 

Á Command [hide under/ look under desk before Voices]: Same response as 

looking under the cot, but referencing the desk instead of the cot.  

Á Command [hide under/ look under desk after Voices]: Same response as 

looking under the cot, but referencing the desk instead of the cot. 

o  Object: Icon / Bust  
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Á Description: I can feel the well-fitted eyes of St Newton gazing right down into 

my workings. Quickly, I make the sign of penduluum and look away. 

Á Command [take bust]: LǘΩs clear from his expression that St Newton disapproves 

of that idea. 

o Object: Window 

Á Description: The narrow-barred window catches the morning sunshine. The 

ǎŀƳŜ ǎǳƴǎƘƛƴŜ ǘƘŀǘ 5ǊŀƪŜ ŀƴŘ /ŀƭǾƛƴ ŀǊŜ ƻǳǘ ŜƴƧƻȅƛƴƎ ǿƘƛƭŜ LΩƳ ǎǘǳŎƪ ƛƴ ƘŜǊŜΦ 

Á Command [opening or entering window]: The bars are too narrow to slip 

through, and too firm to break. 

4. Inside Clock Case 

o Description:  

(If listening with the tumbler:) 

LΩƳ leaning up against the door of the clock, with my ear pressed against the glass tumbler. The 

ǇŜƴŘǳƭǳǳƳ ōŜƘƛƴŘ ƛǎ ƭƛƪŜ ǎƻƳŜƻƴŜ ōǊŜŀǘƘƛƴƎ ƛƴ Ƴȅ ŜŀǊΦ LŦ LΩƳ ŎŀǳƎƘǘ ƛƴ ƘŜǊŜΣ LΩƳ ŘŜŀŘΦ 

(If not:) 

!ǎ ǘƘŜ ǇƘǊŀǎŜ ƎƻŜǎΣ LΩƳ ǎǘǳŎƪ ōŜǘǿŜŜƴ ŀ ǊŀŎƪ ŀƴŘ ŀ ƎŜŀǊ-trace; excŜǇǘ ƘŜǊŜ LΩƳ ƛƴ ǘƘŜ ƴŀǊǊƻǿ ƎŀǇ 

between the clock case door and the heavy swinging penduluum behind. And if that hit me, and 

ŘƛǎǊǳǇǘŜŘ ǘƘŜ Ƙƻƭȅ ǘƛƳƛƴƎǎΧ ǿŜƭƭΣ ǘƘŜǊŜΩǎ ƴƻ ǿŀȅ ǘƘŜȅ ǿƻǳƭŘƴΩǘ ƴƻǘƛŎŜ ǿƘŜƴ ǘƘŜ ŎƭƻŎƪ-hands stopped 

ƳƻǾƛƴƎΣ ƭŜǘΩǎ Ƨǳǎǘ ǎŀȅΦ  

(Either way:) 

! ƭƛǘǘƭŜ ƭƛƎƘǘ ǎƘƛƴŜǎ ƛƴ ǘƘǊƻǳƎƘ ǘƘŜ ƪŜȅƘƻƭŜΣ ǿƘƛŎƘ ƛǎ ŀƭƳƻǎǘ ŎƻǾŜǊŜŘ ōȅ ǘƘŜ !ōōƻǘǘΩǎ ǎǇŀǊŜ ǊƻōŜΦ 

o Command [leaving clock case before Clock Case event is finished]: ̧ ƻǳΩǾŜ Ǝƻǘ ŀ ǎǇǊƛƴƎ 

missing if you think I can slip out, unnoticed, or come up with a decent excuse as to why 

LΩǾŜ ōŜŜƴ ƘƛŘƛƴƎ ƛƴ ǘƘŜ !ōōƻǘΩǎ ƎǊŀƴŘŦŀǘƘŜǊΦ bƻΣ LΩƳ ǎǘŀȅƛƴƎ Ǉǳǘ ŀƴŘ ƘƻǇƛƴƎ ƴƻǘƘƛƴƎ 

happens to make the old man need to change his clothes. 

o Command [leaving clock case after Clock Case event]: Return to Quarters and print 

text commenting on what you just saw and the need to tell someone. 
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TextΥ L ǎǇƛƭƭ ƎǊŀǘŜŦǳƭƭȅ ƻǳǘ ƻŦ ǘƘŜ ŎƭƻŎƪΣ ƎŀǎǇƛƴƎ ŦƻǊ ōǊŜŀǘƘ ŀǎ ǘƘƻǳƎƘ LΩǾŜ ōŜŜƴ 

ǳƴŘŜǊǿŀǘŜǊΦ LΩǾŜ Ƨǳǎǘ ōŜŜƴ ƘƻƭŘƛƴƎ ƛǘ ƛƴΣ ƻŦ ŎƻǳǊǎŜΦ !ǎ ǿƘŀǘ LΩǾŜ ƘŜŀǊŘ ς well, I 

ǇǊƻōŀōƭȅ ǎƘƻǳƭŘƴΩǘ ƘŀǾŜΣ ŀƴŘ ǘƘŜ ǉǳicker I can get out of here, the better. 

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 otherwise.  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]: hƘΣ ƴƻΧ ¢Ƙŀǘ ŎƭƛŎƪ ƻǳǘǎƛŘŜ 

was the sound of the Abbot closing the door. Looks like he ς and the grey figure I 

glimpsed with him ς ŀǊŜ ƎƻƛƴƎ ǘƻ ōŜ ƘŜǊŜ ŦƻǊ ŀ ǿƘƛƭŜΧ 

o Event [overheard from Clock Case, second turn after entering]: άL ǘƻƭŘ ȅƻǳ ƴƻǿ ŘƛŘƴΩǘ L 

ǘŜƭƭ ȅƻǳΚέ ƻƭŘ !ōōƻǘ DǳōōƭŜǊ ƛǎ ǎŀȅƛƴƎΣ ǇƭŀƛƴǘƛǾŜƭȅΦ άIŜǊŜΚ ²Ƙȅ ƘŜǊŜΚ ¸ƻǳ ǎƘƻǳƭŘƴΩǘ ƘŀǾŜ 

ŎƻƳŜ ƘŜǊŜΦέ 

Á If listening with glass: The Figure says something in reply. With the glass, I 

Ŏŀƴ ƘŜŀǊ ǉǳƛǘŜ ŎƭŜŀǊƭȅΦ ¢Ƙŀǘ ǿŀǎ ŀ ƎƻƻŘ ƛŘŜŀΦ ά²Ŝ ƘŀǾŜ ōŜŜƴ 

disappointed with your failure. The cause and effect principle, Abbot. 

Such failure must bǊƛƴƎ ŎƻƴǎŜǉǳŜƴŎŜǎΦέ 

Á If not: The Figure says something in reply. I can only hear two words, but 

ǘƘŜȅΩǊŜ ŜƴƻǳƎƘ ǘƻ ǎǘƻǇ Ƴȅ ƘŜŀǊǘΦ άCŀƛƭǳǊŜΣέ ŀƴŘ ά/ƻƴǎŜǉǳŜƴŎŜǎΦέ 

o Event [overheard from Clock Case, third turn after entering]: ά.ǳǘ ǘƘŜǎŜ ǘƘƛƴƎǎΣ ǘƘŜǎŜ 

things are not always tick-ǘƻŎƪΣ ǘƘŜȅ ƴŜǾŜǊ ŀǊŜΣέ ǘƘŜ ƻƭŘ Ƴŀƴ ǊŜǇƭƛŜǎΦ Iƛǎ ǾƻƛŎŜ ƛǎ 

ǉǳƛǾŜǊƛƴƎΣ ǉǳƛǘŜ ŘƛŦŦŜǊŜƴǘ ŦǊƻƳ ǘƘŜ ǎǘŜŀŘȅ ŘǊƻƴŜ ƘŜ Ƙŀǎ ǿƘŜƴ ƛƴǘƻƴƛƴƎ ƛƴ /ƘŀǇŜƭΦ ά¢ƘŜ ς 

item you asked about ς ƛǘΩǎ ƛƴ ǘƘŜ ±ŀǳƭǘǎΣ ȅƻǳ ǎŜŜΚ ¢ƘŜ ±ŀǳƭǘǎΦ 9ǾŜƴ ƛŦ L ŎƻǳƭŘ ƎŜǘ ƛƴΣ L Χέ 

Á If listening: ά¸ƻǳǊ ŜȄŎǳǎŜǎ ǿŜ ŦƛƴŘ ŘƛǎŀǇǇƻƛƴǘƛƴƎΦ ±ŜǊȅ ŘƛǎŀǇǇƻƛƴǘƛƴƎΦ aƻǊŜ ƻŦ 

ǘƘƛǎ ŀƴŘΣ !ōōƻǘΣ ǿŜ Ƴŀȅ ƴŜŜŘ ǘƻ ǳƴǎƭƛǇ ȅƻǳǊ ƎŜŀǊǎ ŎƻƳǇƭŜǘŜƭȅΦέ  

Á If not: The Figure is too far from the keyhole and speaks too quietly for me to 

ƘŜŀǊ ŎƭŜŀǊƭȅΦ ά5ƛǎŀǇǇƻƛƴǘƛƴƎΣέ ƘŜ ǎŀȅǎΤ ŀƴŘ ǘƘŜƴ άǳƴǎƭƛǇ ȅƻǳǊ ƎŜŀǊǎΦέ 

o Event [overheard from Clock Case, fourth turn after entering]: The Abbot is spluttering 

ŀƴŘ ŎƘƻƪƛƴƎΦ ¸ƻǳΩǾŜ ǎŜŜƴ ƘƛƳ ƭƛƪŜ ǘƘƛǎ ƻƴƭȅ ƻƴŎŜΣ ǿƘŜƴ ŀǎ ŀ ȅƻǳƴƎ ƛƴƛǘƛŀǘŜ ȅƻǳ ŘǊƻǇǇŜŘ 

and smashed an altimeter right before the Archbishop was due to visit.  
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Á If listening: ¢ƘŜ CƛƎǳǊŜ ŎƻƴǘƛƴǳŜǎΦ ά/ƭŜŀǊƭȅ ȅƻǳΩǊŜ ǘƻƻ ƻƭŘ ǘƻ ǎǘŜŀƭ ǘƘŜ ƛǘŜƳ ŦƻǊ ǳǎΦ 

We have a better mechanism for obtaining it. But you must provide us with the 

ƻǇǇƻǊǘǳƴƛǘȅΦ Lǎ ǘƘŀǘ ǳƴŘŜǊǎǘƻƻŘΚέ 

Á If not: ¢ƘŜ CƛƎǳǊŜΩǎ ǉǳƛŜǘ ǾƻƛŎŜ ŎƻƴǘƛƴǳŜǎΦ L Ŏŀƴ ƳŀƪŜ ƻǳǘΤ άǘƻƻ ƻƭŘ ǘƻ ǎǘŜŀƭέΣ άŀ 

ōŜǘǘŜǊ ƳŜŎƘŀƴƛǎƳέΣ άǘƘŜ ƻǇǇƻǊǘǳƴƛǘȅΦέ 

The Abbot nods violently, shaking out agreement the way I might beat dirt from a 

ŘǳǎǘŜǊΦ άaȅ ƳƻƴŜȅΚέ ƘŜ ŀǎƪǎΦ 

o Event [overheard from Clock Case, fifth  turn after entering]:  

¢ƘŜǊŜΩǎ ǘƘŜ ŎƭƛƴƪΣ ƻŦ ŀ ǇƻǳŎƘ ƻŦ ƎƻƭŘŜƴ ƳƛƴǳǘŜǎΦ ! ƘŜŀǾȅ ǇƻǳŎƘΦ ¢ƘŜ CƛƎǳǊŜΣ ǇŀȅƛƴƎ ǘƘŜ 

!ōōƻǘΧΚ ¢ƘŜƴ ǎǳŘŘŜƴƭȅΣ ǘƘŜǊŜΩǎ ŀ ǘƘƛǊŘ ǾƻƛŎŜΦ ά{ƻǊǊȅΣ CŀǘƘŜǊΣ ǘƻ ƛƴǘŜǊǊǳǇǘΣ ōǳǘ ȅƻǳ ǎŀƛŘΧέ 

LǘΩǎ ŀ Ƴƻƴƪ ƻŦ ǘƘŜ !ōōŜȅΦ άDŜǘ ƻǳǘΗέ ǘƘŜ !ōōƻǘ ǎŎǊŜŜŎƘŜǎΦ Iƛǎ ōŜŀǊƛƴƎΩǎ lost its oil, it seems. 

άDŜǘ ƻǳǘΣ ƎŜǘ ƻǳǘΗέ 

ά.ǳǘ CŀǘƘŜǊΣέ ǘƘŜ Ƴƻƴƪ ŎƻƴǘƛƴǳŜǎΣ άƛǘΩǎ time, you know. You told me to tell you when it was 

timeΦέ 

άhƘΗ hŦ ŎƻǳǊǎŜ ƻŦ ŎƻǳǊǎŜΣέ ƘŜ ƳǳƳōƭŜǎΦ άLΩƭƭΧ ²ŜΩƭƭ ŎƻƴǘƛƴǳŜ ǘƘƛǎ ŘƛǎŎǳǎǎƛƻƴ ƭŀǘŜǊΣ 

ǘƘŜƴΣέ ƘŜ ǎŀȅǎΣ ǘƻ ǘƘŜ CƛƎǳǊe. 

Á LŦ ƭƛǎǘŜƴƛƴƎΥ ά²Ŝ ŎŜǊǘŀƛƴƭȅ ǿƛƭƭΣέ ǘƘŜ CƛƎǳǊŜ ǊŜǇƭƛŜǎΦ 

Á If not: The Figure intones something in reply. 

The Abbot leaves, and that leaves me alone, inside this clock, with the stranger 

ƻǳǘǎƛŘŜΦ IŜΩǎ ŎƻƳƛƴƎ ƴŜŀǊŜǊΧ L Ŏŀƴ ƘŜŀǊ Ƙƛǎ ŦƛƴƎŜǊǎ ƻƴ ǘƘŜ ŘƻƻǊ ƻŦ ǘƘŜ case! I must 

have nudged the penduluum, he must have seen the clock-ƘŀƴŘǎ ǉǳƛǾŜǊΧ ōǳǘ ǘƘŜƴΣ 

ǘƘŜǊŜΩǎ ǘƘŜ ǎǿƛǎƘ ƻŦ Ƙƛǎ Ŏƭƻŀƪ ŀǎ ƘŜ ƳƻǾŜǎ ŀǿŀȅΣ ŀƴŘ ǘƘŜ ŎƭƛŎƪ ŀǎ ǘƘŜ ŘƻƻǊ ŎƭƻǎŜǎΦ 

Phew.  

o Object: Clock door 

Á Description: The clock door is smooth lacquered wood, finest quality: no 

ƪƴƻǘƘƻƭŜǎ ƻǊ ǎǇƭƛƴǘŜǊǎ ƘŜǊŜΗ LǘΩǎ ŎƻǾŜǊŜŘ ǿƛǘƘ ǘƘŜ ǳǎǳŀƭ ǎǇǊƛƴƎǎ ŀƴŘ ƭŜǾŜǊǎΣ ŀƴŘ ŀ 

nice gear-train motif around the keyhole. 

Á Command [opening clock door before Clock Case event has finished]: Same 

message as trying to leave the clock before Clock Case has finished (see above)  
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Á Command [opening clock door after Clock Case event]: Same outcome as 

trying to leave the clock after Clock Case has finished (see above) 

Á Command [listening or using Tumbler with clock door]: Now the player is 

listening with the glass. If the tumbler is not empty, first empty it (as above), 

then continue as below. 

Text: I put the glass tumbler carefully against the door, then lean down to press 

my ear against it. Fantastic! I can hear much more clearly now!  

o Object: Keyhole 

Á Description:  

If not in the case, or if inside the case but the case is open: LǘΩǎ Ƨǳǎǘ ŀ ƪŜȅƘƻƭŜΦ Lǘ 

might be only ornamental.  

If inside the case, and Abbot and Figure are not in the room: Through the 

ƪŜȅƘƻƭŜ L Ŏŀƴ ǎŜŜ ǘƘŜ ŎƻǊƴŜǊ ƻŦ ǘƘŜ !ōōƻǘΩǎ ŘŜǎƪΣ ōǳǘ ǘƘŜ !ōōƻǘ ŀƴŘ ǘƘŜ CƛƎǳǊŜ 

have gone. 

If inside the case, and Abbot and Figure in the room: I can make out the 

!ōōƻǘΩǎ ƘŀƴŘǎΣ ǿƘƛŎƘ ŀǊŜ ǎƘŀƪƛƴƎ ōŀŘƭȅΦ .ǳǘ L Ŏŀƴ ǎŜŜ ƴƻǘƘƛƴƎ ƻŦ ǘƘŜ CƛƎǳǊŜΦ 

Á Command [listening or using Tumbler with keyhole]: Same as using tumbler 

with door, as above 

Á Command [listening without tumbler at the keyhole]: I put one ear to the 

ƪŜȅƘƻƭŜ ōǳǘ ǘƘŜ CƛƎǳǊŜΩǎ ǾƻƛŎŜ ƛǎ ǎǘƛƭƭ ǘƻƻ ŦŀƛƴǘΦ .ǳǘ ǘƘŀǘΩǎ ǊƛƎƘǘ ŀƴŘ ǇǊƻǇŜǊΣ ƛǎƴΩǘ 

it? I ǎƘƻǳƭŘƴΩǘ ōŜ ŜŀǾŜǎŘǊƻǇǇƛƴƎ ƻƴ ǘƘŜ !ōōƻǘΩǎ ǇǊƛǾŀǘŜ ŎƻƴŦŜǊŜƴŎŜǎΗ LΩŘ ōŜǘǘŜǊ 

just wait till he goes. 

o Object: Clock Mechanism (pendulum and weights) 

Á Description: The penduluum is a large amount of Holy Brass, properly blessed 

and bevelled. It swings back and forth, raising the weight of Precision against 

the counterweight of Slapdashery.  

Á Command [Push, turn, move, take etc]: To stop a clock is like murder. To shift 

ǘƘŜ ōŀƭŀƴŎŜΧΦ ǘƘŀǘΩǎ ǎƻƳŜǘƘƛƴƎ ŜǾŜƴ ǿƻǊǎŜ ǎǘƛƭƭΦ 

o Object: Gubbler 
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Á Description: L ŎŀƴΩǘ ǎŜŜ ƳǳŎƘ ǘƘǊƻǳƎƘ ǘƘŜ ƪŜȅƘƻƭŜΣ ŜȄŎŜǇǘ ǘƘŜ !ōōƻǘΩǎ ǎǘƻǳǘ 

waist and shaking hands. Not much good for winding anything now, but if I said 

ŀǎ ƳǳŎƘ ǘƻ ŀƴȅƻƴŜ ǘƘŜƴ LΩŘ ōŜ ƛƴ ǊŜŀƭ ǘǊƻǳōƭŜΦ 

Á Any interaction command: 5Ǌŀǿ ŀǘǘŜƴǘƛƻƴ ǘƻ ƳȅǎŜƭŦΚ L Ƴŀȅ ōŜ ƘƻƴŜǎǘΣ ōǳǘ LΩƳ 

not stupƛŘΦ LŦ L ƎŜǘ ƪƛŎƪŜŘ ƻǳǘ ƻŦ ǘƘŜ !ōōŜȅ LΩƭƭ ōŜ ƴƻǘƘƛƴƎ ōǳǘ ŀ ǎǘǊŜŜǘ ǳǊŎƘƛƴ ŦƻǊ 

the rest of a very short life. 

o Object: Figure 

Á Description: The glimpse I caught earlier was a tall ς man? ς wearing a suit of 

ƎǊŜȅ ƭŜŀǘƘŜǊ ŀƴŘ ŀ ƭƻƴƎ ŦƭƻǿƛƴƎ ŎŀǇŜΦ bƻǿ L ŎŀƴΩǘ ǎŜŜ him at all ς ƛǘΩǎ ŀƭƳƻǎǘ ŀǎ 

ǘƘƻǳƎƘ ƘŜ ƪƴƻǿǎ LΩƳ ƘƛŘƛƴƎΣ ŀƴŘ ƘŜΩǎ ŀǾƻƛŘƛƴƎ ǘƘŜ ƪŜȅƘƻƭŜΩǎ ƭƛƴŜ ƻŦ ǎƛƎƘǘΦ 

Á 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 II ɀ The Abbey of Time  

Map 

 

 

 

 

 

 

 

 

 

 

 

 

 

Rundown  

The Chapter ōŜƎƛƴǎ ǿƘŜƴ ȅƻǳ ǎǘŜǇ ƛƴǘƻ ǘƘŜ [ƻǿŜǊ Iŀƭƭ ŦǊƻƳ ǘƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎΦ  /ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜ 
ƛƳƳŜŘƛŀǘŜƭȅ ŎƻƴŦǊƻƴǘ ȅƻǳΣ ŀƴŘ ǇǳƴƛǎƘ ȅƻǳ ŦƻǊ ōŜƛƴƎ ƛƴ ǘƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎΦ  ¸ƻǳ ŀǊŜ ƳƻǾŜŘ ƛƴǘƻ ȅƻǳǊ 
Attic Room.  There you see the spires of the Cathedral and resolve to tell 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 
a visual warning ǿƘŜƴ ƘŜΩǎ ƻƴŜ ǊƻƻƳ ŀǿŀȅΦ   

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 West Refectory 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, and has a conspicuous set of keys, including one to the clock in the 
Refectory.  He keeps knocking his keys off the table and onto the floor. IŜ ǘƘƛƴƪǎ ȅƻǳΩǊŜ ƻƴŜ ƻŦ ǘƘŜ 
ǎŎǳƭƭŜǊȅ ǿƻǊƪŜǊǎ ŀƴŘ ƛƴǎƛǎǘǎ ȅƻǳ ōǊƛƴƎ ƘƛƳ ŀ ŎǳǇ ƻŦ ǘŜŀ ōŜŦƻǊŜ ƘŜΩƭƭ ǎǇŜŀƪ ǘƻ ȅƻǳΦ hƴŎŜ he has a cup of 
tea, you can take his keys without him noticing. 

In the Kitchen is an elaborate mechanism for brewing tea. It is a two-part puzzle: 

  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 activate 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 can be spoken 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 is focused on his work on the duplicator, and only responds to your actions by 
ǎŀȅƛƴƎ άLΩƳ ǿƻǊƪƛƴƎΣ ά ƛƴ ǾŀǊƛƻǳǎ ǘƻƴŜǎΣ ŀƴŘ ƻŎŎŀǎƛƻƴŀƭƭȅ ά5ƻƴΩǘΦέ 

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 slip out before Calvin returns. 

The Chapter ends when you distract Calvin and 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 cut-scene. When the player goes west into the 

Lower Hall, a cut-scene 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 shoulder-height before arching over, forcing me 

ǘƻ ōƻǿ Ƴȅ ƘŜŀŘ ƛƴ ǎǳǇǇƭƛŎŀǘƛƻƴ ōŜŦƻǊŜ ǘƘŜ !ōōƻǘΩǎ ŘƻƻǊΣ ōŀŎƪ ŜŀǎǘΦ ¢ƻ ǘƘŜ ǿŜǎǘΣ L Ŏŀƴ ƘŜŀǊ ǘƘŜ 

ƎŜƴǘƭŜ ŜŎƘƻ ƻŦ ǘƛŎƪǎ ŀƴŘ ǘƻŎƪǎ ŎƻƳƛƴƎ ŦǊƻƳ ǘƘŜ !ōōŜȅΩǎ Ƴŀƛƴ ƘŀƭƭΦ 

Carved into the walls are a series of pious engravings, depicting the long path from initiate to 

Abbot. 

o Object: Engravings 

Á Description: The carvings start with a young child, polishing and 

ǎƳƻƻǘƘƛƴƎ ōǊŀǎǎ ǳƴŘŜǊ ǘƘŜ ŜȅŜ ƻŦ ǎƻƳŜ ƻƭŘ ƳƻƴƪΦ L ŘƻƴΩǘ ǊŜƳŜƳōŜǊ 

them ever smiling at me that nicely. Then a bit along and further up 

than I am there are older children at the benches, placing cogs onto 

ǎǇƛƴŘƭŜǎΦ ¢ƘŜƴ ǘƘŜǊŜΩǎ ŀ ƭƻƴƎ ǇŜǊƛƻŘ ƻŦ ǎǘǳŘȅΣ ƭŜŀǊƴƛƴƎ ǘƘŜ ¢ǿŜƭǾŜ 

5ŜǾƻǘƛƻƴǎ ƻŦ ǘƘŜ DǊŜŀǘŜǊ wƻǘŀǘƛƻƴΤ ǘƘŜƴ ǘƘŜ ƳƻƴƪΩǎ ƘŀōƛǘΣ ǘƘŜ ŎƭƻŎƪ-

face hair-cut and hours spent doing incision wƛǘƘ ǘƘŜ ǎǘȅƭǳǎΧ !ƴŘ 

ōŜȅƻƴŘ ǘƘŀǘ ǘŀƪŜǎ ƳŜ ŎƭƻǎŜǊ ǘƻ ǘƘŜ !ōōƻǘΩǎ ŘƻƻǊ ǘƘŀƴ LΩŘ ƭƛƪŜΦ L ŘƻƴΩǘ 

ǿŀƴǘ ƘƛƳ ǘƻ ǘƘƛƴƪ LΩƳ ŜŀǾŜǎŘǊƻǇǇƛƴƎΣ Řƻ LΚ 

Á Command [examining the carvings before Taken to Attic event has 

happened]: LŦ ǎƻƳŜƻƴŜ ŎƻƳŜǎΣ ǘƘŀǘΩǎ ǿƘŀǘ LΩƭƭ ŘƻΣ ǘƻ ŜȄǇƭŀƛƴ ǿƘȅ LΩƳ 

here. But no-ƻƴŜΩǎ ŎƻƳƛƴƎΣ ŀƴŘ ǘƘŀǘ ƳŜŀƴǎ LΩŘ ōŜǘǘŜǊ ƎŜǘ ŀǿŀȅΣ ŦŀǎǘΦ  

o Object: !ōōƻǘΩǎ 5ƻƻǊ 

Á Description: [before Taken to Attic has happened]: ¢ƘŜǊŜΩǎ ƴƻ-one in 

ǘƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎ ƴƻǿΦ 

Á Description: [after Taken to Attic has happened]: Lǘ ǎƻǳƴŘǎ ƭƛƪŜ ǘƘŜǊŜΩǎ 

someone inside. 
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Á /ƻƳƳŀƴŘ ώŜƴǘŜǊƛƴƎ !ōōƻǘΩǎ vǳŀǊǘŜǊǎ ōŜŦƻǊŜ ¢ŀƪŜƴ ǘƻ !ǘǘƛŎ Ƙŀǎ 

happened]: Prevent player going east. Text: bƻ ŦŜŀǊΦ LΩƳ ƴƻǘ ƎƻƛƴƎ 

back in there. 

Á /ƻƳƳŀƴŘ ώŜƴǘŜǊƛƴƎ !ōōƻǘΩs Quarters after Taken to Attic has 

happened]: aƻǾŜ ǇƭŀȅŜǊ ǘƻ !ōōƻǘΩǎ vǳŀǊǘŜǊǎΦ 

Á 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 and Drake. A cut-scene is printed, 

then the player is moved to the Attic Room. After the room 

description, a further cut-scene is printed. 

Text:  

L ŘŀǊǘ ƻŦ ǘƘŜ ǘǳƴƴŜƭΣ ƻƴƭȅ ǘƻ ōŜ ǎǘƻǇǇŜŘ ŘŜŀŘ ōȅ ŀ ŘŜǇǊŜǎǎƛƴƎ ǎƛƎƘǘΦ LǘΩǎ /ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜΣ 

hurrying in through the !ōōŜȅΩǎ DǊŜŀǘ 9ƴǘǊȅΦ ¢ƘŜƛǊ ƳƻǳǘƘǎ ŀǊŜ ǿƘƛǘŜ ǿƛǘƘ ǎǳƎŀǊΦ 

άIŜȅΣ ȅƻǳΗέ 5ǊŀƪŜ ǎƘƻǳǘǎΦ Lƴ ŀ ƳƻƳŜƴǘ ƘŜΩǎ Ǝƻǘ ƳŜ ōȅ ǘƘŜ ŜŀǊΦ ά²Ƙŀǘ ǿŜǊŜ ȅƻǳ ŘƻƛƴƎ ƛƴ ǘƘŜ 

!ōōƻǘΩǎ ǊƻƻƳΚ ¢ƘŀǘΩǎ ƴƻǘ ƻƴ ȅƻǳǊ ǊƻǘŀΗέ 

ά¸ŜŀƘΗέ /ŀƭǾƛƴ ŀŘŘǎΦ ά!ƴŘ ǿƘȅ ŀǊŜ ȅƻǳ ǎƭƛǇǇƛƴƎ ŀǿŀȅ ǿƘŜƴ ǿŜ ǘƻƭŘ ȅƻǳ ǘƻ ōŜ ǘƘŜǊŜΚέ 

άIdiotΣέ 5ǊŀƪŜ ƘƛǎǎŜǎΦ [ƻǳŘŜǊ ς for the benefit of any passing monks ς ƘŜ ǎŀȅǎΣ ά¢ƘŀǘΩǎ ƛǘΣ ²ǊŜƴΦ 

¸ƻǳΩǊŜ ŎƻƴǎƛƎƴŜŘ ǘƻ ȅƻǳǊ ǊƻƻƳΦέ CƻǊ ƎƻƻŘ ƳŜŀǎǳǊŜΣ ƘŜ ǇǳƴŎƘŜǎ ƳŜ ƻƴ ǘƘŜ ŀǊƳΣ ǘƘŜƴ ǘƘŜ ǘǿƻ 

of them drag me away, heels over flagstones, right to the bottom of the ladder. 

ά¦Ǉ ȅƻǳ ƎƻΣέ /ŀƭǾƛƴ ǎŀȅǎΦ ά!ƴŘ ȅƻǳΩǊŜ ƴƻǘ ǘƻ ŎƻƳŜ Řƻǿƴ ǘƛƭƭ ŘŀǊƪΗέ 

ά²Ƙŀǘ ŀōƻǳǘ ŘƛƴƴŜǊΚέ L ŀǎƪΦ 

ά{ƘƻǳƭŘ ƘŀǾŜ ǘƘƻǳƎƘǘ ƻŦ ǘƘŀǘΣ ǎƘƻǳƭŘƴΩǘ ȅƻǳΚέ 5ǊŀƪŜ ǎŀȅǎΦ  

άaƻǊŜ ŦƻǊ ǳǎΣέ /ŀƭǾƛƴ ŀŘŘǎΦ άhƴƭȅ ǘǿƻ ƘƻǳǊǎ ǘƻ ƎƻΦ LΩƳ ǎǘŀǊǾŜŘΦέ 

With that, they punch me again, and wait until I 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 Hall -> Lower Hall -> Scriptorium -
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> Library -> Central Hall -> 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 you and returns you to your room.  Since he 

ƛƳƳŜŘƛŀǘŜƭȅ ǘŀƪŜǎ ȅƻǳ ǘƻ ȅƻǳǊ ǊƻƻƳ ŀƴŘ ǘƘŜƴ ƭŜŀǾŜǎ ƛŦ ȅƻǳΩǊŜ ƛƴ ǘƘŜ ǎŀƳŜ ǊƻƻƳ ŀǎ ƘŜ ƛǎΣ ƘŜ 

cannot be interacted with. 

o Command [entering a location where Drake is]: Wǳǎǘ ƛƴ ǘƛƳŜΣ L ǎŜŜ 5ǊŀƪŜΩǎ ǘƘŜǊŜΦ 

I hang back, to let him move on.  

o Command [entering a location where Drake is going to move into]: I catch the 

ǎƻǳƴŘ ƻŦ ƘƻōƴŀƛƭŜŘ ōƻƻǘǎΦ 5ǊŀƪŜΩǎ ƘŜŀŘƛƴƎ ǘƘƛǎ ǿŀȅΗ LΩŘ ōŜǘǘŜǊ ǿŀƛǘΣ ŀƴŘ ƭŜǘ ƘƛƳ 

pass. 

o Event [Drake moves into a room two moves from Players location along his path]: 

Print one the following. 

Á First time: Distantly ς but not distantly enough ς I can hear the clock and clatter 

ƻŦ 5ǊŀƪŜΩǎ ōƻƻǘǎΦ ¢ƘŜ ǎƻǳƴŘǎ ŎƻƳƛƴƎ ŦǊƻƳ ǘƘŜ [direction from which Drake 

approaches]. 

Á Otherwise randomly from: 5ǊŀƪŜΩǎ ŦƻƻǘǎǘŜǇǎ ŜŎƘƻ ƛƴ ŦǊƻƳ [the direction]. 

Á 5ǊŀƪŜΩǎ ƻƴ ǇŀǘǊƻƭΣ ŀƴŘ L Ŏŀƴ ƘŜŀǊ ƘƛƳ ƘŜŀŘƛƴƎ ǘƘƛǎ ǿŀȅΣ ŦǊƻƳ [the direction]. 

Á  5ǊŀƪŜΩǎ ŎƭŀǘǘŜǊƛƴƎ ōƻƻǘǎ ŀǊŜ ŀǳŘƛōƭŜ ǘƻ [the direction]. 

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

Randomly from: 

Á Looking [direction Drake approachesϐΣ L Ŏŀƴ ǎŜŜ 5ǊŀƪŜΦ IŜΩǎ ŎƻƳƛƴƎ ǘƘƛǎ ǿŀȅΗ  

Á 5ǊŀƪŜΩǎ Ƨǳǎǘ ƻŦŦ ǘƻ [the direction]Σ ŀƴŘ ƘŜΩǎ ŎƻƳƛƴƎ ǘƘƛǎ ǿŀȅΗ 

Á LΩǾŜ Ǝƻǘ ŀ ƳƻƳŜƴǘ ōŜŦƻǊŜ 5ǊŀƪŜ ǎǇƻǘǎ ƳŜΥ ƘŜΩǎ Ƨǳǎǘ ŀǇǇŜŀǊŜŘΣ ǘƻ [the direction]. 

o Event [Drake moves into the Players location]: A cut-scene is printed, in which the 

player is captured. Move the player to the Attic Room.  

Text: 

Á First time: ά²ǊŜƴΗέ 5ǊŀƪŜ ŜȄŎƭŀƛƳǎΦ IŜ ǿŀƭƭƻǇǎ ƳŜ ƻƴ ǘƘŜ ŀǊƳΦ άL ǘƘƻǳƎƘǘ 

L ǘƻƭŘ ȅƻǳ ǘƻ ǎǘŀȅ ƛƴ ȅƻǳǊ ǊƻƻƳΚέ IŜ ŘƻŜǎƴΩǘ ǿŀƛǘ ŦƻǊ ŀƴ ŜȄŎǳǎŜ ōŜŦƻǊŜ LΩƳ 
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dragged off to the ladder. Then he waits ς and wallops me ς until I give in 

and climb all the way back up. 

Á Second time: 5ǊŀƪŜ ƭƻƻƪǎ ƭƛƪŜ ƘŜΩǎ ǎǿŀƭƭƻǿŜŘ ŀ ōŜŜΦ bƻǘ ƻƴƭȅ ƘŀǾŜ L 

ŘƛǎƻōŜȅŜŘ ƘƛƳΣ ōǳǘ LΩǾŜ ŘƻƴŜ ƛǘ twiceΦ άLΩƳ ƎƻƛƴƎ ǘƻ ƘŀǾŜ ȅƻǳǊ ǎƪƛƴΣέ ƘŜ 

hisses into ƛƴ Ƴȅ ŜŀǊΦ άLΩƳ ƎƻƛƴƎ ǘƻ ǳǎŜ ƛǘ ŀǎ ŀ Ŏƭƻŀƪ ŎƻƳŜǎ ǿƛƴǘŜǊΦ 

¦ƴŘŜǊǎǘŀƴŘΚέ ²ƛǘƘ ǘƘŀǘ ƘŜ ŘǊŀƎǎ ƳŜ ōŀŎƪ ƻŦŦ ǘƻ Ƴȅ ŀǘǘƛŎΦ ¢Ƙƛǎ ǘƛƳŜΣ L Ŏŀƴ 

barely climb the stairs. 

Á Third time: hƘΣ ƴƻΣ ƴƻǘ ŀƎŀƛƴΧ 5ǊŀƪŜ ǎǘƻǊƳǎ ƛƴ ŀƴŘ ƎǊŀōǎ ƳŜ ōȅ ǘƘŜ 

ƴƻǎŜΦ LΩƳ ǇǳƭƭŜŘ ƻŦŦ ǘƻ ǘƘŜ ƭŀŘŘŜǊ ōŀǎŜΦ άtƭŜŀǎŜΣέ L ōŜƎΦ άLΩƳ ǘƻƻ ǘƛǊŜŘ ǘƻ 

ŎƭƛƳō ƛǘ ŀƎŀƛƴΦέ IŜ ƭƻƻƪǎ ŀǘ ƳŜ ŀǎ ƛŦ LΩƳ ǎǘǳǇƛŘΦ ά¢ƘŜƴ ŘƻƴΩǘ ŎƭƛƳō ōŀŎƪ 

Řƻǿƴ ǘƘƛǎ ǘƛƳŜΗέ ƘŜ ǎŀȅǎΦ 

Á Remaining times, with variations indicated: Drake 

wallops/punches/hits/kicks me, boiling/shaking/simmering with 

raƎŜκŀƴƎŜǊκŦǳǊȅκƛǊǊƛǘŀǘƛƻƴΦ .ŀŎƪ ǘƻ ǘƘŜ ƭŀŘŘŜǊΣ ŀƴŘ ǳǇ L ƎƻΧ 

o Event [Each turn from the start of this chapter until the Gong rings]: Drake moves one 

room along his path each turn.  That path is: Central Hall -> Lower Hall -> Scriptorium -

> Library -> Central Hall -> West Refectory -> East Refectory -> Kitchen -> Upper Hall -> 

(Central Hall, repeating cycle). 

o Event [Gong rings]: Drake is removed from the game (replaced with the Calvin & 

Drake events related to the Gong) 

o Event [after Gong rings has happened]:  

Á In Library: .ǊƻǘƘŜǊ IƻǊƭƻƎŜ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ ƴƻǘƛŎŜ ǘƘŜ ǊƛƴƎƛƴƎ ƎƻƴƎǎΦ IŜΩǎ 

too engrossed in the smells from his teacup. 

Á In scriptorium: The resounding gongs of the Refectory Clock are barely 

audible over the sound of the Duplicator. Besides, Brother Reloh ŘƻŜǎƴΩǘ 

look like the type to get the time wrong ever anyway. 

Á Lƴ !ōōƻǘΩǎ vǳŀǊǘŜǊǎΥ The Abbot ignores the gongs, as though they filled 

ƘƛƳ ǿƛǘƘ ŘǊŜŀŘΦ IŜ Ƴǳǎǘ ōŜ ǘƘƛƴƪƛƴƎΣ ƛǘΩǎ ǘƘŀǘ ǘƛƳŜ ŀƭǊŜŀŘȅΧ 

Á Text randomly as follows (every few turns):  
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¶ The stonework resounds 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 

¶ 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:  

¢Ƙƛǎ ƛǎƴΩǘ ǊŜŀƭƭȅ ŀƴ ŀǘǘƛŎΦ Lǘ ƛǎƴΩǘ ǊŜŀƭƭȅ ŀ ǊƻƻƳ ŜƛǘƘŜǊΦ LǘΩǎ ŀ ŎƻǳǇƭŜ ƻŦ ŦƭƻƻǊōƻŀǊds laid across some roof 

ǊŀŦǘŜǊǎ ǊƛƎƘǘ ƛƴ ǘƘŜ ŎŜƛƭƛƴƎ ƻŦ ǘƘŜ !ōōŜȅΦ ¢ƘŜǊŜΩǎ ŜƴƻǳƎƘ ŦƭƻƻǊ-space for a cot and a laundry crate, but I 

ƘŀǾŜ ǘƻ ōŜ ŎŀǊŜŦǳƭ ƴƻǘ ǘƻ Ǌƻƭƭ ƻǳǘ ƻŦ ōŜŘΣ ōŜŎŀǳǎŜ ƛŦ L ŘƻΣ ǘƘŜ ǘƘƛŎƪ ŎƻōǿŜōǎ ŀƭƭ ŀǊƻǳƴŘ ŀǊŜƴΩǘ ƎƻƛƴƎ ǘƻ 

stop me from fallinƎΧΦ 

! ƭƛǘǘƭŜ ƘƻƭŜ ƛƴ ǘƘŜ ŎŜƛƭƛƴƎ ǇǊƻǾƛŘŜǎ ǎƻƳŜ ǎǳƴƭƛƎƘǘΥ ŀƴŘ ǿƘŜƴ ƛǘ ǊŀƛƴǎΣ ƛǘ ƳŜŀƴǎ L Ŏŀƴ ǿŀǎƘ Ƴȅ ƘŀƛǊΣ ǘƻƻΦ LǘΩǎ 

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 Attic Room]: 

Á first time: 

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

ŜǎŎŀǇŜ ŜŀǎƛƭȅΣ ŀƴŘ ǘŜƭƭ ǎƻƳŜƻƴŜ ǿƘŀǘ LΩǾŜ ƻǾŜǊƘŜŀǊŘΦ ¢ƘŜ !ōōƻǘΩǎ ŀōƻǳǘ ǘƻ Řƻ ǎƻƳŜǘƘƛƴƎ 

ǘŜǊǊƛōƭŜ ŀƴŘ LΩǾŜ Ǝƻǘ ǘƻ ǎǘƻǇ ƘƛƳΗ {ƻƳŜƻƴŜ ŀǘ ǘƘŜ Cathedral would listen: the Archbishop 

himself, perhaps. He might remember me from the time he visited, when he helped me repair 

ŀƴ ŀƭǘƛƳŜǘŜǊ LΩŘ ōǊƻƪŜƴΦ LŦ ƻƴƭȅ L ŎƻǳƭŘ ŦƭȅΦ 

.ǳǘ ǇŜǊƘŀǇǎ L Ŏŀƴ ŜǎŎŀǇŜ ƻƴ ŦƻƻǘΦ LŦ LΩƳ ŎƭŜǾŜǊΦ Clockwise. 

Á second time: That was careless, getting caught. But I can still make it to 

ǘƘŜ /ŀǘƘŜŘǊŀƭΦ LΩƭƭ Ƨǳǎǘ ƘŀǾŜ ǘƻ ōŜ ƳƻǊŜ ŎǳƴƴƛƴƎ ǘƘƛǎ ǘƛƳŜΦ wŜƳŜƳōŜǊΣ 

²ǊŜƴΣ ƛǘΩǎ ŜŀǎȅΥ ǘƘŜ ǿƘƻƭŜ ǿƻǊƭŘ Ǌǳƴǎ ƻƴ ŎƭƻŎƪǿƻǊƪΦ Wǳǎǘ ŀ ƳŀǘǘŜǊ ƻŦ 

staying ahead of the biting teeth. 
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Á Remaining times: A quick pauǎŜ ŦƻǊ ōǊŜŀǘƘ ŀƴŘΧ ǊƛƎƘǘ ǘƘŜƴΦ LΩƳ ǊŜŀŘȅΦ 

LΩƳ ƎƻƛƴƎ ǘƻ ƎŜǘ ƻǳǘ ƻŦ ǘƘŜ !ōōŜȅ ǎƻƳŜƘƻǿΣ ŀƴŘ ǿŀǊƴ ǘƘŜ !ǊŎƘōƛǎƘƻǇΦ 

!ƴŘ L ǿƻƴΩǘ ƎƛǾŜ ǳǇ ǘƛƭƭ LΩǾŜ Ǝƻǘ ǘƘŜǊŜΗ 

o Object: Picture 

Á Description: LǘΩǎ ŀ ǇŜƴŎƛƭ ǎƪŜǘŎƘ ƻŦ Ƴȅ ŦŀƳƛƭȅΣ ƻǊ ŀǘ ƭŜŀǎǘΣ ǘƘŀǘΩǎ ǿƘŀǘ ǘƘŜ Ƴƻƴƪǎ 

say it ƛǎΦ wŜŀƭƭȅΣ ǘƘŜ ƳƻǘƘŜǊ ŀƴŘ ŦŀǘƘŜǊ ŘƻƴΩǘ ƭƻƻƪ ŀ ǘƘƛƴƎ ƭƛƪŜ ƳŜΣ ŀƴŘ ǘƘŜ ǎǿŀǊƳ 

ƻŦ ŎƘƛƭŘǊŜƴ ŀǊƻǳƴŘ ǘƘŜƳ ŘƻƴΩǘ ŜƛǘƘŜǊΦ .ǳǘ ǎǘƛƭƭΣ ǘƘŜȅΩŘ ŜȄǇƭŀƛƴ ǿƘȅ L ǿŀǎ ŘƻƴŀǘŜŘ 

to the Abbey. Too many mouths to feed already. 

Á Command [take Picture]: Picture may be taken, but has no function. 

o Object: Cot 

Á Description: My cot is made of pinewood ς ŦƭƛƳǎȅ ǎǘǳŦŦΣ ȅƻǳΩŘ ƴŜǾŜǊ ƳŀƪŜ ŀ 

ŎƭƻŎƪ ŦǊƻƳ ƛǘΦ !ǘ ƭŜŀǎǘ ƛǘ Ƙŀǎ ŜŘƎŜǎΣ ǎƻ L Ŏŀƴ ŦƛƴŘ ƛǘ ƛƴ ǘƘŜ ŘŀǊƪΦ LΩŘ ƭƻǾŜ ǘƻ ƘŀǾŜ ŀ 

more solid bed ς a horsehair mattress and everything ς ōǳǘ ƛǘΩŘ ōŜ ǎƻ ƘŜŀǾȅ ƛǘΩŘ 

Ǝƻ ǎǘǊŀƛƎƘǘ ǘƘǊƻǳƎƘ Ƴȅ ŦƭƻƻǊōƻŀǊŘǎΦ ά¸ƻǳΩŘ ōŜǘǘŜǊ ƴƻǘ ƎǊƻǿΣέ 5ǊŀƪŜΩǎ ǘƻƭŘ ƳŜ 

ōŜŦƻǊŜΦ άhǊ ȅƻǳΩƭƭ Ǝƻ ǎǘǊŀƛƎƘǘ ǘƘǊƻǳƎƘ ȅƻǳǊǎŜƭŦΦέ 

Á Command [lie on Cot, 1st time]: Stretching out on the cot gives me a good view 

through my window. I can see the sǇƛǊŜǎ ƻŦ ǘƘŜ /ŀǘƘŜŘǊŀƭΣ ǘƛǇǇƛƴƎ ǿƛǘƘ ¢ƛƳŜΩǎ 

!ǊǊƻǿǎ ŀƴŘ ŦƭƻŎƪŜŘ ǿƛǘƘ ōƛǊŘǎΦ ¢ƘŜ !ǊŎƘōƛǎƘƻǇ ǿƻǳƭŘ ƭƛǎǘŜƴΣ LΩƳ ǘƘƛƴƪƛƴƎΦ LŦ ƻƴƭȅ 

I could reach him. 

Á Command [lie on Cot, 2nd time]: ¢ƘŜǊŜΩǎ ƴƻ ǘƛƳŜ ŦƻǊ ǘƘŀǘΣ ²ǊŜƴΗ 

o Object: Crate 

Á Description: A laundry crate containing my spare clothes. Or my spare clothe, 

anyway. 

Á Command [open or take Crate]: [ŀǳƴŘǊȅ ŘŀȅΩǎ ƴƻǘ ŦƻǊ ŀǘ ƭŜŀǎǘ ǘƘǊŜŜ ǿŜŜƪǎΦ 

o Object: Window 

Á Description: On tiptoes, I can see right across the city of St PhilipΦ LǘΩǎ ŀ ƳŀȊŜ ƻŦ 

rooftops like a tangle of thorn bushes. If people could only see this view, then 

ǘƘŜȅ ƳƛƎƘǘ ƴƻǿ ōŜ ǎƻ ǎǘǊƛŎǘ ŀōƻǳǘ tǊŜŎƛǎƛƻƴ ŀƴŘ DƻƻŘ hǊŘŜǊΧ hǊ ƳŀȅōŜ ǘƘŜȅ 

would, because looming over all the houses are the great spires of the Cathedral 

of ¢ƛƳŜΣ ƛǘΩǎ ƎǊŜŀǘ ŎƭƻŎƪ ƪŜŜǇƛƴƎ ǘƛƳŜ ŦƻǊ ǘƘŜ ǿƘƻƭŜ ŎƛǘȅΦ  
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Á Command [look through/out of window]: same as description 

Á Command [entering window]: LǘΩǎ ǘƻƻ ǎƳŀƭƭ ŦƻǊ ƳŜ ǘƻ ŎƭƛƳō ǘƘǊƻǳƎƘΣ ŀƴŘ 

ŀƴȅǿŀȅΣ ŘŜǎǇƛǘŜ Ƴȅ ƴŀƳŜΣ LΩƳ ƴƻ ōƛǊŘΦ 

Á Command [opening window]:I call ƛǘ ŀ ǿƛƴŘƻǿΦ LǘΩǎ ǊŜŀƭƭȅ Ƨǳǎǘ ŀ ƳƛǎǎƛƴƎ ǊƻƻŦ ǘƛƭŜΦ 

o Object: Cathedral 

Á 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 a sundial that 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 

but now no-one is allƻǿŜŘ ǘƻ ǳǎŜ ǘƘŜƳΦ L ŘƻƴΩǘ ōŜƭƛŜǾŜ ŀ ǿƻǊŘ ƻŦ ƛǘΣ ƻŦ 

course. 

Á Any interaction: LǘΩǎ ǊƛƎƘǘ ŀŎǊƻǎǎ ǘƘŜ Ŏƛǘȅ ŦǊƻƳ ƳŜΗ 

o Object: StaircaseTop 

Á Description: One of the old construction ladders left over from the building of 

ǘƘŜ !ōōŜȅΦ LǘΩǎ ŀ ǊŜŀƭ ŀƴǘƛǉǳŜΦ {ƻƳŜ ǊǳƴƎǎ are missing and the middle bends 

inwards. I can still climb it in my sleep, of course. [if in Attic]The ladder leads 

down all the way to ground level. [if in Rickety Stair]The ladder leads up to my 

room. 

Á Command [climbing or entering StaircaseTop]: Move Player into Rickety Stair. 

Text: I scramble quickly down the ladder. 

4. Rickety Stair 

o Description: LΩƳ ƛƴ ƻƴŜ ŎƻǊƴŜǊ ƻŦ ǘƘŜ DǊŜŀǘ IŀƭƭΣ Ƨǳǎǘ ōȅ ǘƘŜ Ŧƻƻǘ ƻŦ ǘƘŜ ƭŀŘŘŜǊ ǳǇ ǘƻ Ƴȅ 

ǊƻƻƳΦ ¢ƘŜǊŜΩǎ ŀ ƴƻǘŜ ŀǘǘŀŎƘŜŘ ǘƻ ƛǘΣ ŀǎƪƛƴƎ !ƳōƭŜ ǘƘŜ ŎŀǊŜǘŀƪŜǊ ƴƻǘ ǘƻ Ǉǳǘ ƛǘ ōŀck in the 

shed just yet. 

o Object: LadderNote 

Á Description: άtƭŜŀǎŜ ƭŜŀǾŜΦ bŜŜŘŜŘ ŦƻǊ ƛƴƛǘƛŀǘŜ ǳƴǘƛƭ ŀ ŎŜƭƭ ƛǎ ŦǊŜŜŘ ǳǇ ōȅ ƻƭŘŜǊ 

brother. ς DǳōōƭŜǊΦέ 
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Á Command [take]: LΩŘ ǊŀǘƘŜǊ ƭŜŀǾŜ ǘƘŜ ǎƛƎƴ ōŜΦ [ŀǎǘ ǘƛƳŜ !ƳōƭŜ ǘƻƻƪ ǘƘŜ ƭŀŘŘŜǊ 

away guess where I was?  

o Object: StaircaseBottom 

Á Description: Same as StaircaseTop 

Á Command [climbing or entering StaircaseBottom]: Move Player into Attic 

Room. Text: L ǎŎǊŀƳōƭŜ ǳǇ ǘƘŜ ƭŀŘŘŜǊΦ LǘΩǎ ŀ ƭƻƴƎ ǿŀȅΣ ŀƴŘ ǇǊŜǘǘȅ ŜȄƘŀǳǎǘƛƴƎΦ 

Á Command [take]: ¢ƘŜ ƭŀŘŘŜǊΩǎ ǇǊŜǘǘȅ ƭƻƴƎΦ L ŎƻǳƭŘƴΩǘ Ŏŀrry it on my own. 

4. Upper Hall 

o Description:  

¢ƘŜ DǊŜŀǘ Iŀƭƭ ƻŦ ǘƘŜ !ōōŜȅ ƛǎ ǘƘŜ ōƛƎƎŜǎǘ ǊƻƻƳ LΩǾŜ ǎŜŜƴ ƛƴ Ƴȅ ƭƛŦŜΣ ǊǳƴƴƛƴƎ ŦǊƻƳ ǘƘƛǎ ŜƴŘ ŀƭƭ ǘƘŜ ǿŀȅ 

southwest (and it is all ǘƘŜ ǿŀȅΣ LΩƳ ƴŜǾŜǊ ŀƭƭƻǿŜŘ ŦǳǊǘƘŜǊύ ǘƻ ǘƘŜ DǊŜŀǘ 5ƻƻǊǎ ŀƴŘ ǘƘŜ ¸ŀǊŘ ƻǳǘǎƛŘŜΦ LŦ L 

crane my neck I can see the dark square of the floorboards of my room ς the ladder is on one side, to 

the west. Lights moves in and out overhead, from the candles moving on their Holy Tracks. Strong 

smells float through an archway to the east. 

From their niches, the Three Major Saints are watching sternly, keen that I should get out of the 

Cathedral and talk to the Archbishop as quickly as possible. 

o Object: Statues of Three Major Saints 

Á 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 

.ŀōōŀƎŜΣ ǘƘŜ /ŀƭŎǳƭŀǘǊƻƳŜǘǊƛǎǘΦ ¢ƘŜȅΩǊŜ ƻƴƭȅ ǎǘŀǘǳŜǎΣ ƻŦ ŎƻǳǊǎŜΣ ōǳǘ ǘƘŜȅΩǊŜ ǎǘƛƭƭ 

quite creepy here in the half-light of the moving candles. 

Á Command [take or push Statues]: The Saints quite clearly disapprove. 

o Object: Buttresses [These are in all three Hall locations] 

Á Description: The stone pillars supporting the roof are like trees. 

Á Command [climb]: The buttresses are too tall, too wide and too smooth 

for me to climb, even if I wanted to. 

o Object: Candle-tracks [These are in all three Hall locations] 
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Á Description: The candles move in the space between floor and ceiling, 

the way the stars move between Earth and the Great Darkness of 

IŜŀǾŜƴΦ ¢ƘŜȅΩǊŜ Ŧƻƭƭƻǿ ǿƛƴŘƛƴƎ ƳŜǘŀƭ ǘǊŀŎƪǎ ǘƘŀǘ ŎǊƻǎǎ ŀƴŘ ǊŜŎǊƻǎǎ ŀƭƻƴƎ 

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 brightly lit at times 

whilst others are quite dark. The candles move day and night, with 

automatic systems to replace those that burn down to the stub. 

Á Interaction: ¢ƘŜȅΩǊŜ ƘƛƎƘ ŀōƻǾŜ ƳŜΣ ƻǳǘ ƻŦ ǊŜŀŎƘΦ 

5. Kitchen 

o Description:  

If there was ever a proof of the perfectƛƻƴ ƻŦ /ƭƻŎƪǿƻǊƪ ƻǾŜǊ bŀǘǳǊŜΣ ƛǘΩǎ ǘƘŀǘ ǘƘŜ ŘƛǊǘƛŜǎǘ ŀƴŘ Ƴƻǎǘ 

hectic room in the whole Abbey is its Kitchen. Shelves, walls and floor are covered by machines belching, 

ǎƭƛŎƛƴƎΣ ǎǘŜŀƳƛƴƎΣ ŎƘƻǇǇƛƴƎΣ ǎǘƛǊǊƛƴƎΣ ōƻƛƭƛƴƎΣ ōǊƻƛƭƛƴƎΣ ŦǊȅƛƴƎΣ ǇǳǊŜŜƛƴƎ Χ ǘƘŜ ƭƛǎǘ Ǝƻes on. The noise, smell 

and heat is almost overpowering, and the Cook, who controls this madhouse, can only stand it because 

ƘŜΩǎ ǎǘƻƴŜ ŘŜŀŦΦ 

[if Horloge has been encountered:] Lƴ ƻƴŜ ŎƻǊƴŜǊ ƛǎ ǘƘŜ ƻƴƭȅ ƳŀŎƘƛƴŜ LΩƳ ŀƭƭƻǿŜŘ ǘƻ ǳǎŜΥ ǘƘŜ ¢Ŝŀ 

aŀƪŜǊΦ ¢ƘŜǊŜΩǎ ŀ ƧŀǊ ƻŦ ǘŜŀ ƭŜŀŦ ōŜǎƛŘŜ ƛǘΦ [if tea cup in bracket]In the bracket of the machine is a tea 

cup.[if Cup of Tea (full) in bracket]In the bracket of the machine is steaming cup of tea. 

I can escape back into the cool of the Hall to the west. South, through a broad arch, is the Refectory[if 

Gong event is happening], where the Refectory Clock is throwing up a wall of sound[end if]. 

o Command [going South 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. 

o NPC: Cook 

bh¢9Υ  !ƎŀƛƴΣ ƴƻǘ ŀ Ŧǳƭƭȅ bt/Σ ǎƛƴŎŜ ȅƻǳ ŎŀƴΩǘ ŀŎǘǳŀƭƭȅ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ƘƛƳ ƛƴ ŀƴȅ ƳŜŀningful 

way, he just exists to provide flavor text/scenery and prevent you from messing with the 

devices in the kitchen. 

Á Description: The story goes that the Cook lost his hearing while setting rat-traps 

ƛƴǎƛŘŜ ǘƘŜ ƎǊŜŀǘ wŜŦŜŎǘƻǊȅ /ƭƻŎƪΦ IŜΩŘ ōŜŜƴ ƭŀǘŜ ŀōƻut his chores and so instead 

of being there at 4.30 like his rota told him to, he was there at 5.00. When the 
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ƎƻƴƎǎ Ǌŀƴ ŦƻǊ ŘƛƴƴŜǊΣ ƘŜ ǿŀǎ ǎǘƛƭƭ ƛƴǎƛŘŜ ǘƘŜ ŎŀǎŜΦ LŦ ƛǘΩǎ ǘǊǳŜΣ ǘƘŜƴ ƴŜǾŜǊ ƳƛƴŘ Ƙƛǎ 

ŜŀǊǎΣ ƛǘΩǎ ŀ ǿƻƴŘŜǊ ƘŜ Ŏŀƴ ǎǘƛƭƭ see or think. That clock is seriously loud. 

Á Command [talk or ask about Cook, with random variation indicated]: 

¢ƘŜ /ƻƻƪ ŘƻŜǎƴΩǘ ǿŀǎǘŜ ǘƛƳŜ ǘǊȅƛƴƎ ǘƻ ƭƛǇ-read. He picks me up, puts me 

to one side, and gets back to [walloping the toaster / scooping soot from 

the grill / injecting steam through a waxed cloth pipe into a pot / 

cooking / plugging holes in a hot-water pipe with bread dough / setting 

dials on the furnaces / stirring a pan using a three-foot spoon]. 

Á Event [every three turns while in kitchen, with random variations 

indicated]: The cook [pushes / bustles / scurries / knocks] past me, to 

[unclip / wind / respring / tighten / thump ] the [whisker / grater / 

steamer / masher/ broiler / oven / crumb-sucker ]. 

o Object: Machines 

Á Description: Pipes run like cobwebs between a hundred fantastic devices. One 

entire corner is given over to automatic egg-ōƻƛƭƛƴƎΥ ά! Iƻƭȅ tǊƻōƭŜƳ ƻŦ ¢ƛƳƛƴƎΣέ 

Gubbler once said. Other wires, pulleys, ducts, gears and cog-teeth cross the 

floor and ceiling, and the Cook is constantly sweeping muck and crumbs out 

from the mechanisms in a desperate attempt to keep them in good order.  

Á Command [take, use or open Machines]: One of, randomly: 

¶ The Cook hurtles over and beats me away with a towel. 

¶ The Cook scowls and slaps me away. 

¶ I might lose a finger if I tried that!  

o Object: Jar of Tea Leaf 

Á Description: A glass apothecary jar of tea leaves, that come shipped in by 

Zepplin from the Asynchronous Continent. . 

Á Command [take Jar when the t/ ŘƻŜǎƴΩǘ ƘŀǾŜ ¢Ŝŀ[ŜŀŦ]: move TeaLeaf into 

inventory.  Text: I scoop up a handful of tea leaves. 

Á Command [take Jar when the PC has TeaLeaf]: I take a couple more leaves. 
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Á Command [put TeaLeaf back in jar]: Remove TeaLeaf from player. Text: I put 

the tea leaf back into the jar. 

Á Command [put anything else in jar]: LΩŘ ōŜ ƛƴ ōƛƎ ǘǊƻǳōƭŜ ƛŦ L ƳŜǎǎŜŘ ǳǇ ǘƘŜ ǘŜŀ 

ƛƴ ǘƘƛǎ ǇƭŀŎŜΦ LǘΩǎ ǘƘŜ ǎŀŎǊŜŘ ŘǊƛƴƪ ƻŦ ǘƘŜ ǿƻǊƪǎƘƻǇ ƳŜƴΣ ŀƴŘ ƛǘΩǎ ǇǊŜǘǘȅ ŜȄǇŜƴǎƛǾŜ 

too. 

o Object: TeaLeaf 

Á Description: A handful of tea leafs. 

Á Command [put TeaLeaf into Basket on Tea Machine, when ǘƘŜǊŜΩǎ ƴƻ ƭŜŀŦǎ ƛƴ 

the basket]: fill  the basket with tea leaf. Text: ¢ƘŜ ōŀǎƪŜǘΩǎ ƴƻǿ ŦƛƭƭŜŘ ǿƛǘƘ ǘŜŀ 

leaves. 

Á Command [put TeaLeaf into Basket on Tea Machine, when there are leafs in 

the basket]: ¢ƘŜ ōŀǎƪŜǘΩǎ full already. 

Á Command [drop, put somewhere, throw]: I scatter the tea leaves. They quickly 

disintegrate and are gone. 

Á 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. 

o Object: Tea Machine 

Á 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 

ŀǊƳǎ ŀƴŘ ǎǘǊǳǘǎΣ Ƴƻǎǘ ƻŦ ǿƘƛŎƘ ƳƻǾŜΣ ǘƘƻǳƎƘ ǘƘŜǊŜΩǎ ŀ ǇƭŀǘŜ ŀǘ ǘƘŜ ŦǊƻƴǘ ǘƻ ƘƻƭŘ 

the primary gear-ǘǊŀƛƴ ǘƘŀǘΩǎ ōŜǘǿŜŜƴ ǘƘŜ ƭŜǾŜǊ ŀƴŘ ǘƘŜ ǿƛƴŘƛƴƎ ƪŜȅΦ LƴǎƛŘŜ ǘƘŜ 

machine I can make out a kettle, a spigot, and a basket suspended over a semi-

ŎƛǊŎǳƭŀǊ ōǊŀŎƪŜǘΦ ¢ƘŜǊŜΩǎ ŀ ōǳǊƴŜǊ ǎƻƳŜǿƘŜǊŜΣ ǘƻƻΦ   

Á Description when the Working event is happening: The machine is clanking, 

spinning, whirring and generally doing its thing. 

Á Command [use or turn on Tea Machine]: It 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 a larger purpose. Keys must be wound, levers puller, 

ǎǇƛƎƻǘǎ ƻǇŜƴŜŘΧ ǘƘŀǘ ǎƻǊǘ ƻŦ ǘƘƛƴƎΦ 

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 havŜƴΩǘ ǇǊƻǇŜǊƭȅ 
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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 on successfully, the Working event begins. During the 

Working event, interaction with any component is disallowed with the message: 5ƻƴΩǘ 

interfere. The machine is making its right and proper supplications. Some descriptions also 

change.  

o Object: Spigot 

Á Description: The spigot is a short tube [if not Working]above the kettle[end if] 

with a hook-shaped valve halfway up that can be opened. Somewhere in the 

ƻǘƘŜǊ ŎƻǊƴŜǊ ƻŦ ǘƘŜ YƛǘŎƘŜƴ ƛǘΩǎ ǇƭǳƳōŜŘ ƛƴǘƻ ǘƘŜ ǿŀǘŜǊ ǘŀƴƪΣ ǿƘƛŎƘ ƛƴ ǘǳǊƴ ƛǎ ŦŜŘ 

by ducts from the ceiling, into which water is loaded by thirsty initiates ς and so 

on it goes; a Great Rotation. 

Á Description [second time]Υ .ŀǎƛŎŀƭƭȅΣ ƛǘΩǎ ŀ ǘŀǇ ƻǾŜǊ ǘƘŜ ƪŜǘǘƭŜΦ 

Á Command [use, open or turn on Spigot, LŦ ǘƘŜǊŜΩǎ ƴƻ ǿŀǘŜǊ ƛƴ ǘƘŜ ƪŜǘǘƭŜ:] this 

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. I turn the spigot 

closed again. 

Á Command [use, open or turn on Spigot, LŦ ǘƘŜǊŜΩǎ ƪŜǘǘƭŜ is full:] ¢ƘŜǊŜΩǎ ǇƭŜƴǘȅ 

of water in the kettle, thanks. 

o Object: Kettle 

Á Description: The brass kettle is suspended from an arm-brace under the spigot 

and near the burner. [if full] LǘΩǎ Ŧǳƭƭ ƻŦ ǿŀǘŜǊΦ 

Á Description, when Working is happening: The kettle is steaming away. 

Á Command [open or empty Kettle]: The kettle is set in the middle of the 

machine, over the burner, safely out of reach. 

Á Command [fill Kettle]: Same as Open Spigot. 

o Object: Burner 
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Á Description: The burner is a little spout for the gas which is pumped in from the 

cow-ǎƘŜŘǎ ƛƴ ǘƘŜ ŎƻǳƴǘǊȅǎƛŘŜΣ ƻǊ ǎƻ 5ǊŀƪŜ ǎŀȅǎΦ LǘΩǎ ŎǳǊǊŜƴǘƭȅ ǳƴƭƛǘ ōǳǘ ƻƴ ƻƴŜ 

side is the flint-iron, ready to spark should the gear-train connected to it be put 

in motion. 

Á Description when Working, and the burner is lit: The burner is firing. 

Á Description when Working, and the burner is not lit: The burner is cooling. 

Á Command [any interaction]: The burner is central to the machine, literally. Well 

out of reach.  

o Object: Flint-iron 

Á Description: An iron 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 lasts ς and how lowly I am 

now ς that machinist might still end up being me. 

Á Interact: Same response as burner 

o Object: Basket 

Á Description: A fine-mesh wire basket positioned near the front of the machine, 

right over the circular bracket. [if full of TeaLeaf]LǘΩǎ ŦƛƭƭŜŘ ǿƛǘƘ ŦǊŜǎƘ ǘŜŀ ƭŜŀǾŜǎΦ 

Á Command [open or close Basket]: The basket Ƙŀǎ ƴƻ ƭƛŘΦ LǘΩǎ Ƨǳǎǘ ǿŀƛǘƛƴƎ ǘƻ ōŜ 

filled. 

Á Command [insert something wrong into Basket]: [noun]-ǘŜŀ ǿƻǳƭŘƴΩǘ Ǝƻ Řƻǿƴ 

well with anybody. 

Á Command [take]: The basket is firmly fixed to the machine by two long struts, 

designed to shake out the last drops towaǊŘǎ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǇǊƻŎŜǎǎΦ άbƻ ŎƻƎ 

ƭŜŦǘ ǳƴǘǳǊƴŜŘΣέ ŀǎ DǳōōƭŜǊ ǿƻǳƭŘ ǎŀȅΦ 

o Object: Bracket 

Á Description: Just below the main gear train is a semi-circular bracket made of 

silver [if empty], unsurprisingly about the size of a teacup.[otherwise if it holds 

the Tea Cup], in which is a tea cup waiting for tea.[otherwise if it holds a Cup of 

Tea] in which is a nice full cup of tea. 
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Á Command [open or close Bracket]: ¢ƘŜ ōǊŀŎƪŜǘ Ƙŀǎ ƴƻ ƭƛŘΦ LǘΩǎ ŀ ƪƛƴŘ ƻŦ ƳŜǘŀƭ 

pincer. 

Á /ƻƳƳŀƴŘ ώǇǳǘ ǎƻƳŜǘƘƛƴƎ ȅƻǳ ǎƘƻǳƭŘƴΩǘ ƛƴ ǘƘŜ .ǊŀŎket]: ¢ƘŜ ōǊŀŎƪŜǘΩǎ ǊƛƎƘǘ 

and proper function is to hold a tea-cup only. 

Á Command [put Cup of Tea (full)] in bracket]: ¢ƘŜ ōǊŀŎƪŜǘΩǎ ƳŜŀƴǘ ŦƻǊ ŜƳǇǘȅ 

cups, not full ones. 

o Object: Gear Train 

Á Description, if Working is happening: The gears are whirring quite happily. 

Á Description, if small gear replaced: The gear train forms a perfect snake from 

the lever, over the semi-circular bracket and into the innards of the machine. 

Á Description, if small gear is missing: The gear train is most sadly broken by the 

ƭŀŎƪ ƻŦ ƻƴŜ ǎƳŀƭƭ ŎƻƎΦ LŦ ǘƘŜ /ƻƻƪ ǎŜŜǎ ǘƘƛǎΣ ƘŜΩƭƭ ƎŜǘ ǾŜǊȅ ǳǇǎŜǘΦ 

Á Description, if small gear has not been removed, first time: L ŎŀƴΩǘ ƘŜƭǇ ōǳǘ 

notice a worn down gear in the middle of the train, no longer catching teeth 

with its fellows. I make the sign of Sad Depreciation.  

Á Description, if small gear not removed, other times: One small central gear is 

too worn to mesh with the oǘƘŜǊǎΦ ά¢ƘŜ ǿŜŀƪ ƻƴŜǎ ǊŜƳƻǾŜŘ ŀƴŘ ǊŜǇƭŀŎŜŘ ōȅ 

ōŜǘǘŜǊΣέ DǳōōƭŜǊ ƳƛƎƘǘ ƛƴǘƻƴŜΦ  

o Object: Small Gear  

Á Description: Half the teeth have rounded, like those of an old man, the kind that 

eats nothing but cabbage. 

Á Command [take SmallGear]: This takes the gear out of the gear train and puts 

it in your inventory. Text: While the Cook is distracted ς the Cook is always 

distracted ς I pluck the out the worn down gear. Not the sort of repair a clock 

polisher should be doing!  

Á Command [repair/fix SmallGear]: LǘΩǎ ǿƻǊƴΦ ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ŀƴȅƻƴŜ Ŏŀƴ Řƻ ǘƻ 

change that. 

o Object: Tea Maker Key 

Á Description: A steel key, used to wind the belly spring of the Tea Machine. 
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Á Command [turn Key]: This winds the spring in the machine. Text: A few turns 

and the spring is fully wound. 

Á Command [take Key]: The key is fixed deep inside the device. 

o 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 TeaLeaf in the basket, and place 

the TeaCup in the bracket. ThŜƴΣ ǿƘŜƴ ȅƻǳ Ǉǳƭƭ ǘƘŜ ƭŜǾŜǊΣ ȅƻǳΩƭƭ ƎŜǘ ŀ /ǳǇ ƻŦ 

¢ŜŀΦ ¢ƘŜ ŜǊǊƻǊ ƳŜǎǎŀƎŜǎ ƻŎŎǳǊ ƻƴŜ ŀǘ ŀ ǘƛƳŜΣ ƛƴ ǘƘŜ ƻǊŘŜǊ ŀōƻǾŜΦ  {ƻΣ ƛŦ ȅƻǳΩǾŜ 

ǿƻǳƴŘ ǘƘŜ ƪŜȅ ŀƴŘ ŦƛƭƭŜŘ ǘƘŜ ƪŜǘǘƭŜ ǿƛǘƘ ǿŀǘŜǊΣ ōǳǘ ƘŀǾŜƴΩǘ ŘƻƴŜ ŀƴȅ ƻǘƘŜǊ 

ǎǘŜǇΣ ȅƻǳΩŘ ƎŜǘ ǘƘŜ ŜǊǊƻǊ ƳŜǎǎŀƎŜ ŀōƻǳǘ ƴŜŜŘƛƴƎ ǘƻ Ǌeplace the gear when you 

Ǉǳƭƭ ǘƘŜ ƭŜǾŜǊΦ  LŦ ȅƻǳ ǘƘŜƴ ǊŜǇƭŀŎŜ ǘƘŜ ƎŜŀǊ ŀƴŘ Ǉǳƭƭ ǘƘŜ ƭŜǾŜǊΣ ȅƻǳΩŘ ƎŜǘ ǘƘŜ 

message about needing to put the TeaLeaf in the basket.  This should be 

implicit in the interactions below, but I wanted to make it explicit here. 

Á Description: ! ƭŀǊƎŜ ǎǘŜŜƭ ƭŜǾŜǊ ǎŜǘ ōŜǘǿŜŜƴ ǘƘŜ ƎŜŀǊ ǘǊŀƛƴ ŀƴŘ ǘƘŜ ¢Ŝŀ aŀƪŜǊΩǎ 

key.  

Á Command [pull, push or turn on Lever]: This checks the following variables, in 

order, and produces the following results: 

¶ If the working event is happening: The machine is working already. 

¶ If Tea has been made already: L ŘƻƴΩǘ ƘŀǾŜ ŀƴƻǘƘŜǊ ŜƳǇǘȅ ǘŜŀ ŎǳǇΦ 

¶ If the kettle has not been filled with water: The Cook gawps, then 

troops over and belts me around the head. He points firmly at the kettle 

in the middle of the machine ς the empty kettle in the middle of the 

machine ς then stalks back over to his chopping machine. 

¶ If the TeaLeaf has not been placed in the basket: 5ƻƴΩǘ ȅƻǳ ǘƘƛƴƪ ǘƘŜ 

ǘŜŀ ǿƻǳƭŘ ōŜ ǊŀǘƘŜǊ ōƭŀƴŘ ƛŦ L ŘƻƴΩǘ Ǉǳǘ ǎƻƳŜ tea in? The machine is 

ŎƭƻŎƪǿƻǊƪ ōǳǘ ƛǘΩǎ ƴƻǘ magic, you know! 

¶ LŦ ǘƘŜ ¢ŜŀŎǳǇ ƘŀǎƴΩǘ ōŜŜƴ ǇƭŀŎŜŘ ƛƴ ǘƘŜ .ǊŀŎƪŜǘ: 9ǾŜǊȅǘƘƛƴƎΩǎ ǎŜǘΣ 

ŎŜǊǘŀƛƴƭȅΣ ŜȄŎŜǇǘ ǘƘŜǊŜΩǎ ƴƻǿƘŜǊŜ ŦƻǊ ǘƘŜ ǘŜŀ ǘƻ Ǝƻ ς except out of the 
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basket, through the semi-circular bracket where the tea-cǳǇΩǎ ǎǳǇǇƻǎŜŘ 

to go, and them all over my feet. 

¶ If the Key has not been wound: ¢ƘŜ ƭŜǾŜǊ ƳƻǾŜǎ ǿƛǘƘƻǳǘ ǊŜǎƛǎǘŀƴŎŜΦ LǘΩǎ 

been long enough since breakfast, clearly, that the spring has wound 

down.   

¶ If the SmallGear has not been removed: The lever locks down and sets 

ǘƘŜ ŦƛǊǎǘ ŦŜǿ ƎŜŀǊǎ ƛƴ ƳƻǘƛƻƴΦ .ǳǘ ƛǘ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ ōŜ ŎŀǊǊȅƛƴƎ ƻǾŜǊ 

correctly. [now print the Examine Gear Train message]. I release the 

lever and it springs back up. 

¶ If the SmallGear has been removed, but the NewGear not put in place: 

The levŜǊ ƭƻŎƪǎ Řƻǿƴ ōǳǘ ǘƘŜǊŜΩǎ ŀ ƎŜŀǊ ƳƛǎǎƛƴƎ ƻƴ ǘƘŜ ŦǊƻƴǘ ƻŦ ǘƘŜ 

ƳŀŎƘƛƴŜΣ ǎƻ ǘƘŜ ǘǊŀƛƴ ƻŦ ŎƻƎǎ ŎŀƴΩǘ ŎƻƴƴŜŎǘΦ L ǊŜƭŜŀǎŜ ǘƘŜ ƭŜǾŜǊ ŀƎŀƛƴ ŀƴŘ 

it springs back up. 

¶ If all the above has been accomplished, start the Working Event. 

o Event: Working 

Á This event prints messages if the player is in the Kitchen (he may have 

to move, to avoid Drake). However, objects are moved/changed etc. 

regardless. 

¶ Event: first turn: The gear-train whirrs into life, swinging the 

kettle across inside the machine. Its base knocks open the gas-

pipe tap. A jet of gas hisses out, blowing up a tiny sail attached by 

thread to the flint-iron. The burner is quickly alight. Now the 

burner is lit. 

¶ Event: second turn: After 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 kettle 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 pipe. Now the burner is not lit. 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 51 

 

¶ Event: third turn: The basket slows 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 

ŀǿŀȅΦ !ƭƭ ƛǎ ǊŜǎǘƻǊŜŘΥ ά9ǾŜǊȅ ŎƻƎ ŎƻƳŜǎ Ŧǳƭƭ ŎƛǊŎƭŜΣέ ŀǎ ǘƘŜȅ ǎŀȅΦ  

¶ Event: fourth turn: Move the Cup of Tea into the Bracket and move 

Teacup out of game. The kettle is now empty again. Text: The 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 duct, ready to be 

ŦŜŘ ǘƻ ǘƘŜ Ŏƻǿǎ ǘƘŀǘ ǇǊƻǾƛŘŜŘ ǘƘŜ ƎŀǎΧ LǘΩǎ ŎŜǊǘŀƛƴƭȅ ƴŜŀǘΦ 

o Object: Cup of Tea 

Á Description: A steaming cup of freshly-brewed tea. 

Á Command [take Cup of Tea]: Moves into inventory. Move LemonSlice to Cup 

of Tea. Text:  

I lift the cup carefully from the machine. The Cook turns and for the first time seems 

ǘƻ ƴƻǘƛŎŜ ƳŜΦ IŜ ƭƻƻƪǎ ŦǳǊƛƻǳǎΦ ά!ƴŘ ǿƘŜǊŜ ȅƻǳ ǘƘƛƴΩ ȅƻǳ Ǝƻ ǿƛΩ ǘƘŀΩΚέ ƘŜ ŘŜƳŀƴŘǎΦ 

ά²ŀƛǘΦ ²ŀΩΦέ  

After a bit of tidying, he finds a button to press. A machine coughs and wheezes, and 

eventually a small half-slice of lemon squeezes from a slot. The Cook snatches it and 

ŘǊƻǇǎ ƛǘ ƛƴǘƻ Ƴȅ ǘŜŀ ŎǳǇΦ άwƛΩ ȅƻǳ ŀǊŜΣέ ƘŜ ǎŀȅǎΣ ŀƴŘ ǘƘŜƴ ǿŀǾŜǎ ƳŜ ŀǿŀȅΦ 

Á Command [drink Cup of Tea]: After all that? No way. I prefer milk anyway. 

Á Command [put into Cup of Tea]: Same as interacting with the LemonSlice 

(below). 

Á Command [give Cup of Tea to Horloge κ Ǉǳǘ ŎǳǇ ƻƴ IƻǊƭƻƎŜΩǎ ŘŜǎƪ]: Move Cup 

of Tea to Horloge: L ǎŜǘ ǘƘŜ ŎǳǇ Řƻǿƴ ōŜǎƛŘŜ .ǊƻǘƘŜǊ IƻǊƭƻƎŜΩǎ ŜƭōƻǿΦ 

ά9ȄŎŜƭƭŜƴǘΣ ǘƘŜǊŜΣέ ƘŜ ǎŀȅǎΣ ōŜŀƳƛƴƎΣ ƴƻǎǘǊƛƭǎ ǘǿƛǘŎƘƛƴƎΦ ά{ǳŎƘ ŀ ǎƳŜƭƭΗ ¢ƘŜ 

ŦƛƴŜǎǘΗέ IŜ ƭƛŦǘǎ ǘƘŜ ŎǳǇΣ ǘŀƪŜǎ ŀ ǎƛǇ ŀƴŘ ǎƳŀŎƪǎ Ƙƛǎ ƭƛǇǎΦ άLǘΩǎ ǘƘŜ ǎƭƛƎƘǘ ƳŜǘŀƭƭƛŎ 

tang that really gives it the whotsitΣέ ƘŜ ŀŘŘǎΦ Iƛǎ ŜȅŜǎ ƘŀƭŦ-close in calm delight. 

o Object: LemonSlice 

Á Description: A slice of lemon. 

Á Interact: 5ƻƴΩǘΦ ¢Ƙŀǘ ǿƻǳƭŘ ǎǇƻƛƭ ǘƘŜ ǘŜŀΦ 
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6. Library 

o Description:  

¢ƘŜ !ōōŜȅΩǎ ƭƛōǊŀǊȅ ƛǎ ǎƳŀƭƭ ŎƻƳǇŀǊŜŘ ǘƻ ǘƘŜ ƻƴŜ ƛƴ ǘƘŜ /ŀǘƘŜŘǊŀƭΦ ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ on the shelves but 

the key texts: the Principia, the Mechanistica and the Determininium. hƴƭȅ .ǊƻǘƘŜǊ IƻǊƭƻƎŜΣ ǘƘŜ !ōōŜȅΩǎ 

Primary Reader ever seems to use them ς ƘŜΩǎ ƘŜǊŜ ŀǘ ǘƘŜ ƳƻƳŜƴǘΣ ǎǘǳŘȅƛƴƎ ŀǘ Ƙƛǎ ŘŜǎƪ ōȅ ǘƘŜ ǇƻƻǊ 

light coming through the stained glass windows. [if keys on table]By his elbow is a fat bunch of 

keys.[otherwise if keys on floor]On the floor by his feet is a fat bunch of keys.[end 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. 

IƻǊƭƻƎŜ ƭƻƻƪǎ ǳǇ ŀǎ L ŜƴǘŜǊΦ ά!ƘΣ ȅƻǳƴƎ ς ȅƻǳƴƎ ²ƘƻǘǎƛǘΗέ ƘŜ ōŜƭƭƻǿǎΣ ǇƻƛƴǘƛƴƎ ŀ Ŧŀǘ ŦƛƴƎŜǊ ƛƴ Ƴȅ ƎŜƴŜǊŀƭ 

direction, though through his thick multi-ƭŜƴǎŜŘ ǎǇŜŎǘŀŎƭŜǎ L ŘƻƴΩǘ ǘƘƛƴƪ ƘŜ Ŏŀƴ ǉǳƛǘŜ ǎŜe where I am. 

ά[ƻƻƪ ƘŜǊŜΗέ ƘŜ ŘŜƳŀƴŘǎΦ ά¸ƻǳƴƎ ²Ƙƻǘǎƛǘ-whoever-you-are! I need some ς some of that, you know. 

{ƻƳŜ ƻŦ ǘƘŀǘ ǿƘƻǘǎƛǘΦ ! ƎƻƻŘΧ ƻŦ ǿƘƻǘǎƛǘΚ ¦Ƙ-ƘǳƘΚ DƻƻŘΚ DƻƻŘΦέ IŜ ǎƳƛƭŜǎΣ ǘƘŜƴ ƭƻƻƪǎ ōŀŎƪ Řƻǿƴ ǘƻ 

his studies, muttering. 

o Object: Shelves 

Á Description: The shelves have a lean to them because the Determininium by St 

Babbage is such a weightier tome than the Principia ƻŦ {ǘ bŜǿǘƻƴΦ ά¢Ǌǳƭȅ 

ōƭŜǎǎŜŘ ŀǊŜ ǘƘŜ ǎƳŀƭƭŜǊ ŀƴŘ Ƴƻǎǘ ƛƴǘǊƛŎŀǘŜΣέ ŀǎ ǘƘŜȅ ǎŀȅΦ 

Á Command [put on]: The shelves are only for the holiest of texts. 

Á Command [climb]: ¢ƘŜȅΩŘ ŎƻƭƭŀǇǎŜ ƛƴ ŀ ƳƻƳŜƴǘΦ 

o Object: Books 

Á Description: Old leather bound tomes. 

Á Command [take or read Books]: A 2nd !ǎǎƛǎǘŀƴǘ /ƭƻŎƪ tƻƭƛǎƘŜǊ ƛǎƴΩǘ ŜǾŜƴ 

allowed to dust the Holy Texts. Besides, I only read Latin and these books are all 

in Mathematik. 

Á Command [smell books]: The books smell of old socks, rotten wood and muddy 

ponds. 
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o Object: Stained Glass 

Á Description: The glass panels are stained to depict a watch escapement, an 

astrolabe and below them both, the wide-spread arms of a beatific orrey. Not 

much light gets through them at all. 

o Object: Table 

Á Description: The table is set on little brass castors to allow Brother Horloge to 

follow the feeble patch of sunlight around the room.  

o Object: Manuscript 

Á Description: Horloge is poring over a complex diagram, depicting the 

inner works of a fusee.  

Á Command [take manuscript]: Brother Horloge is busy with it. 

o Object: Owl 

Á Description: IƻǊƭƻƎŜΩǎ ƳŜŎƘŀƴƛŎŀƭ ƻǿƴ ǎƛǘǎ ƻƴ Ƙƛǎ ǎƘƻǳƭŘŜǊΦ Lǘ ǎŜŜƳǎ ǘƻ ōŜ 

asleep, its spring unwound. 

o NPC: Horloge 

Á Description:  

IƻǊƭƻƎŜΩǎ ŜȅŜǎ ŀǊŜ ǎŎǊŜǿŜŘ ǳǇ ōŜƘƛƴŘ ǘƘŜ Ƴƻǎǘ ŎƻƳǇƭƛŎŀǘŜŘ ǇŀƛǊ ƻŦ ǎǇŜŎǘŀŎƭŜǎ LΩǾŜ ŜǾŜǊ 

encountered. They make it hard to even see his eyes ς ƻǊ ǊŀǘƘŜǊ ǿƘŀǘΩǎ ƭŜŦǘ ƻŦ ǘƘŜƳΦ IŜΩǎ 

ǊŜŀŘ ƛƴ ǘƘŜ ŘŀǊƪƴŜǎǎ ƘŜǊŜ ƛƴ ǘƘŜ [ƛōǊŀǊȅ ŦƻǊ ǎƻ ƭƻƴƎ ƘŜΩǎ ōŀǎƛŎŀƭƭȅ ōƭƛƴŘΦ hƴ Ƙƛǎ ǎƘƻǳƭŘŜǊ ǎƛǘǎ 

his pet owl. Same as Brother Horloge it looks more fearsome than it actually is. 

[if keys on table]By his elbow is a fat bunch of keys.[otherwise if keys on floor]On 

the floor by his feet is a fat bunch of keys.[end if] 

[if sipping tea]IŜΩǎ ǎƛǇǇƛƴƎ Ƙƛǎ ǘŜŀΣ ǉǳƛǘŜ ŎƻƴǘŜƴǘΣ ŜȅŜǎ ƘŀƭŦ-closed.[otherwise]IŜΩǎ 

poring over a page of manuscript, muttering quietly to himself.[end if] 

Á Note: When talking to Horloge: In both cases ς tea 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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First time: IŜΩǎ ǎƻ ŜƴǘƘǳǎƛŀǎǘƛŎ ŀǎ ƘŜ ǘŀƭƪǎ that he knocks his keys onto 

ǘƘŜ ŦƭƻƻǊΣ ǘƘƻǳƎƘ ƘŜ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ ƴƻǘƛŎŜΦ 

Second time: He knocks his keys back onto the floor. 

Remaining times: He knocks his keys onto the floor again. 

Á Command [talk or ask about topic to Horloge]: LŦ ȅƻǳ ƘŀǾŜƴΩt yet given 

ƘƛƳ ǘƘŜ ŎǳǇ ƻŦ ǘŜŀΦ CƻǊ ŜŀŎƘ ǊŜǎǇƻƴǎŜΣ ǇǊƛƴǘ ²ǊŜƴΩǎ [ƛƴŜΣ ŀ ǇŀǊŀƎǊŀǇƘ 

break, and the Response. If you ask a question a 2nd time, print the 

DEFAULT reaction instead. 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

(First topic, regardless of 

ǿƘŀǘΩǎ ǘǊƛŜŘύ 

I open my mouth to speak. ά[ƻƻƪ ƘŜǊŜΣ ²ƘƻǘǎƛǘΣέ ƘŜ 

ƛƴǘŜǊǊǳǇǘǎΦ άLΩǾŜ ōŜŜƴ ŀǘ ǘƘŜǎŜ 

books all day. Grappling with the 

Mysteries of the Whotsit. A cup 

ƻŦ ǿƘƻǘǎƛǘΣ ǘƘŀǘΩǎ ŀƭƭ L ǿŀƴǘΦέ 

Drink ά! ŘǊƛƴƪΚέ L ŀǎƪΦ ά! ƎƻƻŘ ŎǳǇ ƻŦ ǘƘŀǘ ǿƘƻǘǎƛǘΣ ȅŜǎΦ 

bƻǿ ǊǳƴΦέ IŜ ǿŀǾŜǎ ŀ ŦƛƴƎŜǊ 

vaguelyΦ άwǳƴ ŀƭƻƴƎΦέ 

Tea ά! ŎǳǇ ƻŦ ǘŜŀΚέ L ŀǎƪΦ άhŦ ŎƻǳǊǎŜ ŀ ŎǳǇ ƻŦ ǿƘƻǘǎƛǘΗέ 

IƻǊƭƻƎŜ ǊŜǇƭƛŜǎ ƘƻǘƭȅΦ ά5ƻ L ƘŀǾŜ 

to say everything twice? Do I 

ƘŀǾŜ ǘƻΧέ IŜ ǇŀǳǎŜǎΣ ŀǇǇŜŀǊƛƴƎ 

to have forgotten what he was 

ǎŀȅƛƴƎΦ ά{ŀȅ ŜǾŜǊȅǘƘƛƴƎ ǘǿƛŎŜΚέ 

ƘŜ ŦƛƴƛǎƘŜǎΣ ǳƴŎŜǊǘŀƛƴƭȅΦ άDƻƻŘΦέ  

Whotsit: ά! ǿƘƻǘǎƛǘΚέ L ŀǎƪΦ ά¸ŜǎΣ ǉǳƛǘŜ ǊƛƎƘǘΣέ ƘŜ ǊŜǇƭƛŜǎΣ 

ǎƘŀƪƛƴƎ ŀ ŦƛƴƎŜǊΦ άbƛŎŜ ŀƴŘ ƘƻǘΦέ 

(Default / not understood)  I open my mouth to speak. (first time): ά5ƻƴΩǘ ǎǘŀƴŘ ǘƘŜǊŜ 

ōŀōōƭƛƴƎΣΩ IƻǊƭƻƎŜ ƛƴǘŜǊǊǳǇǘǎΦ άL 

mean, really, very simple. Just a 

ŎǳǇ ƻŦΧ ŀ ŎǳǇ ƻŦΧ ȅƻǳ ƪƴƻǿΦ 
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¸ŜǎΦέ 

(second time): ά²Ƙŀǘ ƪƛƴŘ ƻŦ 

ǎŎǳƭƭŜǊȅ ƳŀƛŘ ŀǊŜ ȅƻǳΚέ ƘŜ 

interrupts. Blinder than I 

thought, clearly. Any monk 

should know a 2nd Assistant 

Polisher when they see one. 

(remaining times): ά! ŎǳǇ ƻŦ 

ǿƘƻǘǎƛǘΣ ǿƘƻǘǎƛǘΣέ ƘŜ ƛƴǎƛǎǘǎΦ 

ά!ƴŘ ŘƻƴΩǘ ǎǇŀǊŜ ǘƘŜ ƘƻǊǎŜǎΦέ 

¶ Command ώǘŀƭƪ κ ŀǎƪ ŀōƻǳǘ ŀ ǘƻǇƛŎ ǘƻ IƻǊƭƻƎŜΣ ƛŦ ȅƻǳΩǾŜ ƎƛǾŜƴ ƘƛƳ 

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

elicit the response LΩǾŜ ŀƭǊŜŀŘȅ ŀǎƪŜŘ ŀōƻǳǘ ǘƘŀǘΦ  

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Keys (if on the floor) ά²ƘŜǊŜ ŀǊŜ ȅƻǳǊ ƪŜȅǎΚέ I 

ask politely. 

άhƘΣ ǘƘŜȅΩǊŜ ŀǊƻǳƴŘ ƘŜǊŜ 

ǎƻƳŜǿƘŜǊŜΣ LΩƳ ǎǳǊŜΣέ ƘŜ 

replies, dismissively. 

Keys ά²Ƙŀǘ ŀǊŜ ȅƻǳǊ ƪŜȅǎ ŦƻǊΚέ 

I ask him. 

άhƘΣ ƪŜȅǎ ŀǊŜ ŜǾŜǊȅǘƘƛƴƎΣέ ƘŜ 

replies, with enthusiasm. 

ά9ǾŜǊȅ ǿƘƻǘǎƛǘ ǿƛǘƘ ŘƛŀƎǊŀƳǎ 

ƛƴΣ ŀǘ ŀƴȅ ǊŀǘŜΦέ 

Calvin/Drake ά²Ƙŀǘ Řo you think of 

/ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜΚέ L ŀǎƪΦ 

άIƳƳΚ L ŘƻƴΩǘ ƪƴƻǿ ǘƘŜƳΣέ ƘŜ 

ǎŀȅǎΣ ōǊƻǿ ŦǳǊǊƻǿƛƴƎΦ ά²Ŝ ƻƴƭȅ 

stock the core texts, you see. 

¸ƻǳΩŘ ƘŀǾŜ ǘƻ ƭƻƻƪ ƛƴ ǘƘŜ ƭƛōǊŀǊȅ 

ŀǘ ǘƘŜ /ŀǘƘŜŘǊŀƭ ŦƻǊ ǘƘŀǘΦέ 

Abbey ά5ƻ ȅƻǳ ƭƛƪŜ ƛǘ ƘŜǊŜ ƛƴ ǘƘŜ 

!ōōŜǘΚέ L ŀǎƪΦ 

ά! ŦƛƴŜ ƻƭŘ ǇƭŀŎŜΣέ ƘŜ ǊŜǇƭƛŜǎΣ 

despite the poor light and the 

constant noise from the 

{ŎǊƛǇǘƻǊƛǳƳΦ ά/ƻǳƭŘ Řƻ ǿƛǘƘ 
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ōŜǘǘŜǊ ƘŜŀǘƛƴƎΣ ǇŜǊƘŀǇǎΦέ 

Light/Windows ά5ƻƴΩǘ ȅƻǳ ƴŜŜŘ ƳƻǊŜ 

ƭƛƎƘǘΚέ L ŀǎƪΦ 

ά²ƘŀǘŜǾŜǊ ŦƻǊΚέ ƘŜ ǊŜǇƭƛŜǎΣ 

peering dimly at you. 

Cathedral άIƻǿ Řƻ L ƎŜǘ to the 

Cathedral from here, 

.ǊƻǘƘŜǊ IƻǊƭƻƎŜΚέ L ŀǎƪΦ 

He claps me on the shoulder in 

ǊŜǇƭȅΦ ά¸ŜŀǊǎ ƻŦ ŎŀǊŜŦǳƭ ǎǘǳŘȅΣέ 

he says. 

Abbot ά²Ƙŀǘ Řƻ ȅƻǳ ǘƘƛƴƪ ŀōƻǳǘ 

ǘƘŜ !ōōƻǘΚέ L ōŜƎƛƴΦ 

Maybe I can tell Horloge 

what I overheard. 

ά¢ƘŜ !ōōƻǘΣέ ƘŜ ǊŜǇƭƛŜǎ 

distantly. άL ŘƻƴΩǘ ǘƘƛƴƪ LΩǾŜ 

seen old Whotsit in a while. Not 

seen much, actually. Funny 

ǘƘƛƴƎΦέ IŜ ǘŀƪŜǎ ƻŦŦ Ƙƛǎ 

spectacles and wipes them on 

his sleeve. 

bƻ ƎƻƻŘΣ ŎƭŜŀǊƭȅΦ LΩƳ ƎƻƛƴƎ ǘƻ 

have to tell the Archbishop; no-

one round here is going to lift a 

finger. 

Figure in Grey ά²Ƙŀǘ Řƻ ȅƻǳ ƪƴƻǿ ŀōƻǳǘ 

ŀ CƛƎǳǊŜ ƛƴ DǊŜȅΚέ L ŀǎƪΦ 

άDǊŜȅΚέ ƘŜ ŀǎƪǎΦ άL ŘƻƴΩǘ ƪƴƻǿ 

Grey. Now St Newton and St 

Breguet, they drew excellent 

ŦƛƎǳǊŜǎΦ !ōǎƻƭǳǘŜ ǇŜǊŦŜŎǘƛƻƴΦέ 

Tea ά¸ƻǳ ƭƛƪŜ ȅƻǳ ǘŜŀΚέ L ŀǎƪΦ ά¸ƻǳƴƎ ²ƘƻǘǎƛǘΣ ƛǘΩǎ ŀōƻǳǘ ŀǎ 

fine as it couƭŘ ōŜΣέ ƘŜ ǊŜǇƭƛŜǎ 

cheerfully. 

Cook ά²Ƙŀǘ Ŏŀƴ ȅƻǳ ǘŜƭƭ ƳŜ 

ŀōƻǳǘ ǘƘŜ /ƻƻƪΚέ L ŀǎƪΦ 

ά¢ƘŜǊŜΩǎ ŀ Ŏƻƻƪ ƘŜǊŜΚέ ƘŜ 

ǊŜǇƭƛŜǎΣ ǎǳǊǇǊƛǎŜŘΦ ά²ŜƭƭΣ L 

never. I never. No? No, I 

ŘƛŘƴΩǘΦέ 

Owl άL ƭƛƪŜ ȅƻǳ ƻǿƭΣέ L ǘŜƭƭ ƘƛƳΦ 

άLǘΩǎ ŀǊǘƛŦƛŎƛŀƭΚέ 

άhŦ ŎƻǳǊǎŜ ƛǘ ƛǎΣέ ƘŜ ǎŀȅǎΦ άIŜǊ 

ƴŀƳŜΩǎ wŀŎƘŀŜƭΦέ 
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Books άIŀǾŜ ȅƻǳ ǊŜŀŘ ŀƭƭ ǘƘŜǎŜ 

ōƻƻƪǎΣ .ǊƻǘƘŜǊ IƻǊƭƻƎŜΚέ L 

ask. 

άaŀƴȅ ǘƛƳŜǎΣέ ƘŜ ǊŜǇƭƛŜǎΣ 

ǎƳƛƭƛƴƎ ŎŀƭƳƭȅΦ ά¢ƘŜȅ ƘŀǾŜ ŦƛƭƭŜŘ 

me with much peace and calm. 

¢ƘŜ ōŜǎǘ ǘƘƛƴƎ ŀōƻǳǘ ǘƘŜƳΣέ ƘŜ 

ŎƻƴŦƛŘŜǎΣ άƛǎ ǘƘŜ ǿŀȅ ǘƘŜȅ 

smellΦέ 

Clockwork άIƻǿ does clockwork 

ǿƻǊƪΚέ L ŀǎƪΦ 

Brother Horloge looks 

ŎƻƴŦǳǎŜŘΦ ά¢ƘŀǘΩǎ ŀ ǿƘƻǘǎƛǘΣ 

young Whotsit. A statement 

that makes no sense. Clockwork 

is ǿƻǊƪƛƴƎΦ [ƛƪŜΣέ ƘŜ ǿŀǾŜǎ ŀǘ 

ǘƘŜ ǿƛƴŘƻǿΣ άƭƛƎƘǘ is 

illumination. Perhaps what I 

ƳŜŀƴ ƛǎΣέ ƘŜ ŦƛƴƛǎƘŜǎΣ ǿƛǘƘ ŀ 

triumphant tap of a finger on 

ǘƘŜ ǘŀōƭŜΦ ά/ƭƻŎƪǿƻǊƪ ǿƻǊƪǎ 

ƭƛƪŜ ŎƭƻŎƪǎ ǿƻǊƪΦέ 

Saints ά²Ƙŀǘ Ŏŀƴ ȅƻǳ ǘŜƭƭ ƳŜ 

ŀōƻǳǘ ǘƘŜ {ŀƛƴǘǎΚέ L ŀǎƪΦ 

He waves a hand toward the 

ōƻƻƪǎƘŜƭǾŜǎΦ άCƛƴŘ ƻǳǘ ŦƻǊ 

ȅƻǳǊǎŜƭŦΣέ ƘŜ ǎŀȅǎΦ άbƻƴŜ ƻŦ ƛǘΩǎ 

a whotsit. They wrote it all 

ŘƻǿƴΦέ 

Horloge/himself άIƻǿ ŀǊŜ ȅƻǳΣ .ǊƻǘƘŜǊ 

IƻǊƭƻƎŜΚέ L ŀǎƪΦ 

άtŜǊŦŜŎǘƭȅ ǿŜƭƭΦ /ŀƴΩǘ 

ŎƻƳǇƭŀƛƴΦέ IŜ ƭƻƻƪǎ ǾŜǊȅ 

content, in fact, holding his cup 

ŀƴŘ ǇŜǘǘƛƴƎ Ƙƛǎ ƻǿƭΦ ά!ōōŜȅ ƭƛŦŜ 

ƛǎ ǾŜǊȅ ŦƛƴŜΦέ 

Gong (only if Gong event is 

happening) 

άLǎƴΩǘ ǘƘŀǘ ǘƘŜ ƎƻƴƎ ŦƻǊ 

ŘƛƴƴŜǊΚέ I ask. 

άbƻΣ ŎŀƴΩǘ ōŜΣέ IƻǊƭƻƎŜ ǊŜǇƭƛŜǎ 

ŎŀƭƳƭȅΦ ά{ŜŜ ǿƘŜǊŜ ǘƘŜ ǎǳƴ ƛǎΚ 

LŦ ƛǘ ǿŀǎ р ƻΩŎƭƻŎƪ ƴƻǿΣ LΩŘ ƘŀǾŜ 

pushed the table right over 

ŀƎŀƛƴǎǘ ǘƘŀǘ ǿŀƭƭΦέ 
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Reloh ά²Ƙŀǘ Řƻ ȅƻǳ ƳŀƪŜ ƻŦ 

.ǊƻǘƘŜǊ wŜƭƻƘΚέ L ŀǎƪΦ 

άLŦ ŀƴȅƻƴŜ Ŏŀƴ ƳŀƪŜ ŀƴȅǘƘƛƴƎ 

ƻŦ .ǊƻǘƘŜǊ wŜƭƻƘ LΩƭƭ ōŜ terribly 

ǎǳǊǇǊƛǎŜŘΣέ IƻǊƭƻƎŜ ǊŜǇƭƛŜǎΣ 

with surprising ferocity. 

 

Á Event [random, every four turns while in Library]:  

If Horloge has his Tea: 

¶ Brother Horloge leans back in his chair and sips his tea with eyes 

closed. 

¶ Horloge is clearly enjoying his cup of tea. 

¶ Horloge reaches up to stroke his owl. The bird is motionless. 

If Horloge has not got his Tea: 

¶ Brother Horloge mumbles as he traces over the sheet of 

manuscript. 

¶ The sun shifts a little, and the Brother nudges the table to follow 

the pool of light. 

¶ HoǊƭƻƎŜΩǎ ŦƛƴƎŜǊ ǎƘŀƪŜǎ ǘŜǊǊƛōƭȅ ŀǎ ƘŜ ǘǊŀŎŜǎ ǘƘŜ Iƻƭȅ [ƛƴŜǎ ŀŎǊƻǎǎ 

the sheet. 

¶ Horloge reaches up to pet his owl. The bird is motionless. 

¶ Horloge chucks his pet own under its beak. There is no reaction. 

o ObjectΥ IƻǊƭƻƎŜΩǎ YŜȅǎ 

Á Description: A thick bunch of ƪŜȅǎΣ ǘƻ Ƴƻǎǘ ƻŦ ǘƘŜ !ōōŜȅΩǎ ƭƻŎƪǎ ŀƴŘ ŎƭƻŎƪǎ ŀƭƛƪŜΦ 

Á Command [take, if on the table, No Tea]: Brother Horloge puts out a worn-out 

ƻƭŘ ƘŀƴŘΦ άbƻǿ ŘƻƴΩǘ ȅƻǳ ǿŀƴŘŜǊ ƻŦŦ ǿƛǘƘ Ƴȅ ƪŜȅǎΣέ ƘŜ ǎŀȅǎΦ ά¢ƘŜȅΩǊŜ ǾŜǊȅ 

ƛƳǇƻǊǘŀƴǘΦέ  
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Á Command [take, if on the table, Horloge has Tea]: Move Keys to the floor: His 

eyes are only half-ŎƭƻǎŜŘΦ ¢ƘŜȅΩǊŜ ƘŀƭŦ-open as well. He bats my hand away 

ŦƛǊƳƭȅΦ ά[ŜŀǾŜ ǘƘŜƳ ōŜΣέ ƘŜ ǎŀȅǎΦ hŦ ŎƻǳǊǎŜΣ ƘŜ ƪƴƻŎƪǎ ǘƘŜƳ ǘƻ ǘƘŜ ŦƭƻƻǊ ƛƴ ǘƘŜ 

ǇǊƻŎŜǎǎ ŀƴŘ ƘŜ ŘƻŜǎƴΩǘ ƴƻǘƛŎŜ that. 

Á Command [take, if on the floor, and Horloge does not have tea]: Move keys to 

Table: I wait for old Horloge to lose himself in his manuscript and then snaffle 

ǘƘŜ ƪŜȅǎ ŦǊƻƳ ǘƘŜ ƎǊƻǳƴŘΦ .ǳǘ ƘŜ ƴƻǘƛŎŜǎ ƳŜΣ ƻŦ ŎƻǳǊǎŜΦ ά¢Ƙŀƴƪ-you, young 

²ƘƻǘǎƛǘΣέ ƘŜ ǎŀȅǎΦ άWǳǎǘ Ǉǳǘ ǘƘŜƳ Řƻǿƴ ƻƴ ǘƘŜ ǘŀōƭŜΣ ǘƘŜǊŜΩǎ ŀ ǿƘƻǘǎƛǘΦέ L Řƻ ŀǎ 

LΩƳ ǘƻƭŘΦ 

Á Command [take, if on the floor, and Horloge does not have tea, second 

attempt by the player]: Move keys to Table: Just as before: he sees me pick the 

keys up, and takes them back. 

Á Command [take, if on the floor, and Horloge has his Cup of Tea]: Move keys to 

Table: Very quietly, I pick the keys up off the ground. With his eyes half-shut, 

IƻǊƭƻƎŜ ŘƻŜǎƴΩǘ ƴƻǘƛŎŜΦ  

NOTE: Used to unlock the Refectory Clock. 

7. Central Hall 

o Description:  

LΩƳ ǎǘŀƴŘƛƴƎ ƛƴ ǘƘŜ ǾŜǊȅ ŎŜƴǘǊŜ ƻŦ ǘƘŜ !ōōŜȅΩǎ DǊŜŀǘ IŀƭƭΦ LǘΩǎ ƛƳǇƻǎǎƛōƭŜ ƴƻǘ ǘƻ ŎǊŀƴŜ Ƴȅ ƴŜŎƪ ƘŜǊŜΣ ǘƻ 

gaze up at the ceiling held aloft by buttresses like gigantic oak trees. To think, people built this in the 

days before proper pulley-transmissions! It must have taken weeks! The hall 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 Tracks, providing a little light everywhere but rarely ever enough. I 

can just make out archways both east and west.  

8. West Refectory 

o Description:  

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

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

ǎŜŜ ƘŜǊŜ ǿŜǊŜƴΩǘ ŜƴƻǳƎƘ όǿƘƛŎƘ ǘƘŜȅ ŀǊŜƴΩǘύΣ ǘƘŜǊŜΩǎ ƳƻǊŜ ǘƻ ǘƘŜ ŜŀǎǘΣ ǿƘŜǊŜ ǘƘŜ wŜŦŜŎǘƻǊȅ ŎƻƴǘƛƴǳŜǎΦ 

Back west is the archway to the Great Hall. 
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On the table is a single empty teacup, left over from breakfast. 

o Object: Long Table / Benches 

Á Description: ¢ǿƻ ƭƻƴƎ ƻŀƪ ǘŀōƭŜǎ ŦƭŀƴƪŜŘ ōȅ ōŜƴŎƘŜǎΦ 9ŀŎƘ ƳƻƴƪΩǎ ǇƭŀŎŜ ƛǎ 

marked by an hourglass, fixed to a brass rod along the centre of the table. 

Á Command [Put something on table]: I ǎƘƻǳƭŘƴΩǘ ŎƭǳǘǘŜǊ ǘƘŜ ǘŀōƭŜΦ L ƻƴƭȅ ŎƭŜŀƴŜŘ 

up here a few hours ago. 

Á Command [sit]: LǘΩǎ ƴƻǘ ǘƛƳŜ ǘƻ Ŝŀǘ ȅŜǘΦ !ǘ рǇƳΣ ǘƘŜ ƎƻƴƎ ǿƛƭƭ ǊƛƴƎ ƴŜȄǘ ŘƻƻǊΣ 

ŀƴŘ ǘƘŜƴ ƛǘΩƭƭ ōŜ ǘƛƳŜΦ 

o Object: Hourglasses 

Á Description: Little polished hourglasses, each with a name inscribed at the base. 

¢ƘŜȅ Ǌǳƴ ƻƴ ŀ ƳŜǘŀƭ ōŀǊ ǎƻ ǘƘŜȅ Ŏŀƴ ōŜ Ŝŀǎƛƭȅ ŦƭƛǇǇŜŘΦ ά¢ƘŜǊŜ ƛǎ ǘƛƳŜ ŦƻǊ ŜŀǘƛƴƎΣέ 

ǎƻ ǘƘŜȅ ǎŀȅΣ άōǳǘ ƻƴƭȅ ǘƘŜ ǊƛƎƘǘ ŀƳƻǳƴǘ ƻŦ ǘƛƳŜΦέ [if the Tea Cup is on the 

Table]bŜȄǘ ǘƻ IƻǊƭƻƎŜΩǎ ƘƻǳǊƎƭŀǎǎ ƛǎ ŀƴ ŜƳǇǘȅ ǘŜŀ ŎǳǇΦ 

o Object: Tea Cup 

Á Description: A porcelain teacup. The edges are a little chipped from overuse. [if 

the player has not moved it]: LǘΩǎ ƴŜȄǘ ǘƻ .ǊƻǘƘŜǊ IƻǊƭƻƎŜΩǎ ƘƻǳǊƎƭŀǎǎΦ 

Á Command [take]: I pick up the empty cup from its place beside by Brother 

IƻǊƭƻƎŜΩǎ ƘƻǳǊƎƭŀǎǎΦ  

Á Command [give to Horloge]: ά²ŜƭƭΣ ǿƘŀǘ ƎƻƻŘΩǎ ǘƘŀǘΚέ IƻǊƭƻƎŜ ŘŜƳŀƴŘǎΦ 

ά¢ƘŀǘΩǎ ǿƘƻǘǎƛǘ ǿƛǘƘƻǳǘ ǘƘŜ ǿƘƻǘǎƛǘΣ ƭƛƪŜ ŀ ǿƘƻǘǎƛǘ ǿƛǘƘ ƴƻ ǿƘƻǘǎƛǘΗέ IŜ ǎŜŜƳ 

positively enraged.  

NOTE: This is used with the tea machine in the kitchen.  When it has been filled, it 

is replaced 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. East Refectory 

o Description:  
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If Gong event is not happening: The eastern end of the long Refectory is given over in part to the tables 

ƭƛƴŜŘ ǿƛǘƘ ōǊŀǎǎ ƘƻǳǊƎƭŀǎǎŜǎΣ ōǳǘ ƛƴ ǘƘŜ ƻǘƘŜǊ ƘŀƭŦ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ōǳǘ ǘƘŜ ŜƴƻǊƳƻǳǎ wŜŦŜŎǘƻǊȅ /ƭƻŎƪΦ LǘΩǎ 

an impressive thing, so 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 Gong event is happening: The refectory booms with the sound of the clock, striking the dining hour on 

a hundred bells, cymbals and organ pipes. I can retreat down the length of the dining tables by heading 

west. 

Pungent smells drift in from the kitchen to the north. On the east wall is the small green door to the 

!ōōŜȅΩǎ ƘŜǊō ƎŀǊŘŜƴΦ 

o Object: Long Table 

Á Description: Same as above, but without mention of the Tea Cup. 

o Object: Hourglasses 

Á Description: Same as above, but without mention of the Tea Cup. 

o Object: Garden door 

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

Á Command [open/unlock]: LǘΩǎ ƭƻŎƪŜŘΦ 

Á /ƻƳƳŀƴŘ ώƻǇŜƴκǳƴƭƻŎƪ ǿƛǘƘ IƻǊƭƻƎŜΩǎ ƪŜȅǎϐΥ I try every key on 

IƻǊƭƻƎŜΩǎ ōǳƴŎƘΣ ōǳǘ ƴƻƴŜ ƻŦ ǘƘŜƳ ǎŜŜƳ ǘƻ ǘƘŜ Ŧƛǘ ǘƘŜ ƎŀǊŘŜƴ ŘƻƻǊΩǎ ƭƻŎƪΦ 

Widdershins! That wŀǎ Ƴȅ ǿŀȅ ƻǳǘΗ [ƻƻƪǎ ƭƛƪŜ LΩƳ ƎƻƛƴƎ ǘƻ ƘŀǾŜ ǘƻ ǘƘƛƴƪ 

ƻŦ ǎƻƳŜǘƘƛƴƎ ŜƭǎŜΦ {ƻƳŜ ƻǘƘŜǊ ǿŀȅ ƻŦ ŘƛǎǘǊŀŎǘƛƴƎ 5ǊŀƪŜ ŀƴŘ /ŀƭǾƛƴΧ 

o Object: Refectory Clock 

Á NOTE: The clock has a time, which starts at 3pm. This time is printed in 

its descriptions.  

Á 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 reminds 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 to [time of clock]. 

Á Description when Gong event is happening: The Refectory Clock is 

pounding out a colossal amount of noise! 

Á Command [open or unlock Refectory Clock]:  

¶ ²ƛǘƘƻǳǘ IƻǊƭƻƎŜΩǎ ƪŜȅǎΥ LǘΩǎ ƭƻŎƪŜŘΣ ŀƴŘ L ŎŜǊǘŀƛƴƭȅ ŘƻƴΩǘ ƘŀǾŜ ŀ ƪŜȅΦ 

¶ With keys: ¦ǎƛƴƎ IƻǊƭƻƎŜΩǎ ƪŜȅǎ ŀƴŘ ŀ ƭƛǘǘƭŜ ǘǊƛŀƭ ŀƴŘ ŜǊǊƻǊΣ L ƻǇŜƴ ǳǇ ǘƘŜ 

case. 

Á Command [ring Refectory Clock]: ¢ƘŜ ƎƻƴƎǎ ŎŀƴΩǘ ōŜ ǊǳƴƎ ōȅ ƘŀƴŘΦ ¢ƘŜǊŜΩǎ ŀƴ 

extremely complicated system of piston-powered hammers for that, all 

controlled by the hands on the main dial. 

Á Command [set Refectory Clock]:  

¶ If Gong event is happening, say LΩƳ ƴƻǘ ƎƻƛƴƎ ŀƴȅǿƘŜǊŜ ƴŜŀǊ ǘƘŜ ŎƭƻŎƪ 

ƴƻǿ ƛǘΩǎ ǊƛƴƎƛƴƎΦ ¸ƻǳ ƪƴƻǿ ǿƘŀǘ ƘŀǇǇŜƴŜŘ ǘƻ ǘƘŜ /ƻƻƪ ǿƘŜƴ ƘŜ ŘƛŘΦ 

¶ If setting to the time it currently is, say ¢ƘŜ ŎƭƻŎƪΩǎ ŀƭǊŜŀŘȅ ƻƴ [time] , 

thankfully enough. 

¶ If clock not open: Resetting 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, first time: tǳǘǘƛƴƎ ŀ ŎƭƻŎƪ ǿǊƻƴƎ ǘǳǊƴǎ Ƴȅ ǎǘƻƳŀŎƘΧ ōǳǘ ǘƘŜ 

thought of that Figure in Grey spurs me on. So I make the sign of the 

Winding Key ς ƳŀȅōŜ ǘƘŀǘΩƭƭ ōǳȅ ƳŜ ǎƻƳŜ ŦƻǊƎƛǾŜƴŜǎǎ ǿƘŜƴ L ǿƛƴŘ 

down. Then I push the hands round to [the new time]. 

¶ Other times: LǘΩǎ Ƙƻrrible to be making a habit of this. Flinching, I push 

the hands round to [the new time]. 

¶ If the clock is set to 5pm, start the Gong event, straight away. 
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Á Event [Gong event. Refectory Clock set to 5:00]: NPC: Calvin is removed from 

the Entry, and you can now travel southwest from the Lower Hall. NPC: 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! Very, very quickly, I slam shut the clock case door and, covering 

Ƴȅ ŜŀǊǎΣ ǊǳǎƘ ƻǾŜǊ ǘƻ ǘƘŜ ƻǘƘŜǊ ǎƛŘŜ ƻŦ ǘƘŜ ǊƻƻƳΦ LǘΩǎ ǎǘƛƭƭ ƘƻǊǊƛōƭȅ ƭƻǳŘΦ 

Á Event [One turn after Refectory Clock set to 5:00]: Calvin & Drake move to the 

West Refectory.   

Text in East Refectory: Calvin and Drake have raced into the West Refectory. 

ά²ǊŜƴΚέ 5ǊŀƪŜ ǎƘƻǳǘǎΦ ά¢ǳǊƴ ǘƘŀǘ ǘƘƛƴƎ ƻŦŦΗ LǘΩǎ ƴƻǘ ŘƛƴƴŜǊ ȅŜǘΗέ 

L Ǉǳǘ ƻƴŜ ƘŀƴŘ ǘƻ Ƴȅ ŜŀǊΣ ŀǎ ƛŦ L ŎƻǳƭŘƴΩǘ ƘŜŀǊ ƘƛƳ ŀǘ ŀƭƭΦ  

Text in West Refectory: Calvin and Drake explode into the room and barge me 

out of the way as they race over to the East Refectory. 

Á Event [two turns after Refectory Clock set to 5:00]: Calvin & Drake move to the 

East Refectory.  

Text in Kitchen/West Refectory/East Refectory: Calvin and Drake race 

over to the clock and start struggling 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 Kitchen: I slip away quietly into the 

Kitchen. 

Á Gong event now continues for the rest of the chapter, affecting some 

description and NPC responses. You now cannot enter the East 

Refectory. 

o Object: Calvin and Drake (appear once Gong event has started) 

Á Description/interaction: Calvin and Drake are too busy to pay any notice 

of me now. 

10. Scriptorium 

o Description:  
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The {ŎǊƛǇǘƻǊƛǳƳ ƛǎ ǿƘŜǊŜ ǘƘŜ /ƻǇȅƛƴƎ ǘŀƪŜǎ ǇƭŀŎŜΣ ǘƘƻǳƎƘ ƛǘΩǎ ƘŀǊŘ ǘƻ ōŜƭƛŜǾŜ ǘƘŀǘ /ƻǇȅƛƴƎ 

ƻƴŎŜ ƳŜŀƴǘ ŀ ǘŜŀƳ ƻŦ Ƴƻƴƪǎ ǿƻǊƪƛƴƎ ǿƛǘƘ ŎŀǊǾŜŘ ǊǳōōŜǊ ǎǘŀƳǇǎΦ LǘΩǎ ŀƭƭ ŘƻƴŜ ōȅ 

ƳŜŎƘŀƴƛǎƳǎ ƴƻǿΣ ƻŦ ŎƻǳǊǎŜΣ ƭƛƪŜ ŜǾŜǊȅǘƘƛƴƎ ŜƭǎŜ ŜȄŎŜǇǘ Ƴȅ ŎƘƻǊŜǎΦ ¢ƘŜǊŜΩǎ ǘƘŜ ƳŀǎǎƛǾŜ 

GuteƴōŜǊƎ ǇǊŜǎǎ ƻƴ ǘƘŜ ǿŜǎǘ ǿŀƭƭΣ ŀƴŘ ŜǾŜǊȅǿƘŜǊŜ ŜƭǎŜ ƛǎ .ǊƻǘƘŜǊ wŜƭƻƘΩǎ 5ǳǇƭƛŎŀǘƻǊΦ 

Twenty-three 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 room east or 

ƴƻǊǘƘŜŀǎǘ LΩƭƭ ƘŀǾŜ ǘƻ ŘǳŎƪ ǳƴŘŜǊΦ 

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. 

o Object: Duplicator 

Á Description: The Typewriters were designed and shipped in from the North, 

ǿƘŜǊŜ ǘƘŜȅ ǿŜŀǾŜ ǘƘŜ ŦƛƴŜǎǘ Ǌƛōōƻƴǎ ƪƴƻǿƴ ǘƻ aŀƴΦ ¢ƘŜ /ŀǊǊƛŀƎŜ !ǊƳ ƛǎ wŜƭƻƘΩǎ 

own invention, however, that allows him to work here, alone. 

Á Command [use, take, turn on or type on Duplicator]: ά5ƻƴΩǘΣέ wŜƭƻƘ ǎƴŀǇǎΦ {ƻ L 

ŘƻƴΩǘΦ 

Á Command [read, search the Duplicator]: The sheets coming out of the Writers 

of the Great Duplicator are titled ά! 5ŜŦŜƴǎŜ ƻŦ ǘƘŜ CŀƛǘƘ !Ǝŀƛƴǎt the Strange 

Motions of the Unsettled MassesέΦ L ǊŜŀŘ ŀ ōƛǘΦ άBut for the Irony, that it is 

Consequentialism which causes Wronged People to accept such Heresy and Bad 

Thought, I would declare these Bad Thinkers to be Agents of Rust itself. 

However, it is their Debauchery, their lacks of Precision, both in Morality and 

Productivity. These things have Led them into TŜǊǊƛōƭŜ LƴŘŜŎƛǎƛƻƴΦ Ψ²ƘŜƴ ǘƘe 

teeth of the flock cannot chew, they shall Slip and Spin in most Lonely 

IndividualismΦΩ {ƻ ǎŀȅŜǘƘΧέ Lǘ ŘƻŜǎƴΩǘ ƘŀƭŦ Ǝƻ ƻƴΦ 

o Object: Press 

Á Description: ! ƳŀǎǎƛǾŜ DǳǘŜƴōŜǊƎ ǇǊŜǎǎΣ ǘƘŜ ǎƻǳǊŎŜ ƻŦ ŀƭƭ ǘƘŜ Ŏƛǘȅ ƻŦ {ǘ tƘƛƭƛǇΩǎ 

holy texts and condemnations. The recent spate of pamphlets advising against 

άƘŜǊŜǘƛŎŀƭ ƴŜǿ ƛŘŜŀǎέ ς whatever they might be ς has run the press down rather 

severely. I make the sign of Sad Depreciation. Reloh sees, and nods his approval. 

Á Command [use, take, turn on or type on Duplicator]: ά{ǘƻǇ ǘƘŀǘΣέ wŜƭƻƘ ōŀǊƪǎΦ 

So I stop. 
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o Object: Cabinet (container object) 

Á Description: ¢ƘŜ /ŀōƛƴŜǘ ƻŦ wŜƭƛŎǎ ƛǎ ƻǇŜƴΣ ǿƘƛŎƘ ƛǘ ǎƘƻǳƭŘƴΩǘ ōŜΣ but presumably 

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 rollers ς many objects of the Copying. 

Á Command [close Cabinet]: ά[ŜŀǾŜ ǘƘŀǘΣέ wŜƭƻƘ ǎŎƻǿƭǎΦ {ƻ L ƭŜŀǾŜ ƛǘΦ 

o Object: Press Materials (inside Cabinet) 

Á Description: Typesets and other items, including a full set of new brass gears. [if 

GearTrain has been examined, so the worn small gear is known about]One 

stands out; the same cut and bearing as the worn-down cog on the Tea Maker 

in the Kitchen. 

Á Command [take Press Materials]: ά5ƻƴΩǘ ǘƻǳŎƘ ǘƘƻǎŜΣέ wŜƭƻƘ ŘŜƳŀƴŘǎΦ {ƻ L 

ŘƻƴΩǘ ǘƻǳŎƘΦ 

o Object: NewGear (inside Cabinet) 

Á Description: A small brass gear, new cut and freshly blessed by the Filers. 

Á Command [take NewGear]: άtǳǘ ǘƘŀǘ ōŀŎƪΣέ wŜƭƻƘ ǎƴŀǇǎΣ ǿƛǘƘƻǳǘ ƭƻƻƪƛƴƎ ǳǇΦ 

.ǳǘ L ŘƻƴΩǘ Ǉǳǘ ƛǘ ōŀŎƪΦ  

NOTE:  Used with the Tea Machine in the Kitchen. 

o NPC: Reloh 

bh¢9Υ  !ƎŀƛƴΣ ƴƻǘ ŀ Ŧǳƭƭȅ bt/Σ ǎƛƴŎŜ ȅƻǳ ŎŀƴΩǘ ŀŎǘǳŀƭƭȅ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ƘƛƳ ƛƴ ŀƴȅ meaningful 

way, he just exists to provide flavor text/scenery and prevent you from messing with the 

devices in the scriptorium. 

Á Description: .ǊƻǘƘŜǊ wŜƭƻƘ ƛǎ ǳƴǳǎǳŀƭƭȅ ȅƻǳƴƎΦ IŜΩǎ ŀƭǎƻ ǳƴǳǎǳŀƭƭȅ ǇƛƻǳǎΣ ŦƛǊƳ 

ŀƴŘ ŎƻƳƳƛǘǘŜŘ ǘƻ ǿƻǊƪΦ ¢ƘŜ ƻƴƭȅ ǘƛƳŜ LΩǾŜ ŜǾŜǊ ǎŜen him smile was when 

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 

¢ŜȄǘǎ άŦƻǊ ǘƘŜ ŜŘƛŦƛŎŀǘƛƻƴ ƻŦΧέΣ ǿŜƭƭΣ ǇǊŜǘǘȅ ƳǳŎƘ ŜǾŜǊȅƻƴŜΦ 

Á Command [talk or ask about Reloh]: Randomly, from: 

¶ ά.Ŝ ǉǳƛŜǘΣέ wŜƭƻƘ ǎǉǳŀǿƪǎΦ {ƻ LΩƳ ǉǳƛǘŜΦ 
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¶ ά/ƭƻǎŜ ȅƻǳǊ ƳƻǳǘƘΣέ wŜƭƻƘ ǎƴƛǇŜǎΦ {ƻ L ŎƭƻǎŜ Ƴȅ ƳƻǳǘƘΦ 

¶ ά{ŀȅ ƴƻǘƘƛƴƎΣέ wŜƭƻƘ ƛƴǎǘǊǳŎǘǎΦ {ƻ L ǎŀȅ ƴƻǘƘƛƴƎΦ 

¶ άLΩƳ ōǳǎȅΣέ wŜƭƻƘ ƛƴǘŜǊǊǳǇǘǎΦ {ƻ ƘŜΩǎ ōǳǎȅΦ 

¶ άLΩƳ ǿƻǊƪƛƴƎΣέ wŜƭƻƘ ǎƴŀǇǎΦ {ƻ ƘŜΩǎ ǿƻǊƪƛƴƎΦ 

¶ ά5ƻƴΩǘ ƳŀƪŜ ƴƻƛǎŜΣέ wŜƭƻƘ ǎŀȅǎΣ ƻōƭƛǾƛƻǳǎ ǘƻ ǘƘŜ ƛƴŎǊŜŘƛōƭŜ 

thundering of all his machines. 

11. Lower Hall 

o Description:  

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. I 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 Entry ς and exit ς ƻŦ ǘƘŜ !ōōŜȅ ƛǎ ǘƻ ǘƘŜ ǎƻǳǘƘǿŜǎǘΦ !ƴŘ ƛŦ LΩƳ ƎƻƛƴƎ ǘƻ 

ƎŜǘ ƻǳǘ ƻŦ ƘŜǊŜ ŀƴŘ ǘŀƭƪ ǘƻ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ǘƘŀǘΩǎ ǘƘŜ ƻƴƭȅ ǿŀȅ ǘƻ ƎƻΦ [if Calvin is southwest]But maybe 

ȅƻǳΩǊŜ ǎǘŀǊǘƛƴƎ ǘƻ ǎŜŜ ǿƘŀǘ ƪƛƴŘ ƻŦ ƭǳŎƪ L ƘŀǾŜΦ wƛƎƘǘ there, in the Entry, is Calvin, working on a 

clock.[end if] 

o Object: Calvin 

Á Description: IŜΩǎ ƘŀǊŘ ŀǘ ǿƻǊƪ ς or he is whenever a monk goes past, anyway. 

¢ƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǘƛƳŜ ƘŜΩǎ ŦƛŘŘƭƛƴƎ ǿƛǘƘ Ƙƛǎ ƘŀƛǊ ƛƴ ǘƘŜ ǊŜŦƭŜŎǘƛƻƴ ƻŦ ǘƘŜ ōƛǘǎ ƘŜΩǎ 

ǇƻƭƛǎƘŜŘ ǎƻ ŦŀǊΦ LΩƳ ƴƻǘ ƎƻƛƴƎ ǘƻ ōŜ ŀōƭŜ ǘƻ ǎƭƛǇ Ǉŀǎǘ ƘƛƳ ƭƛƪŜ ǘƘŀǘΦ LΩƳ ƎƻƛƴƎ ǘƻ 

need to get him out of there somehow. An Idea Event occurs next turn. 

Á Command [go SW from Lower Hall] : What, just waltz past him, stop and 

ǎŀȅ ƘƛΚ IŜΩŘ ƘŀǾŜ ƳŜ ōȅ ǘƘŜ ƘŀƛǊ ƛƴ ƳƻƳŜƴǘǎΦ bƻΣ L need some kind of 

plan to get past him. An Idea Event occurs next turn. 

o Event: An Idea. This event occurs after thinking about getting past Calvin. It 

only happens once. Text: Calvin will be there till the Refectory Clock chimes for 

dinner. And that, slow and sure as clockwork, has given me an idea. The 

wŜŦŜŎǘƻǊȅ /ƭƻŎƪΧ 

12. !ōōƻǘΩǎ vǳŀǊǘŜǊǎ 
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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 ƪƴƻŎƪ ōŜŦƻǊŜ ŜƴǘŜǊƛƴƎ ǘƘŜ !ōōƻǘΩǎ ǎǘǳŘȅΦ 

o Description: ¢ƘŜ !ōōƻǘΩǎ vǳŀǊǘŜǊǎ ŀƎŀƛƴΦ DǳōōƭŜǊ ƛǎ ƘŜǊŜΣ ǎǘŀƴŘƛƴƎ ōȅ Ƙƛǎ ŘŜǎƪ όƴƻ ŎƘŀƛǊΣ 

ǊŜƳŜƳōŜǊΚύΦ IŜΩǎ ƭƻƻƪƛƴƎ ǊƛƎƘǘ ŀǘ ƳŜΣ ǿŀƛǘƛƴƎ ŦƻǊ ƳŜ ǘƻ ŜȄǇƭŀƛƴ ǿƘȅ LΩƳ ƛƴǘŜǊǊǳǇǘƛƴƎ 

him, and ǿƘȅ L ƘŀǾŜƴΩǘ Ǌǳƴ ŀǿŀȅ ōŀŎƪ ǿŜǎǘ ȅŜǘΦ 

o NPC: Gubbler 

Á Description: DǳōōƭŜǊΩǎ ǎǘŀǊƛƴƎ ǊƛƎƘǘ ŀǘ ƳŜΣ ƻǊ ƳŀȅōŜ Ƨǳǎǘ Ǉŀǎǘ Ƴȅ ǎƘƻǳƭŘŜǊΦ IŜ 

ŘƻŜǎƴΩǘ ƭƻƻƪ ǾŜǊȅ ƘŀǇǇȅΦ Iƛǎ ƳŜŎƘŀƴƛŎŀƭ ǎŀƭŀƳŀƴŘŜǊ ƛǎ [if Salamander is 

Active]climbing restlessly over his shoulders [otherwise] sitting motionless on 

the desk. 

Á Command [talk or ask about topic to Gubbler]: Each response can only 

be given once, otherwise the player is told LΩǾŜ ŀƭǊŜŀŘȅ ǘŀƭƪŜŘ ŀōƻǳǘ 

that. 

DŀƳŜ ǇǊƛƴǘǎ ²ǊŜƴΩǎ [ƛƴŜΣ ŀ ǇŀǊŀƎǊŀǇƘ ōǊŜŀƪΣ ŀƴŘ ǘƘŜƴ ǘƘŜ ǊŜǎǇƻƴǎŜ όƛŦ 

there is one). 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Wren άaȅ ƴŀƳŜΩǎ ²ǊŜƴΣέ L ǎŀȅΦ άhƴŜ ƻŦ ǘƘŜ ƛƴƛǘƛŀǘŜǎΣέ ƘŜ 

ǊŜǇƭƛŜǎΦ άL ƪƴƻǿ ȅƻǳΦ L ǊŜŎƻƎƴƛȊŜ 

ȅƻǳ ōȅ ȅƻǳǊ ƘŜƛƎƘǘΦέ 

Calvin/Drake άL ǿŀƴǘŜŘ ǘƻ ŀǎƪ ŀōƻǳǘ 

/ŀƭǾƛƴ ŀƴŘ 5ǊŀƪŜΣ CŀǘƘŜǊΣΩ L 

begin. 

άIƳǇƘΦ aŜŀƴǘ ǘƻ ŎƭŜŀƴ Ƴȅ 

clock toŘŀȅΣ L ǘƘƛƴƪΦέ IŜ ǇŜŜǊǎ 

ŀǘ ƛǘΦ ά[ƻƻƪǎ ŎƭŜŀƴ ŜƴƻǳƎƘ ǘƻ 

me. They must have done a 

ǎǇƭŜƴŘƛŘ ƧƻōΦ LΩƭƭ ŎƻƳƳŜƴŘ 

ǘƘŜƳΦέ 

Abbey άIƻǿ ƭƻƴƎ ƘŀǾŜ ȅƻǳ ōŜŜƴ 

ƛƴ ǘƘŜ !ōōŜȅΣ CŀǘƘŜǊΚέ L 

ask. 

ά¢ƘŀǘΩǎ ŀ ǎǘǊŀƴƎŜ ǉǳŜǎǘƛƻƴΣέ ƘŜ 

ǊŜǇƭƛŜǎ ǘŜǊǎŜƭȅΦ ά!ƭƭ Ƴȅ ƭƛŦŜΦ 

Same as you will bŜΦέ 
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Cathedral άL ƴŜŜŘ ǘƻ ǇŜǊƳƛǎǎƛƻƴ ǘƻ 

Ǝƻ ǘƻ ǘƘŜ /ŀǘƘŜŘǊŀƭΣέ L ǎŀȅΦ 

άbƻƴǎŜƴǎŜΦ ¸ƻǳ ƴŜŜŘ ǘƻ ƎŜǘ 

ōŀŎƪ ǘƻ ŎƘƻǊŜǎΣέ ƘŜ ǎƴŀǇǎΦ 

Abbot άL ǿƻƴŘŜǊŜŘ ƛŦ ǘƘŜǊŜ ǿŀǎ 

anything you needed, 

CŀǘƘŜǊΣέ L ǎŀȅΣ ǘǊȅƛƴƎ ǘƻ ƎŜǘ 

into his good books. 

He looks at me, touched by the 

ƪƛƴŘƴŜǎǎΦ ά²Ƙȅ ǘƘŀƴƪ ȅƻǳΣ 

ȅƻǳƴƎΧ ȅŜǎΣ ǿŜƭƭΦ ¢Ƙŀƴƪ ȅƻǳΦ 

bƻΦέ IŜ ƎǊƛƳŀŎŜǎΦ ά¢ƘŜǊŜΩǎ 

nothing you can do to help 

ƳŜΦέ 

Figure in Grey άL ǘƘƻǳƎƘǘ L ǎŀǿ ŀ ŦƛƎǳǊŜ 

ŜŀǊƭƛŜǊΣέ L ōŜƎƛƴΣ ƴŜǊǾƻǳǎƭȅΦ 

ά! ŦƛƎǳǊŜΚ bƻƴǎŜƴǎŜΣέ DǳōōƭŜǊ 

ǊŜǇƭƛŜǎΣ ǳƴƘŀǇǇƛƭȅΦ ά¸ƻǳΩǾŜ Ǝƻǘ 

too much imagination. Do your 

ŎƘƻǊŜǎΣ ȅƻǳΩƭƭ ǎƻƻƴ ōŜ ŦƛȄŜŘΦέ  

Tea ά{ƘƻǳƭŘ L ƎŜǘ ȅƻǳ ǎƻƳŜ 

ǘŜŀΚέ L ŀǎƪΦ 

ά¢ŜŀΚ LΩƳ ƴƻǘ ƻƴŜ ŦƻǊ ǘŜŀΣέ ƘŜ 

ǎŀȅǎΦ άIƻǊƭƻƎŜ ƛǎ ǘƘŜ ƎǊŜŀǘ 

ŀŘŘƛŎǘ ŀǊƻǳƴŘ ƘŜǊŜΦέ 

Cook άL ǿŀǎ ǘŀƭƪƛƴƎ ǘƻ ǘƘŜ 

/ƻƻƪΧέ L ōŜƎƛƴΦ 

ά5ƻƴΩǘ ƭƛŜ ǘƻ ƳŜΣέ DǳōōƭŜǊ 

snaps, ŘƛǎǘǊŀŎǘŜŘƭȅΦ άbƻ-one 

talks to the Cook. The Cook 

ŘƻŜǎƴΩǘ ǘŀƭƪΦέ 

Salamander άLǎ ȅƻǳǊ ǎŀƭŀƳŀƴŘŜǊ ǊŜŀƭΚέ 

I ask. 

άhŦ ŎƻǳǊǎŜ ƴƻǘΦ ²Ƙŀǘ ŀ ƘƻǊǊƛōƭŜ 

ƛŘŜŀΣέ DǳōōƭŜǊ ǊŜǇƭƛŜǎΦ ά²Ƙŀǘ 

would I be doing with a real 

ŀƴƛƳŀƭ ƛƴ Ƴȅ ǊƻƻƳΚέ 

Books ά²Ƙȅ ŘƻƴΩǘ ȅƻǳ ƘŀǾŜ ŀƴȅ 

ōƻƻƪǎΚέ L ŀǎƪΦ 

Gubbler looks at you, almost 

ǎƘŀƪƛƴƎΦ ά²ƛǘƘ ŀ ǇŜǊŦŜŎǘƭȅ ƎƻƻŘ 

Library so nearby? Covetous 

ŎƘƛƭŘΦέ 

Clockwork άtƭŜŀǎŜΣ CŀǘƘŜǊΦ Iƻǿ ŘƻŜǎ 

ŎƭƻŎƪǿƻǊƪ ǿƻǊƪΚέ L ŀǎƪΦ 

ά¢ƘŜ DǊŜŀǘ [ŀǿ ƻŦ ǘƘŜ 

¦ƴƛǾŜǊǎŜΣέ DǳōōƭŜǊ ǊŜǇƭƛŜǎΦ ά!ƭƭ 

ǘƘƛƴƎǎ Ƴǳǎǘ ǿƻǊƪ ǘƘƛǎ ǿŀȅΦέ He 

ƭƻƻƪǎ ǉǳƛǘŜ ŘƻǿƴŎŀǎǘΦ ά!ƭƭ 
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ǘƘƛƴƎǎΦέ 

Saints ά¢Ŝƭƭ ƳŜ ŀōƻǳǘ ǘƘŜ {ŀƛƴǘǎΣ 

ǇƭŜŀǎŜΣέ ȅƻǳ ŀǎƪ ǘƘŜ 

Abbot. 

The Abbot looks at his bust of 

{ǘ bŜǿǘƻƴΦ ά¢ƘŜ {ŀƛƴǘǎ ƭƛǾŜŘ ƛƴ 

ǎƛƳǇƭŜǊ ǘƛƳŜǎΣέ ƘŜ ǎŀȅǎ ŦƛƴŀƭƭȅΦ 

ά{ƻ ǘƘŜȅ ǎŀǿ ǘƘƛƴƎǎ ƳƻǊŜ 

ŎƭŜŀǊƭȅ ǘƘŀƴ ǳǎΦέ 

Horloge ά¢Ŝƭƭ me about Brother 

IƻǊƭƻƎŜΣέ L ŀǎƪΦ 

ά²ƘŜƴ ǘƘŜ ǘƛƳŜ ŎƻƳŜǎ ŦƻǊ ȅƻǳ 

ǘƻ ǎǘŀǊǘ wŜŀŘƛƴƎΣέ ǘƘŜ !ōōƻǘ 

ǎŀȅǎ ŦƛǊƳƭȅΣ άǘƘŜƴ ȅƻǳΩƭƭ ƎŜǘ ǘƻ 

know Brother Horloge. Till then, 

ȅƻǳΩǾŜ Ǝƻǘ ȅƻǳǊ ŎƘƻǊŜǎ ǘƻ ŘƻΦ 

¢Ƙƛǎ !ōōŜȅ ǿƻƴΩǘ ŎƭŜŀƴ ƛǘǎŜƭŦΦέ 

Reloh ά¢Ŝƭƭ ƳŜ ŀōƻǳǘ .ǊƻǘƘŜǊ 

Reloh,έ L ŀǎƪΦ 

άIŜ ŘƻŜǎ ƎƻƻŘ ǿƻǊƪΣέ ǘƘŜ 

!ōōƻǘ ǎŀȅǎ ŦƛǊƳƭȅΦ ά9ȄŎŜƭƭŜƴǘ 

ǿƻǊƪΦέ 

 

Á Event [random, every four turns while in Library. In sequence]:  

¶ DǳōōƭŜǊ ŎƻǳƎƘǎ ƛƴǘƻ ŀ ŦƛǎǘΦ ά²ŜƭƭΣ ȅŜǎΚέ ƘŜ ŘŜƳŀƴŘǎΦ 

¶ ¢ƘŜ ǎŀƭŀƳŀƴŘŜǊ ōǳȊȊŜǎ ǳǇ ŀƴŘ Řƻǿƴ ŀƴŘ ŀǊƻǳƴŘ DǳōōƭŜǊΩǎ ŀǊƳǎΣ using 

its tail to keep balance. 

¶ Gubbler looks like a man disturbed from work, or possibly from sleep. 

.ǳǘ L ŎŀƴΩǘ ǎŜŜ ŀƴȅ ǿƻǊƪ ƻƴ Ƙƛǎ ŘŜǎƪΦ 

¶ The salamander is moving more sluggishly now as it crawls over 

DǳōōƭŜǊΩǎ ōŀŎƪΦ 

¶ The salamander creeps down off GubbleǊΩǎ ƘŀƴŘ ŀƴŘ ƻƴǘƻ ǘƘŜ ŘŜǎƪΣ 

where it eventually grinds to a halt. Now the Salamander is not Active. 

¶ Gubbler fishes in a pocket, produces a key and stabs the creature in the 

ǎƛŘŜΦ ! ƳƻƳŜƴǘ ƭŀǘŜǊ ƛǘΩǎ ŦǊƛǎƪƛƴƎ ŀōƻǳǘ ŀǎ ōŜŦƻǊŜΦ 

¶ Gubbler shivers a little. The sun has moved away from his window. 
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o Object: Salamander 

Á Description: The salamander is a wind-ǳǇ ǇŜǘ ƻŦ DǳōōƭŜǊΩǎΦ Lǘ ǊŀǘŎƘŜǘǎ ŀ 

little as it scurries, and near anything steep ς like his upper arms ς it 

waggles its feet uselessly and slides back down. 

Á Command [interact]: LǘΩǎ ƴƻǘ ƳƛƴŜΦ 

Á /ƻƳƳŀƴŘ ώǿƛƴŘ ǳǇΣ ǿƘŜƴ ƛǘΩǎ ƴƻǘ !ŎǘƛǾŜϐΥ L ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǊƛƎƘǘ ƪŜȅΦ 

13. Entry 

o Description:  

{ǳƴƭƛƎƘǘ ŀƴŘ ǘƘŜ ǎƻǳƴŘ ƻŦ ǘƘŜ Ŏƛǘȅ ƻŦ {ǘ tƘƛƭƛǇ ǇƻǳǊ ƛƴ ŦǊƻƳ ǘƘŜ ǿŜǎǘ ǘƘǊƻǳƎƘ ǘƘŜ !ōōŜȅΩǎ ƎǊŜŀǘ ŘƻƻǊǎΦ !ǘ 

last! I can get away and see the Archbishop!... before whatever happens happens.    

To the east, a cloister runs towards the cells of the monks, novices, initiates, unaffiliated staff ς really, of 

everyone apart from me. 

o Object: AbbeyDoors 

Á Description: Ornately carved with planets, their orbits planned and plotted out 

ŦƻǊ ǘƘŜƳ ƛƴ ŀŘǾŀƴŎŜΦ 9ǾŜǊȅǘƘƛƴƎ ƻƴ ƛǘǎ ŎƻǊǊŜŎǘ ǇŀǘƘΧ Ƨǳǎǘ ŀǎ L ǎƘƻǳƭŘ ōŜΗ 

Á Command [open]: The doors would take ten men to shift easily, or one clever 

ǎȅǎǘŜƳ ƻŦ ǇǳƭƭŜȅǎΦ 9ƛǘƘŜǊ ǿŀȅΣ L ŎŀƴΩǘ Řƻ ŀ ǘƘƛƴƎ ƻƴ Ƴȅ ƻǿƴΦ 

o Object: Entry Clock 

Á Description: The great Entry Clock is tall and thin and just about visible from the 

ǎǘǊŜŜǘΦ LǘΩǎ ƘŀƭŦ-ǇƻƭƛǎƘŜŘΦ ! ǎƘƻŘŘȅ ƧƻōΣ ōǳǘ L ŘƻƴΩǘ ƘŀǾŜ ǘƛƳŜ ǘƻ ŦƛȄ ƛǘΦ 

o Object: Cloister 

Á Description: That way lies the cells where everyone else sleeps. 

Á Command [enter Cloister]: Disallow. Text: No time to waste here. Calvin will be 

back as soon as they turn the clock off. 

o Command [go E from Entry]: Same as entering the Cloister. 
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Chapter III ɀ The Cathedral of Time  

Map 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

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 to find the Bishop, who is 
working in his library in the cathedral. 

¢ƘŜ ŘƻƻǊ ǘƻ ǘƘŜ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅ ƛǎ ōƭƻŎƪŜŘ ōȅ 5ƻǊƛŎΣ ŀ ƳŜƳōŜǊ ƻŦ ǘƘŜ {ǿƛǎǎ DǳŀǊŘΦ  IŜ ŘŜƳŀƴŘǎ ǇǊƻƻŦ 
of having official business with the bishop, as well as of your adherence to the church before ƘŜΩƭƭ ƭŜǘ 
you pass. 

!ŘƘŜǊŜƴŎŜ ǘƻ ǘƘŜ ŎƘǳǊŎƘ Ŏŀƴ ōŜ ǇǊƻǾŜŘ ōȅ ǊŜŎƛǘƛƴƎ ǘƘŜ ŎǊŜŜŘ ƻŦ ǘƘŜ ŎƘǳǊŎƘΣ άLƴ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ [ŜǾŜǊΣ 
ǘƘŜ {ǇǊƛƴƎΣ ŀƴŘ ǘƘŜ ²ƛƴŘƛƴƎ YŜȅΦέ   

North 
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(UP) 
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Several monks are performing a religious ceremony a religious ceremony at the Altar.  This is the 
ǇƭŀȅŜǊΩǎ ŦƛǊǎǘ ƎƭƛƳǇǎŜ ƻŦ ǘƘŜ Perpetuum Mobile.  During the ceremony, the creed of the church is recited 
ǎŜǾŜǊŀƭ ǘƛƳŜǎΣ ōǳǘ ȅƻǳ Ŏŀƴ ƴŜǾŜǊ ǉǳƛǘŜ ƘŜŀǊ ǘƘŜ ŦƛǊǎǘ ǿƻǊŘ όά[ŜǾŜǊέύΦ 

Mosaics in the floor of the Great Door, Lower Nave and Central Nave depict a lever, a spring, 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. 

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

.ǊƻǘƘŜǊ {ŀΩŀǘΣ ŀ ƳŀŘ ŀǎǘǊƻƭƻƎŜǊΣ ƛǎ ƻōǎŜǊǾƛƴƎ ǘƘŜ ǿƻǊƪƛƴƎǎ ƻŦ ǘƘŜ ƻǊǊŜȅ ƛƴ ǘƘŜ hǊǊŜȅ IŀƭƭΦ  IŜ ǘƘƛƴƪǎ ȅƻǳ 
are his apprentice, and sends you to fetch a book from 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 mechanism 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. 

hƴŎŜ ȅƻǳ ōǊƛƴƎ {ŀΩŀǘ ǘƘŜ ōƻƻƪΣ ƘŜΩƭƭ ǎŜƴŘ ȅƻǳ ƻƴ ŀƴƻǘƘŜǊ ŜǊǊŀƴŘΣ ǿƘƛŎƘ ƘŜ ǊŜŀƭƛȊŜǎ ǊŜǉǳƛǊŜǎ ŀ ǿǊƛǘǘŜƴ 
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. 

Once you proǾƛŘŜ {ŀΩŀǘ ǿƛǘƘ ǘƘŜ ǇǳǊǇƭŜ ǿŀȄΣ ƘŜΩƭƭ ǎŜŀƭ ǘƘŜ ƻŦŦƛŎƛŀƭ ƻǊŘŜǊΦ 

With knowledge of the creed and the sealed official order in hand, Doric will allow you to pass into the 
.ƛǎƘƻǇΩǎ [ƛōǊŀǊȅΣ ŜƴŘƛƴƎ ǘƘŜ ŎƘŀǇǘŜǊΦ 

 

Notes: NPC topic tables are limited in this draft.  A 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: ¢ƘŜ ¸ŀǊŘ ƛǎ ǿƘŜǊŜ ǿŜ Ǝƻ ƻƴ {ŀǘǳǊŘŀȅΩǎ ŦƻǊ ŜȄŜǊŎƛǎŜΣ ŎƭŜŀƴƛƴƎ ǳǇ ǘƘŜ ƳǳŎƪ 

left behind by the market (worse once a month when the horse-traders from the south 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 74 

 

come up and leave presents behind for the Abbey gardens). Today its quiet, at least, 

with the space between 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 time]: The Cathedral really is 

enormous ς but it doeǎƴΩǘ ƘŀǾŜ Ƴŀƴȅ ǊƻƻƳǎΣ ǎƻ ŦƛƴŘƛƴƎ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ǎƘƻǳƭŘƴΩǘ 

ǘŀƪŜ ǘƻƻ ƭƻƴƎΦ ²ƘƛŎƘ ƛǎ ƭǳŎƪȅΣ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ƭƻƴƎ LΩǾŜ Ǝƻǘ ōŜŦƻǊŜ 

Gubbler ς and the mysterious Figure ς Ǉǳǘ ǘƘŜƛǊ Ǉƭŀƴ ƛƴǘƻ ŀŎǘƛƻƴΦ LΩǾŜ Ǝƻǘ ǘƻ ǿŀǊƴ 

someone soon. 

o Command [go E from Entry]: No, I 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, 

ƛǘΩǎ рǇƳ ƛƴ ǘƘŜǊŜΣ ǿƘƛŎƘ ǿƻǳƭŘ ōŜ ŦŀǊ ǘƻƻ ƭŀǘŜΗ 

2. Great Door 

o Description:  

Imagine an ant crawling up inside ŀ ŘŀŦŦƻŘƛƭΦ ¢ƘŀǘΩǎ ǿƘŀǘ ƛǘΩǎ ƭƛƪŜ ƘŜǊŜΣ ŀƴŘ ǘƘƛǎ ƛǎ Ƨǳǎǘ ǘƘŜ 9ƴǘǊȅ ǘƻ ǘƘŜ 

massive Cathedral ŦǳǊǘƘŜǊ ƴƻǊǘƘ όL ƎǳŜǎǎ ƛƴ ǘƘŜǊŜ ȅƻǳΩƭƭ ƴŜŜŘ ǘƻ ƛƳŀƎƛƴŜ ŀƴ ŀƴǘ ƛƴǎƛŘŜ ŀ ŎƘǳǊŎƘ ōŜƭƭύΦ  

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

space just to fit the hinges in (those are about as big as me, I think). I came in from the Yard by the east 

ŘƻƻǊΤ ǘƘŜǊŜΩǎ ŀƴƻǘƘŜǊ ǎƛƳƛƭŀǊ ŘƻƻǊ ǿŜǎǘ ōǳǘ ƛǘΩǎ ƭƻŎƪŜŘ ǊƛƎƘǘ ƴƻǿ ŀǎ ǘƘŜ /ŀǘƘŜŘǊŀƭ ƛǎ ŎƭƻǎŜŘ ǘƻ ǘƘŜ ǇǳōƭƛŎ 

most times.  

Looking northwards I can see the long Nave, and the altar beyond. Carved on the floor just by my feet is 

ǘƘŜ ŦƛǊǎǘ ƻŦ ǘƘŜ ŀƛǎƭŜΩǎ DǊŜŀǘ {ŜŀƭǎΦ 

o Object: Entry Seal 

Á DescriptionΥ ¢ƘŜ ŦƛǊǎǘ ǎŜŀƭ ƛǎ ƳŀŘŜ ƻŦ ǎǘŜŜƭ Ŏŀǎǘ ŘƛǊŜŎǘƭȅ ƻƴǘƻ ǘƘŜ ǎǘƻƴŜΦ LǘΩǎ ǎƻ ōƛƎ 

that ƛǘΩǎ ƘŀǊŘ ǘƻ ǎŜŜ ǿƘŀǘ ƛǘ ƛǎΣ ōǳǘ ς a long rod, tilting a large boulder ς ƛǘΩǎ Ǝƻǘ ǘƻ 

be a lever. 

o Object: Great Doors 

Á Description: The doors are covered in carvings and inscriptions, some of the 

Mechanists, but ever a few from the older faiths of smoke and fire. The doors 

lead to the city but are rarely open (Last Newtonmass I was part of a parade of 

ŎƘƛƭŘǊŜƴ ǘƘŀǘ ǘǊƻƻǇ ǘƻ ƎŜǘ ǘƘŜ ƘƻƳŜƭŜǎǎ ǘƻ Řƻ ǎƻƳŜ ǇǊƻǇŜǊ ǿƻǊƪΣ ōǳǘ LΩƭƭ ōŜ ǘƻƻ 

old for that this year.) 
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Á Command [open]Υ ¸ƻǳΩǊŜ ƧƻƪƛƴƎΣ L ǎǳǇǇƻǎŜΦ 

o Object: West Door 

Á DescriptionΥ ! ǎƳŀƭƭŜǊ ŘƻƻǊ ƭŜŀŘƛƴƎ ǿŜǎǘ ǘƻ ŀƴƻǘƘŜǊ ȅŀǊŘΣ ŀƴŘ ǘƘŜ ŎƛǘȅΦ LǘΩǎ 

locked, of course. 

Á Command [enter or open West Door]: LǘΩǎ ƭƻŎƪŜŘΦ 

o Object: East Door 

Á DescriptionΥ ¢ƘŀǘΩǎ ǘƘŜ ŘƻƻǊ ōŀŎƪ ǘƻ ǘƘŜ /ŀǘƘŜŘǊŀƭ ¸ŀǊŘΦ 

Á Command [enter or open West Door]: Move into Cathedral Yard 

Á Command [close]: LǘΩǎ ƴƻǘ ŦƻǊ ƳŜ ǘƻ Ǝƻ ǊƻǳƴŘ ǎƘǳǘǘƛƴƎ ŘƻƻǊǎ ƛƴ ǘƘƛǎ ǇƭŀŎŜΦ 

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 workshops. Pews on either side are enough to seat a thousand easily, with more 

ŦǳǊǘƘŜǊ ƴƻǊǘƘΦ L ŎŀƴΩǘ ƭƻƻƪ ŀǘ ǘƘŜ ŎŜƛƭƛƴƎ όƛǘΩǎ ǎƻ ƘƛƎƘύ ǿƛǘƘƻǳǘ ƭȅƛƴƎ Řƻǿƴ ŀŎǊƻǎǎ ǘƘŜ {ŜŎƻƴŘ DǊŜŀǘ {ŜŀƭΣ 

and the last time I did that a monk tripped up on me and had me thrown out. 

9ŀǎǘ ŀƴŘ ǿŜǎǘ ŀǊŜ ǎƳŀƭƭŜǊ ǎƘǊƛƴŜǎΣ ŀƴŘ ōŀŎƪ ǎƻǳǘƘ ŀǊŜ ǘƘŜ /ŀǘƘŜŘǊŀƭΩǎ DǊŜŀǘ 5ƻƻǊǎΦ 

o Object: Lower Seal 

Á DescriptionΥ ¢Ƙƛǎ ƻƴŜ ƛǎ ƳŀŘŜ ƻŦ ōǊŀǎǎΣ ŀƭƭ ǿƻǳƴŘ ǳǇ ƛƴǘƻ ŀ ŎƻƛƭΦ LǘΩǎ ŜƛǘƘŜǊ ŀ 

ǎǇǊƛƴƎ ƻǊ ƻƴŜ ƻŦ wŜƭƻƘΩǎ ƳŜŎƘŀƴƛŎŀƭ ǎŜǊǇŜƴǘǎΦ 

o Object: Pews (standard chair object) 

Á DescriptionΥ wƻǿǎ ƻŦ ǾŀǊƴƛǎƘŜŘ ƻŀƪ ǇŜǿǎΦ LΩƳ ƎƭŀŘ LΩƳ ƴƻǘ ŀ /ŀǘƘŜŘǊŀƭ ²ƻƻŘ 

tƻƭƛǎƘŜǊΗ ¢ƘŀǘΩŘ ǘŀƪŜ forever. 

4. Upper Nave 

o Description:  

This is the north end of the Nave, where the more important people sit during services ς you can tell 

that because the pews either side are wider and have more legroom, and each has a little cup-holder 
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ŎŀǊǾŜŘ ƛƴǘƻ ƛǘǎ ŀǊƳǊŜǎǘΦ hŦ ŎƻǳǊǎŜΣ ƛǘΩǎ ŀƭǎƻ ŎƭƻǎŜǊ ǘo the Altar to the north (and further from the draught 

coming up from the doors to the south). 

On the floor here is the Third Seal. 

o Object: Upper Seal 

Á Description: This one is a fine gold gilt, depicting an enormous ornate head with 

stone-block teeth. A winding-key. 

o Object: Pews (standard chair object) 

Á Description: Same as before 

5. Altar 

o Description:  

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

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

Around the alter, a group of monks are celebrating and blessing something on the altar. I can slip away ς 

quickly, please! ς in any of the four main directions, although if I go round the dais I might have to 

scurry. 

o Object: Altar 

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

the Measures and Maiƴ !ƴƎƭŜǎ ƻŦ ǿƻǊƪΦ .ǳǘ ǘƘŀǘΩǎ ƴƻǘƘƛƴƎ ŎƻƳǇŀǊŜŘ ǘƻ ǿƘŀǘΩǎ 

on the Altar ς ŀ ƳŜŎƘŀƴƛǎƳ ƻŦ ŦƛƴŜ ƎƻƭŘ ŀƴŘ ǎƘƛƳƳŜǊƛƴƎ ōǊŀǎǎΦ LǘΩǎ ƴƻǘ ŀ ŎƭƻŎƪ 

ōǳǘ ƛǘΩǎ ǊŜǎǘƭŜǎǎƭȅ ƳƻǾƛƴƎ ς ǘƻ ǿƘŀǘ ŜƴŘ L ŎŀƴΩǘ ǎŜŜΣ ǘƘƻǳƎƘΣ ōŜŎŀǳǎŜ ƻŦ ŀƭƭ ǘƘŜ 

monks clustered around.  

Á Command [any interaction ς first time]: ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ LΩƳ ƛƴǘŜǊŦŜǊƛƴƎ ǿƛǘƘ ŀ 

ceremony as serious as this. 

Á Command [any interaction ς second time]:  LΩƳ ǎŜǊƛƻǳǎΦ LΩƭƭ ƭƻƻƪΣ ōǳǘ L ǿƻƴΩǘ 

touch. 

o Object: Dais and Canopy 
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Á Description: The dais is the fourth seal, raised up froƳ ǘƘŜ ǎǘƻƴŜ ŦƭƻƻǊΦ LǘΩǎ ǊƛƎƘǘ 

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

light. 

Á Command [any interaction]: Same as altar 

o Object: Machinery 

Á DescriptionΥ ¢ƘŜ ƳŀŎƘƛƴŜǊȅ ƻŦ ǘƘŜ /ƭƻŎƪ ŘƛǎŀǇǇŜŀǊǎ ƻǳǘ ƻŦ ǎƛƎƘǘ ƻǾŜǊƘŜŀŘΦ LǘΩǎ 

hard to see in detail because of the light that streams through, cut to ribbons as 

it comes by the enormous cog-teeth. I 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. 

Á /ƻƳƳŀƴŘ ώŀƴȅ ƛƴǘŜǊŀŎǘƛƻƴϐΥ 5ƛǎŀƭƭƻǿΣ ƛǘΩǎ ŦƻǳǊ ǎǘƻǊƛŜǎ ƻǊ ƳƻǊŜ ŀōƻǾŜ ȅƻǳΦ 

Text: LǘΩǎ ŦŀǊ ǘƻƻ ŦŀǊ ŀōƻǾŜ ƳŜΦ 

 

o Object: Monks 

Á Description: This is why the Abbey is so quiet, then. All the brothers are here, 

singing and chanting at the altar.  

Á Command [any interaction]: Same as altar. 

o Object: Perpetuum 

Á Description:  

The machine on the altar is a finely-wrought case of dark wood topped by a tilting board. 

Standing on tip-toes I can see a ball-bearing, wearily wending its way along a grooved path 

in the surface of the board. As it reaches one side, there is a loud cheer from the monks ς 

the board tilts ς and the ball continues back the other way. The effect is mesmerizing and 

the mechanism almost totally silent. 

L ǘƘƛƴƪ ƛǘΩǎ ǘƘŜ Ƴƻǎǘ ōŜŀǳǘƛŦǳƭ ς most expensive thing ς ǘƘŀǘ LΩǾŜ ŜǾŜǊ ǎŜŜƴΦ ¢Ƙƛǎ ƛǎƴΩǘ Ƨǳǎǘ ŀ 

relic, clearly. This is something else. 

Á Command [any interaction]: Same as altar 

Event [cycling 7, every turn while in Altar]:   
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¶ The monks gather in close to the Altar, as the mechanism they watch 

makes a sudden mƻǾŜƳŜƴǘΦ άLƴ tŜǊǇŜǘǳǳƳΣ ǿŜ hōǎŜǊǾŜΣέ ŀ ƭŜŀŘ Ƴƻƴƪ 

cries. 

¶ άLƴ tŜǊǇŜǘǳǳƳΣ ǿŜ hōǎŜǊǾŜΣέ ǘƘŜ ƻǘƘŜǊ Ƴƻƴƪǎ ǊŜǇƭȅΣ ǊŀƛǎƛƴƎ ǘƘŜƛǊ ƘŀƴŘǎ 

ŀƴŘ ƳŀƪƛƴƎ ǘƘŜ ǎƛƎƴ ƻŦ ǘƘŜ tŜƴŘǳƭǳǳƳ ƛƴ ǘƘŜ ŀƛǊΦ ά!-tempus, a-ŦǳƎƛǘΣέ 

they chant. 

¶ ά!-tempus, a-ŦǳƎƛǘΣέ ǊŜǇŜŀǘǎ ǘƘŜ ƭŜŀŘ ƳƻƴƪΦ IŜ steps up to the dais, and 

reaches with one finger to touch the side of the mechanism. All is quiet. 

¶ The machine makes an almost imperceptible click. The lead monk steps 

Řƻǿƴ ŀƴŘ ƛǎ ƭƻǎǘ ƛƴ ǘƘŜ ŎǊƻǿŘ ƻŦ ƳƻƴƪǎΦ ! ƎǊŜŀǘ ŎƘŀƴǘ ƎƻŜǎ ǳǇΥ άLƴ 

Perpetuum, In MobiliǎΣ CƻǊŜǾŜǊ ŀƴŘ 9ǾŜǊΣ IŀǇǇŜƴΗ IŀǇǇŜƴΗέ 

¶ A new monk steps up from the group. He looks a tiny bit younger than 

ǘƘŜ ǇǊŜǾƛƻǳǎ ƭŜŀŘ ƳƻƴƪΦ άLƴ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ [ŜǾŜǊΣέ ƘŜ ŘŜŎƭŀǊŜǎΦ 

¶ ά¢ƘŜ [ŜǾŜǊΗέ ŎǊȅ ǘƘŜ ƻǘƘŜǊ ƳƻƴƪǎΦ 

¶ άLƴ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ Χέ ǘƘŜ ƭŜŀŘ Ƴƻƴƪ ŎƻƴǘƛƴǳŜǎΦ ²ƘŀǘŜǾŜǊ ƘŜΩǎ ŀōƻǳǘ ǘƻ 

say is smothered by booming clonk from the Cathedral clock machinery 

above. The other monks seemed unfazed by this. 

¶ ά!ƴŘ ƛƴ ǘƘŜ ǇǊŜǎŜƴŎŜ ƻŦ ǘƘŜ ²ƛƴŘƛƴƎ YŜȅΣέ ǘƘŜ Ƴƻƴƪ ŦƛƴƛǎƘŜǎΣ ōŜŦƻǊŜ 

mŀƪƛƴƎ ǘƘŜ ǎƛƎƴ ƻŦ ²ƛƴŘƛƴƎΦ ¢ƘŜ ƻǘƘŜǊ Ƴƻƴƪǎ ǊŜǇŜŀǘ ǘƘŜ ƎŜǎǘǳǊŜΦ άLƴ 

tŜǊǇŜǘǳǳƳΣ ǿŜ hōǎŜǊǾŜΣέ ǘƘŜȅ ŎƘŀƴǘΦ 

6. Choir 

o Description:  

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

leading up to the gallery overhead. When they sing from up there ς LΩǾŜ ƻƴƭȅ ƘŜŀǊŘ ƛǘ ƻƴŎŜ ς 

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 sit in the stalls on the ground level by the east staircase. 

¢ƘŜȅΩǊŜ ŎƻǾŜǊŜŘ ƛƴ ŎŀǊǾƛƴƎǎ Ƨǳǎǘ ƭƛƪŜ ǘƘƻǎŜ ƻƴ ǘƘŜ !ōōŜȅ ŘƻƻǊǎΣ ōǳǘ ƭƛǘ ǳǇ ƛƴ brilliant colours 

from the stained glass all around.  
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o Object: Windows 

Á Description: There are windows here and more above in the Clerestory. What 

ǘƘƻǎŜ ǎƘƻǿ L ŎŀƴΩǘ ƳŀƪŜ ƻǳǘ ŦǊƻƳ Řƻǿƴ ƘŜǊŜΣ ōǳǘ ŀǊƻǳƴŘ ǘƘƛǎ ǎǇŀŎŜ ŀǊŜ ŀ ǎŜǊƛŜǎ 

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 one on the altar 

ōŀŎƪ ǎƻǳǘƘΥ ōŜƴŜŀǘƘ ƛǘ ƛǎ ǿǊƛǘǘŜƴ άLƴ LƴŦƛƴƛǘǳǳƳΣ aƻƳŜƴǘǳǳƳ DǊŀƴǘ aƻǘƛƻƴ 

LƴŦƛƴƛǘǳǳƳΦέ 

o Object: Machinery 

Á Description: Same as above the altar. 

Á Command [any interaction]: Same as altar. 

o Object: East Stairs 

Á Description: A winding stone staircase up to the east side of the Clerestory 

above. 

Á Command [climb East Stairs]: Two rotations to reach the top. Everything in this 

place is designed to be correct, as carefully set as new teeth on a dog-screw. 

o Object: West Stairs 

Á Description: A winding stone staircase up to the west side of the Clerestory 

above. 

Á Command [climb West Stairs]: Same as climbing East Stairs. 

o Object: Choir Stalls 

Á Description: The stalls are several levels deep and covered in carving, showing 

everything from the file-makers craft to the really dull business of picking 

ŜƴƻǳƎƘ ǇƻǘŀǘƻŜǎ ǘƻ ŦŜŜŘ ǘƘŜ ²ŀǘŎƘƳŀƪŜǊΩǎ DǳƛƭŘΦ 

Á Command [sit/enter]: LΩƳ ƴƻ ŎƘƻƛǊŜǎǘŜǊΗ 

Á Command [push, pull, or open Choir Stalls]: The stalls are a massive wooden 

construction. Bit big for me to move, I think. 

o Command [Sing]: I doubt the monks would want to hear me. I doubt I want 

them to. 
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7. Shrine of the Saints 

o Description:  

! ǎƳŀƭƭ ǎƘǊƛƴŜ ōǳǘ ŀ ǇŀŎƪŜŘ ƻƴΦ ²ƘŜǊŜ ǘƘŜ !ōōŜȅΩǎ Ǝƻǘ ǘƘǊŜŜ ƴƛŎƘŜǎ ŦƻǊ ǘƘŜ aŀƧƻǊ ¢ƘǊŜŜ {ŀƛƴǘǎΣ ǘƘŜ 

Cathedral has about a hundred niches for the Minor 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 in three colours, same 

as the bruises Drake gives me; red then blue then yellow. 

o Object: Statues 

Á Description: At random, one of the following: 

¶ St Wainwright, with his compasses. 

¶ St Maxwell, with his electronia. 

¶ St Cauchy, with his dividing rod. 

¶ St Decartes, with his set square. 

¶ St Allan, with his hexagonal key. 

¶ St Ykea, with his design manuals. 

Á Command [take or push Statues]: The statues are firmly bolted into place. The 

/ƘǳǊŎƘ ŘƻƴΩǘ ǿŀƴǘ ǇŀǊƛǎƘƛƻƴŜǊǎ ŦŜŜƭƛƴƎ ǘŜƳǇǘŜŘΦ hǊ /ƭƻŎƪ tƻƭƛǎƘŜǊǎΣ ŜƛǘƘŜǊΦ 

o Object: Stand 

Á Description: The stand holds dozens of candles for devotions by laymen. They 

come in three colours: red for metal-workers and craftsmen, green for farmers 

and market-trades, and yellow for architects and draughtsmen. None are lit. 

o Object: Red Candles  

Á Description: There are several red candles on the stand, grouped together on 

one of the sides. 

Á Command [take Red Candles]:  
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¶ LŦ t/ ŘƻŜǎƴΩǘ ƘŀǾŜ wŜŘ/ŀƴŘƭŜΣ ƳƻǾŜ wŜŘ/ŀƴŘƭŜ ƛƴǘƻ ƛƴǾŜƴǘƻǊȅΦ  Text: I 

pluck a red candle from the stand. 

¶ Otherwise, give disallow message. Text: LΩǾŜ ŀƭǊŜŀŘȅ Ǝƻǘ ŀ ǊŜŘ ŎŀƴŘƭŜΦ 

o Object: RedCandle 

Á Description: The candle is long and thin with a thin string wick. The wax is 

strawberry-red. 

Á Command [put RedCandle into Brazier]: see brazier for notes 

Á NOTE:  You can only have one 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. 

o Object: Blue Candles 

Á Description: Same as Red candles, with appropriate colour change 

Á Command [take Blue Candles]: Same as for Red Candles, with appropriate 

colour change. 

o Object: BlueCandle 

Á Description: The candle is long and thin with a thin string wick. The wax is sky-

red. 

Á Command [put BlueCandle into Brazier]: see brazier for notes. 

Á NOTE:  You can only have one 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. 

o Object: Yellow Candles 

Á Description: Same as Red candles, with appropriate colour change 

Á Command [take Yellow Candles]: Same as for Red Candles, with appropriate 

colour change. 

o Object: YellowCandle 
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Á Description: The candle is long and thin with a thin string wick. The wax is 

daffodil-yellow. 

Á Command [put YellowCandle into Brazier]: see brazier for notes 

Á NOTE:  You can only have one 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. 

o Object:  RedWax 

Á 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. 

Á NOTE: Wax lumps have a size. This size can change by remelting and 

mixing (see the Brazier object for details). The sizes vary the objects 

inventory listing and description. In order: 

¶ A lump of red wax 

¶ A plum-stone of red wax 

¶ A fist-sized lump of red wax 

¶ A lump of red wax the size of an orange 

¶ A lump of red wax the size of a small bread roll 

¶ A colossal lump of red wax 

¶ tǊƻōŀōƭȅ ŀǊƻǳƴŘ ƘŀƭŦ ǘƘŜ ŎƘǳǊŎƘΩǎ ǿŜŀƭǘƘΩǎ ǿƻǊǘƘ ƳŜƭǘŜŘ Řƻǿƴ 

into a single lump of red wax  

Á 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). 

Á Description: See size listings above. 

Á Command [take RedWax from brazier]: Disallow. I try to scrape up the wax but 

ǘƘŜ ōǊŀȊƛŜǊΩǎ ǘƻƻ Ƙƻǘ ŦƻǊ Ƴȅ ŦƛƴƎŜǊǎΦ LΩƭƭ ƴŜŜŘ ǎƻƳŜ ƪƛƴŘ ƻŦ ǘƻƻƭ ǘƻ ǎŎǊŀǇŜ ǘƘŜ ǿŀȄ 

with. 
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Á Command [scrape RedWax with anything except knife]: ¢ƘŀǘΩǎ ƘŀǊŘƭȅ ŀ ƎƻƻŘ 

tool for getting the wax off the brazier! 

Á Command [take RedWax when the player already has RedWax]: Remove one 

wax object. Increase the size of the remaining lump appropriately. I squidge 

the two lumps of red wax together to make a larger lump.  

Á Command [put RedWax in brazier]: see brazier for notes. 

Á Command [mix RedWax with any other wax]: Disallow. Text: I could lump the 

ǘǿƻ ƭǳƳǇǎ ǘƻƎŜǘƘŜǊΣ ōǳǘ ǘƘŜȅ ǿƻǳƭŘƴΩǘ ƳƛȄΦ  

Á /ƻƳƳŀƴŘ ώƎƛǾŜ wŜŘ²ŀȄ ǘƻ {ŀΩŀǘϐΥ 5ƛǎŀƭƭƻǿ. Text: άtǳǊǇƭŜ ǿŀȄΚέ {ŀΩŀǘ 

ŘŜƳŀƴŘǎΣ ƭƻƻƪƛƴƎ ŀǘ ƳŜ ƭƛƪŜ LΩƳ ŀƴ ƛŘƛƻǘΦ ά5ƛŘ ǎƻƳŜǘƘƛƴƎ Řƻ ǿǊƻƴƎ ǿƛǘƘ ȅƻǳǊ 

ŜȅŜǎΚ hǊ ŘƛŘƴΩǘ ǘƘŜȅ ǘŜŀŎƘ ȅƻǳ ŎƻƭƻǳǊǎ ǿƘŜƴ ǘƘŜȅ ŜȄǇƭŀƛƴŜŘ ǘƘŜ ǳǎŜ ƻŦ ȅƻǳǊ 

ƻǇǇƻǎŀōƭŜ ǘƘǳƳōΚέ IŜ ǎƴƛŎƪŜǊǎ ǘƻ ƘƛƳǎŜƭŦΣ ǘƘŜƴ ǊŜǘǳǊƴǎ ǘƻ Ƙƛǎ ǿƻǊƪΦ 

Á Command [throw RedWax at Doric or DistantDoric]: Check location. 

¶ If in North Clerestory, Remove RedWax from Inventory. Begin Doric 

Chase Event. Text:  

o I hurl the wax over. A straight shot that hits Doric right on the 

head! 

ά²Ƙȅ ȅƻǳΗέ ƘŜ ƎǊƻǿƭǎΦ ¢ƘŜƴ ς quick ς ƘŜΩǎ ŎƻƳƛƴƎ ǘƘƛǎ ǿŀȅΗ 

¶ If in East Clerestory, disallow. No way. Doric would beat me to a 

pulp. I ought to give myself a head-start, at least. 

¶ If anywhere else, disallow (̧ ƻǳ ŎŀƴΩǘ ǎŜŜ 5ƻǊƛŎΦ) 

o Object:  BlueWax 

Á Blue Wax behaves identically to Red Wax, with the appropriate colour change 

in descriptions. 

o Object:  YellowWax 

Á Blue Wax behaves identically to Red Wax, with the appropriate colour change 

in descriptions. 

o Object:  PurpleWax 
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Á Blue Wax behaves identically to Red Wax, with the appropriate colour change 

in descriptions, except for the following command: 

Á /ƻƳƳŀƴŘ ώƎƛǾŜ tǳǊǇƭŜ²ŀȄ ǘƻ {ŀΩŀǘϐΥ  

¶ LŦ {ŀΩŀǘΩǎ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ ғ оΥ ά²Ƙŀǘ ŀǊŜ ȅƻǳ ǿŀǾƛƴƎ ǘƘŀǘ ŀǘ ƳŜ ŦƻǊΚέ 

{ŀΩŀǘ ŘŜƳŀƴŘǎΦ ά!ƴŘ L ƘƻǇŜ ȅƻǳ ŘƛŘƴΩǘ ǎǘŜŀƭ ƛǘ ŦǊƻƳ Ƴȅ ŘŜǎƪΦέ 

¶ LŦ {ŀΩŀǘǎ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ о ŀƴŘ ǘƘŜ ǇƭŀȅŜǊ Ƙŀǎ ǘƘŜ ²ƻǊƪ hǊŘŜǊΥ ά²ƛƭƭ ǘƘƛǎ 

ŘƻΚέ L ŀǎƪΣ ƘƻƭŘƛƴƎ ƻǳǘ ǘƘŜ ƭǳƳǇ ƻŦ ǇǳǊǇƭŜ ǿŀȄΦ {ŀΩŀǘ ŘƻŜǎƴΩǘ ƭƻƻƪ 

ŎƭƻǎŜƭȅΦ ά¸ŜǎΣ ōǳǘ L ǊŀǘƘŜǊ ǘƘƛƴƪ ȅƻǳΩƭƭ ƴŜŜŘ ǘƻ ƎƛǾŜ ƳŜ ōŀŎƪ Ƴȅ ǿƻǊƪ 

ƻǊŘŜǊ ŦƛǊǎǘΣ ŘƻƴΩǘ ȅƻǳΚ .ŜŦƻǊŜ L ƘŀǾŜ ǘƘŜ tǊƻǘŜŎǘƻǊŀǘŜ Řƻǿƴ ƘŜǊŜΣ ǾŜǊȅ 

ŀƴƎǊȅ ƛƴŘŜŜŘΦέ 

¶ LŦ {ŀΩŀǘǎ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ оΥ /ƘŀƴƎŜ {ŀΩŀǘΩǎ [ŜǘǘŜǊ {ǘŀǘŜ ǘƻ пΦ ¢ŜȄǘΥ 

ά²ƛƭƭ ǘƘƛǎ ŘƻΚέ L ƘƻƭŘ ƻǳǘ ǘƘŜ ƭǳƳǇ ƻŦ ǇǳǊǇƭŜ ǿŀȄΦ 

IŜ ƭƻƻƪǎ ŀǘ ƛǎ ŎǳǊƛƻǳǎƭȅΦ ά5ƛŘ ȅƻǳ ƎŜǘ ǘƘƛǎ ŦǊƻƳ ǘƘŜ /ŀǘƘŜŘǊŀƭ ǎǘƻǊŜ ŎǳǇōƻŀǊŘΚέ ƘŜ ŀǎƪǎΦ ά¸ƻǳ 

ǘƻƻƪ ƭƻƴƎ ŜƴƻǳƎƘ ŀōƻǳǘ ƛǘΣ ƛǘΩǎ ƘŀǊŘƭȅ ŦŀǊ ŀǿŀȅΦ !ƴŘ ƛǘΩǎ ŀ ǇǊŜǘǘȅ ŘƛǎƎǳǎǘƛƴƎ ŎƻƭƻǳǊΣ ƛǎƴΩǘ 

ƛǘΚ [ƻƻƪ ŀǘ ŀƭƭ ǘƘŜ ǎǘǊŜŀƪǎΦ bŜǾŜǊ ƳƛƴŘΦ LΩŘ ǊŀǘƘŜǊ ƘŀǾŜ ǘƘƛǎ ŘƻƴŜ now than in another 

ǘǿƻ ƳƻƴǘƘǎΣ ƻǊ ƘƻǿŜǾŜǊ ƭƻƴƎ ƛǘΩƭƭ ǘŀƪŜ ȅƻǳ ǘƻ ŦƛƴŘ ŀ ǎƛƳǇƭŜ ŎǳǇōƻŀǊŘΦέ 

With that he produces a small metal box, into which he drops the wax lump. Winding the 

ōƻȄ ǳǇ ǿƛǘƘ ŀ ƪŜȅΣ ƛǘ ǎǘŀǊǘǎ ǘƻ ǊŀǘǘƭŜ ŀƴŘ ǎƘŀƪŜ ŀƴŘ ŜǾŜƴǘǳŀƭƭȅ ǎƳƻƪŜΦ hƴŎŜ ƛǘΩǎ Ǌǳƴ 

ŘƻǿƴΣ ǘƘŜ ǿŀȄ ƛƴǎƛŘŜ Ƙŀǎ ƳŜƭǘŜŘ ŜƴƻǳƎƘ ŦƻǊ {ŀΩŀǘ ǘƻ ŘǊƛōōƭŜ ŀ ŦŜǿ ŘǊƻǇǎ ƻƴǘƻ ǘƘŜ ǿƻǊƪ 

order and then stamp it with his ring. 

άDƻƻŘΣέ ƘŜ ŀƴƴƻǳƴŎŜǎΦ ά¢ƘŀǘΩǎ ǘƘŀǘΦ .ǳǊŜŀǳŎǊŀŎȅ ŘŜŀƭǘ ǿƛǘƘΦ bƻ ƴŜŜŘ ǘƻ ǿŀȄ ƭȅǊƛŎŀƭ ŀōƻǳǘ 

ƛǘΦέ IŜ Ǌǳōǎ Ƙƛǎ ƘŀƴŘǎΣ ŎƘƻǊǘƭŜǎ ǘƻ ƘƛƳǎŜƭŦΣ ǘƘŜƴ ŀōǊǳǇǘƭȅ ǎǘƻǇǎ ŀƴŘ ǊŜǘǳǊƴǎ ǘƻ Ƙƛǎ ǿƻǊƪΦ 

LΩƳ ǊƻǳƴŘƭȅ ƛƎƴƻǊŜŘ ƛƴ ŀƭƭ ǘƘƛǎΣ ƻŦ ŎƻǳǊǎŜΦ 

¶ LŦ {ŀΩŀǘǎ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ пΥ ά¸ŜǎΣ ǾŜǊȅ ƎƻƻŘΣέ {ŀΩŀǘ ǎŀȅǎ ǿƛǘƘ ŀ  ǎƛƎƘΦ άLǘΩǎ 

ŀƭǊŜŀŘȅ ǎŜŀƭŜŘΣ ǎƻ ȅƻǳ Ŏŀƴ Ǉǳǘ ȅƻǳǊ ƴŀǎǘȅ ǿŀȄ ŀǿŀȅΦέ 

o Object:  OrangeWax 

Á Orange Wax behaves identically to Red Wax, with the appropriate colour 

change in descriptions. 

o Object:  GreenWax 
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Á Green Wax behaves identically to Red Wax, with the appropriate colour 

change in descriptions. 

o Object:  BrownWax 

Á Green Wax behaves identically to Red Wax, with the appropriate colour 

change in descriptions. 

8. East Apse 

o Description:  

aƻǊŜ ǇŜǿǎΣ ŦŀŎƛƴƎ ǘƘŜ ŀƭǘŀǊ ōŀŎƪ ǿŜǎǘΦ ¢Ƙƛǎ ƛǎ ǘƘŜ ǿƻƳŜƴΩǎ ŎƻǊƴŜǊΣ ōŜŎŀǳǎŜ ǘƘŜȅ ŀǊŜƴΩǘ ŀƭƭƻǿŜŘ ǘƻ ǎƛǘ 

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 covers ς so they say ς the door to the Cathedral crypt. 

¢ƘŜǊŜΩǎ ŀƭǎƻ ŀ Řƻƻr to the southeast, and in the corner of my eye, I keep catching movement from 

somewhere inside. 

o Object: Pews (standard chair object) 

Á Description: ¢ƘŜ ǿƻƳŜƴΩǎ ǇŜǿǎ ƘŀǾŜ ŀǊƳǊŜǎǘǎ ŀƭƭ ŀƭƻƴƎΣ ǇŀǊǘƭȅ ǎƻ ǘƘŜȅΩǊŜ ƳƻǊŜ 

comfortable, and partly to stop them talking to each other during the services. 

(So Drake says). 

o Object: Grate 

Á Description: ¢ƘŜ ƛǊƻƴ ƎǊŀǘŜ ƛǎ ƳŀŘŜ ƻŦ ƳŜǘŀƭ ŀ Ŧƻƻǘ ǘƘƛŎƪ ŀƴŘ ƛǘΩǎ ƭƻŎƪŜŘ ǿƛǘƘ ŀ 

gigantic padlock. I doubt I could manage to turn the lock even if I had the key for 

ƛǘΣ ǿƘƛŎƘ L ŘƻƴΩǘΦ 

Á Command [open or unlock Grate]: Disallow. Text: The grate is locked with a  

ōƭŀŎƪŜƴŜŘ ŎƘŀƛƴ ŀƴŘ ǇŀŘƭƻŎƪ ǘƘŀǘΩǎ ŀōƻǳǘ ǘƘŜ ǎƛȊŜ ƻŦ Ƴȅ ƘŜŀŘΦ 

Á Command [enter Grate or go NE from East Apse]: Disallow. Text: Did you read 

the bit about the padlock? 

9. West Apse 

o Description:  
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¢ƘŜǊŜ ŀǊŜ ƳƻǊŜ ǇŜǿǎΣ ǘƘƻǳƎƘ ǘƘŜǊŜΩǎ ŎƭŜŀǊƭȅ ƻƴŜ Ǌƻǿ ƳƛǎǎƛƴƎΣ ǿƘƛŎƘ 5ǊŀƪŜ ǎŀȅǎ ƛǎ ǘƘŜ ƻƴŜ ǘƘŜȅ ǘƻƻƪ ŀƴŘ 

ŎƘƻǇǇŜŘ ǳǇ ǘƻ ƳŀƪŜ ǘƘŜ ŦƭƻƻǊōƻŀǊŘǎ ƻŦ Ƴȅ ǊƻƻƳΦ L ŘƻƴΩǘ ōŜƭƛŜǾŜ ƛǘ ς why would anyone waste such a 

good bit of wood on me? 

Anyway, the altar ƛǎ ōŀŎƪ Ŝŀǎǘ ŀƴŘ ǘƘŜǊŜΩǎ ŀƴƻǘƘŜǊ ŀǊŎƘǿŀȅ ƛƴ ǘƘŜ ǎƻǳǘƘǿŜǎǘ ŎƻǊƴŜǊ ƻŦ ǘƘŜ ǊƻƻƳΦ {ƛƭŜƴŎŜ 

ŜƳŜǊƎŜǎ ǘƘǊƻǳƎƘ ƛǘ ƭƛƪŜ ƴƻƛǎŜ ŦǊƻƳ /ŀƭǾƛƴΩǎ ƳƻǳǘƘ ǿƘŜƴ ƘŜΩǎ ŜŀǘƛƴƎΦ Lǘ Ƴǳǎǘ ōŜ ŀ ƭƛōǊŀǊȅΦ 

o Object: Pews (standard chair object) 

Á Description: These pews are reserved for the elderly and infirm. Why they get 

ǘƘŜ ƻƴŜǎ ŦǳǊǘƘŜǎǘ ŦǊƻƳ ǘƘŜ ŘƻƻǊǎ ǘƻ ǘƘŜ /ŀǘƘŜŘǊŀƭ L ŘƻƴΩǘ ƪƴƻǿΦ 

10. Calendar Shrine 

o Description, when the Calendar is unexamined: This shrine is centred around a big 

ōǊŀǎǎ ǘŀōƭŜ ǿƛǘƘ ŀ Ǝƭŀǎǎ ǘƻǇΣ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ǎŜŜƳ ƴŜŀǊly important enough for the 

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 been examined: This shrine contains the Calendar 

¦ƴƭƛƳƛǘŜŘΣ ǿƘƛŎƘ LΩƳ ǇǊŜǘǘȅ ǎǳǊŜ ƛǎ ǘƘŜ ǘƘƛƴƎ {ǘ tƘƛƭƛǇ ōǳƛƭǘ ǘƻ ƎŜǘ ŀ Ŏƛǘȅ ŀ ƴŀƳŜŘ ŀŦǘŜǊ 

ƘƛƳΦ LǘΩǎ ǘƛŎƪƛƴƎ ŀǿŀȅ ǉǳƛŜǘƭȅ ƴŜȄǘ ǘƻ ǘƘŜ ōǊŀǎǎ ōǊŀȊƛŜǊΦ ¢ƘŜ bŀǾŜ ƛǎ ōŀŎƪ ŜŀǎǘΦ 

o Object: Calendar 

Á Description, first time: The top of the table is glass, beneath which is a mess of 

dials and pointers filling the whole surface. This is the Calendar Unlimited! The 

ultimate device that declares where in Time we are. Right now, for instance, the 

date is the 11th, the season is Autumn, the political climate is Restless, the next 

major disaster is Bakery Fire, the person currently looking is Wren ς good 

Grease! IT CAN SEE ME! 

Á Description, further times: Somewhere on the panels of this horrible thing is 

marked the day I was born and tƘŜ Řŀȅ LΩƭƭ ŘƛŜΦ L ƘƻǇŜ ƛǘ ƛǎƴΩǘ ǘƻƻ ǎƻƻƴΣ ǘƘŀǘΩǎ ŀƭƭΣ 

and has nothing to do with any Figures in Grey. 

Á Command [any interaction with the Calendar]: ¢ƘŜȅ ŘƻƴΩǘ ǿŀƴǘ Řǳǎǘ ƎŜǘǘƛƴƎ ƛƴΦ 

¢ƘŜȅ ŎŜǊǘŀƛƴƭȅ ŘƻƴΩǘ ǿŀƴǘ ƳŜ ƎŜǘǘƛƴƎ ƛƴΦ {ƻ ǘƘŜ ǿƘƻƭŜ ŎŀǎŜ ƛǎ ǘƛƎƘǘƭȅ ǎŜŀƭŜd. 

o Object: Brazier 
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Á Description: A brass dish set over a little tripod, in the centre of which a quiet 

ŦƭŀƳŜ ōǳǊƴǎΦ LǘΩǎ ƳŜŀƴǘ ŦƻǊ ƛƴŎŜƴǎŜ ŀƴŘ Ƙƻƭȅ ƻƛƭǎΣ ǘƘŀǘ ƪƛƴŘ ƻŦ ǘƘƛƴƎΦ 5ƻŜǎƴΩǘ 

seem very mechanistic to me: must be a hangover from the past, like shoelaces 

and Laundry. 

Á Command [touch brazier/flame]: LǘΩǎ ƴƻǘ too hot. Perhaps the fire understand is 

like the spring in the Refectory Clock: delivering a tiny amount of power for a 

very very long time. 

Á Command [put objects in Brazier]: This is used with the candles and waxes to 

melt them down and create new colored waxes. The mixture colours are 

defined as in the Combination Rules below. 

¶ If the object is not a candle or wax, disallow. Text: ¢ƘŜ ōǊŀȊƛŜǊΩǎ ǇǊŜǘǘȅ 

ƘƻǘΦ L ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŘŀƳŀƎŜ [the object]. 

¶ 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. 

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

o Move the correct coloured wax to the brazier (see 

Combination Rules below). Remove old wax.  

o Text: The candle melts in seconds, its wax mixing and swirling 

ǘƻƎŜǘƘŜǊ ǿƛǘƘ ǿƘŀǘΩǎ ŀƭǊŜŀŘȅ ƛƴ ǘƘŜ ōǊŀȊƛŜǊΣ ǘƻ ŦƻǊƳ ŀ ƭŀǊƎŜǊ 

Ǉƻƻƭ ǘƘŀǘΩǎ [new colour]-coloured. 

¶ If the object is wax and the brazier is empty: 

o Move wax to brazier.  

o Text: The lump of wax re-melts in seconds. 

¶ If the object is wax and the brazier contains wax: 

o Move the correct coloured wax to the brazier (see 

Combination Rules below). Remove old wax. 
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o Text: The lump of wax re-melts in seconds, mixing and 

ǎǿƛǊƭƛƴƎ ǘƻƎŜǘƘŜǊ ǿƛǘƘ ǿƘŀǘΩǎ ŀƭǊŜŀŘȅ ƛƴ ǘƘŜ ōǊŀȊƛŜǊΣ ǘƻ ŦƻǊƳ ŀ 

ƭŀǊƎŜǊ Ǉƻƻƭ ǘƘŀǘΩǎ [new colour]-coloured. 

¶ Every time candles and wax lumps are mixed, the size property of the 

new wax object increases. If two wax lumps are mixed, the size of the 

new wax lump is the sum of the two original sizes. 

¶ Combination Rules: for deciding what colour is produced when mixing 

two different colours (either of candles, or wax, or both). 

o Red + Blue -> Purple 

o Red + Yellow -> Orange 

o Blue + Yellow -> Green 

o Purple + Red / Blue -> Purple 

o Purple + other -> Brown 

o Orange + Red / Yellow -> Orange 

o Orange + other -> Brown 

o Green + Blue / Yellow -> Green 

o Green + other -> Brown 

o Brown + anything -> Brown. 

11. Orrey Hall 

o Description:  

This hall is mostly filled by a machine like no other: it serves no obvious purpose at all and is, unusually, 

ŜȄǘǊŜƳŜƭȅ ǎƭƻǿ ŀƴŘ ǉǳƛŜǘΦ LǘΩǎ ŎŀƭƭŜŘ ǘƘŜ άhǊǊŜȅέ ŀƴŘ ƛǘΩǎ ƳŜŀƴǘ ǘƻ ŘŜǇƛŎǘ ǘƘŜ ƳƻǾŜƳŜƴǘǎ ƻŦ ǘƘŜ 

heavens, though to me it looks more like the badly mangled bicycles you see dredged up from the river, 

ŀƴŘ Ƙƻǿ ŀƴȅƻƴŜΩǎ ƳŜŀƴǘ ǘƻ ǊŜŀŘ ǘƘŜ ǿƘƛǊƭǎ ƻŦ ŘƛǎŎǎΣ ōŀƭƭǎΣ ǿƛǊŜ ƘƻƻǇǎ ŀƴŘ ǎǇƛƴŘƭŜǎ ƛǎ ōŜȅƻƴŘ ƳŜΦ 

ώƛŦ {ŀΩŀǘ ƛǎ ŀǘ ǘƘŜ 5Ŝǎƪ]: Sat behind a desk in the corner, only just out of the way of a particularly 

far-off comet, is stranƎŜ .ǊƻǘƘŜǊ {ŀΩŀǘΦ IŜ ǿŀǘŎƘŜǎ Ƙƛǎ ƳŀŎƘƛƴŜ ǿƛǘƘ ǳƴōƭƛƴƪƛƴƎ ŜȅŜǎΦ 
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ώƛŦ {ŀΩŀǘ ƛǎ ŀǘ ǘƘŜ hǊǊŜȅ]: {ŀΩŀǘ ǇŀŎŜǎ ǊŜǎǘƭŜǎǎƭȅ ŀǊƻǳƴŘ ǘƘŜ ǊƛƳ ƻŦ ǘƘŜ ƳŀŎƘƛƴŜΣ ƭƻƻƪƛƴƎ ǘƻ ŦƛȄ 

whatever it was I did. 

hƴ {ŀΩŀǘΩǎ ŘŜǎƪ ƛǎ ŀ ǇƛƭŜ ƻŦ ǇŀǇŜǊǎ[if the work order is on the table], including  a work order. 

o Event [the first time you enter the Orrey Hall]:  

¢ƘŜ ōǊƻǘƘŜǊΩǎ ŀǘǘŜƴǘƛƻƴ ǘǿƛǘŎƘŜǎ ǘƻǿŀǊŘ  ƳŜ ŦƻǊ ŀ ƳƻƳŜƴǘΦ ά!ƘΣ ƎƻƻŘΗ {ƻƳŜƻƴŜΩǎ ŎƻƳŜ ŀƭƻƴƎΣ L ƪƴŜǿ 

ǎƻƳŜƻƴŜ ǿƻǳƭŘΣ ƛƴ ǘƘŜ ŜƴŘΦέ !ǎ ƘŜ ǎǇŜŀƪǎΣ ƘŜ ǿƛƴŘǎ Ƙƛǎ ƘŀƴŘǎ ǘƻƎŜǘƘŜǊ ŀǎ ƛŦ ǿŀǎƘƛƴƎ ǘƘŜƳ ǳƴŘŜǊ ŀ ǘŀǇΦ 

ά! ƧƻōΦ L ƴŜŜŘ ǘƘƛǎ ƳŀǇ ŦǊƻƳ ǘƘŜ {ƻŎƛŜǘȅ ƻŦ !ǎǘǊƻƴƻƳŜǊǎΦ Tight-fisted ogres, they always demand a sheet 

of my ǇŀǊŎƘƳŜƴǘ ƛƴ ǊŜǘǳǊƴ ŦƻǊ ŜǾŜǊȅ ƻƴŜ ƻŦ ǘƘŜƛǊǎΦέ  

IŜ ƎǊƛƴǎΣ ŀǎ ƛŦ ƘŜΩǎ Ƨǳǎǘ ƳŀŘŜ ŀ ƧƻƪŜΣ ŀƴŘ ƘƻƭŘǎ ǳǇ ŀ ǎƘŜŜǘ ƻŦ ǇŀǇŜǊ ς ƛǘΩǎ ŀ ǿƻǊƪ ƻǊŘŜǊ ƻŦ ǎƻƳŜ 

ŘŜǎŎǊƛǇǘƛƻƴΣ ōǳǘ L ŎŀƴΩǘ ǊŜŀŘ ƳƻǊŜ ōŜŦƻǊŜ ƘŜ ŦƭŀǇǎ ƛǘ Řƻǿƴ ƻƴ ǘƘŜ ǘŀōƭŜ ŀƎŀƛƴΦ άwǳƴ ŀƭƻƴƎ ǿƛǘƘ ƛǘΣ ǘƘŜƴΦέ 

He returns his gaze of the orrey. 

o Event [on entering the Orrey Hall if the Tome in the library has been examined 

ōǳǘ ǘƘŜ YƴƛŦŜ Ƙŀǎ ƴƻǘ ōŜŜƴ άŦƻǳƴŘέ ƛƴǎƛŘŜ ǘƘŜ ōƻƻƪϐΥ aƻǾŜ ǘƘŜ YƴƛŦŜ ǘƻ ǘƘŜ 

Library. Now the Knife 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 

ǘƛƳŜ ƘŜ ǊŜǘǳǊƴǎ ǘƻ ǘƘŜ [ƛōǊŀǊȅ ōŜŎŀǳǎŜ άǎƻƳŜƻƴŜ ŜƭǎŜέ Ƙŀǎ Ŏǳǘ ƻǇŜƴ ǘƘŜ ōƻƻƪ 

instead. 

o Object: Orrey 

Á Description:  

The ƳŀŎƘƛƴŜ ƛǎ ŎŜƴǘǊŜŘ ŀǊƻǳƴŘ ŀ ƭŀǊƎŜ ƎƻƭŘ ōŀƭƭ ǘƘŀǘΩǎ ƳŜŀƴǘ ǘƻ ƭƻƻƪ ǘƘŜ ǎǳƴ όōǳǘ LΩǾŜ ǎŜŜƴ 

the sun, and not only does it change size it changes colour too ς much redder after dinner, 

ƳǳŎƘ ƭƛƪŜ .ǊƻǘƘŜǊ IƻǊƭƻƎŜΩǎ ŎƘŜŜƪǎύΦ !ǊƻǳƴŘ ǘƘŀǘ ŎŜƴǘǊŜ ŀǊŜ ǿƛŘŜ ǘƘƛƴ ƘƻƻǇǎ of wire which 

are slowly revolving, sliding and spinning over one another. Fixed to them are coloured balls 

ς planets ς and pressed brass discs bearing the symbol of the major constellations. Further 

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

Á LƴǘŜǊŀŎǘΥ ƛŦ {ŀΩŀǘ ƛǎ ōȅ ǘƘŜ ƻǊǊŜȅΥ άDŜǘ ŀǿŀȅΣέ {ŀΩŀǘ ƛƴǎƛǎǘǎΣ ŀƴŘ ǇǳǎƘŜǎ ȅƻǳ 

back ς so hard that it hurts. 

Á Interact: ƛŦ {ŀΩŀǘ ƛǎ ŀǘ ǘƘŜ ŘŜǎƪΥ ƴƻǿ {ŀΩŀǘ ƛǎ ōȅ ǘƘŜ ƻǊǊŜȅ 

¢ƘƛǎΩƭƭ ŘƛǎǘǊŀŎǘ ǘƘŜ ƻƭŘ ōŀǘΣ ǎǳǊŜƭȅΦ L ƎǊŀō ƻƴŜ ƻŦ ǘƘŜ ǿƘŜŜƭǎ ƻŦ ǘƘŜ ƻǊǊŜȅ ŀƴŘ ǇǳǎƘ ƛǘ 

onwards, just a bit.  
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{ŀΩŀǘΩǎ ƻƴ Ƙƛǎ ŦŜŜǘ ƛƴ ǎŜŎƻƴŘǎΣ ƪƴƻǿƛƴƎ ǎƻƳŜǘƘƛƴƎΩǎ ǿǊƻƴƎ Ƨǳǎǘ ōȅ ǘƘŜ sound. He 

starts to pace around the edge of the machine, peering at it and fretting. 

{ǘǊŀƴƎŜƭȅΣ ƘŜ ŘƻŜǎƴΩǘ ǘŜƭƭ ƳŜ ƻŦŦΦ LǘΩǎ ƭƛƪŜ ƘŜ ŎŀƴΩǘ ǎŜŜ ƳŜ ŀǘ ŀƭƭΦ 

o 9ǾŜƴǘΥ ¢ƘǊŜŜ ǘǳǊƴǎ ŀŦǘŜǊ {ŀΩŀǘ ƳƻǾŜǎ ǘƻ ǘƘŜ ƻǊǊŜȅΥ ƴƻǿ ǎŀΩŀǘ ƛǎ ōȅ Ƙƛǎ ŘŜǎƪ 

Á Text: {ŀΩŀǘ ǎǳŘŘŜƴƭȅ ŎƘƻǊǘƭŜǎ ǿƛǘƘ ŘŜƭƛƎƘǘΦ ²ƛǘƘ ƻƴŜ ƘŀƴŘ ƘŜ ǘǿŜŀƪǎ ƻƴŜ 

of the wheels of the machine: ƴƻǘƘƛƴƎ ǎŜŜƳǎ ǘƻ ŎƘŀƴƎŜΣ ōǳǘ ƘŜΩǎ 

immediately satisfied and returns to his desk, beaming. 

o Object: Desk 

Á Description: The desk is covered in paper, covered in scribbles. 

Á Command [put something on desk]: ǘǊŜŀǘ ǘƘƛǎ ŀǎ DƛǾŜ hōƧŜŎǘ ǘƻ {ŀΩŀǘΦ 

o Object: {ŀΩŀǘΩǎ papers 

Á Description: L ŎŀƴΩǘ ƳŀƪŜ ǘƘŜ ǎƭƛƎƘǘŜǎǘ ǎŜƴǎŜ ƻŦ ŀƴȅ ƻŦ ƛǘΦ  

Á Command [take Papers]: It all looks like junk to me. [if Doric Event has 

happened] Lǘ ŎŜǊǘŀƛƴƭȅ ǿƻǳƭŘƴΩǘ ŎƻƴǾƛƴŎŜ ŀ tǊƻǘŜŎǘƻǊŀǘŜ ǘƘŀǘ L ǿŀǎ ǿƻǊƪƛƴƎ ŦƻǊ 

anyone. Anyone sane, anway. 

o NPC: {ŀΩŀǘ 

Á Description:  

{ŀΩŀǘ ƛǎ ǘƘŜ ƻƭŘŜst-ƭƻƻƪƛƴƎ Ƴƻƴƪ LΩǾŜ ŜǾŜǊ ǎŜŜƴ ŀƴŘ ǘƘŜǊŜΩǎ ƴƻǘ ŀ ƭƻǘ ƻŦ ƘƛƳ ƭŜŦǘ ǘƻ ōŀǎŜ ǘƘŀǘ 

ƻƴΦ Iƛǎ ōƻŘȅ ǎŜŜƳǎ ǘƻ ōŜ ƳŀŘŜ ƻŦ ǘƘŜ ǎŀƳŜ ǘƘƛƴ ǿƛǊŜǎ ŀǎ ǘƘŜ hǊǊŜȅ ƘŜΩǎ ƻōǎŜǎǎŜŘ ōȅΦ Iƛǎ 

ǎƪƛƴ ƛǎ ǎƻ ǇŀƭŜ LΩƳ ƴƻǘ ǎǳǊŜ ƘŜΩǎ ŜǾŜǊ ōŜŜƴ ƻǳǘǎƛŘŜΦ 

IŜΩǎ ǿŜŀǊƛƴƎ ŀ ǊƛƴƎΣ ōŜŀǊƛƴƎ ǘƘŜ /ŀǘƘŜŘǊŀƭΩǎ ǎŜŀƭΣ ǘƘƻǳƎƘ ƛǘΩǎ ǘƻƻ ǎƳŀƭƭ ǘƻ ǎŜŜ ǿƘŀǘ ǘƘŜ ǎŜŀƭ 

ƛǎΦ !ǎ 5ǊŀƪŜ ƻƴŎŜ ǎŀƛŘ ǘƻ ƳŜΣ ά¢Ƙŀǘ ǊƛƴƎ ƎƛǾŜǎ ƘƛƳ ǘƘŜ ǊƛƎƘǘ ǘƻ ŘŜƳŀƴŘǎ ǘƘƛƴƎǎ ƻŦŦ Ƴƻƴƪǎ 

same as I demand things off youΦέ 

[if by the desk]Υ {ŀΩŀǘ ǎƛǘǎ ōŜƘƛƴŘ Ƙƛǎ desk, regarding the orrey through cool eyes. 

[if by the orrey]: {ŀΩŀǘ ǇŀŎŜǎ ŀǊƻǳƴŘ ǘƘŜ ƻǊǊŜȅΣ ǘǊȅƛƴƎ ǘƻ ǿƻǊƪ ƻǳǘ ǿƘŀǘ ƴŜŜŘǎ ŦƛȄƛƴƎΦ 

Á bh¢9Υ {ŀΩŀǘ has two positions in the room, and a variable called his Letter 

State which indicates how close to given you a stamped work order he is. This 

variable begins at zero. Its stages are: 
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o 0 ς told player to take work order 

o 1 ς asked player for a book, to complete work order 

o 2 ς received the book 

o 3 ς asked player for wax to stamp the order 

o 4 ς received wax and stamped the work order 

¶ 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. 

Á Command [talk or ask about topic to {ŀΩŀǘ]: As before, topics can only 

be asked once. Respond as below.  Note that some of the topics 

responses vary depending on his internal flags. 

TOPIC ²w9bΩ{ w9{thb{9 RESPONSE 

Faith/Creed ά.ǊƻǘƘŜǊ {ŀΩŀǘΣέ L ŀǎƪΦ 

ά²ƘŀǘΩǎ ǘƘŜ ŎǊŜŜŘ ƻŦ 

ǘƘŜ /ƘǳǊŎƘΚέ 

άIƻǿ ǎƘƻǳƭŘ L ƪƴƻǿΚέ ƘŜ 

ŘŜƳŀƴŘǎ ǊƛƎƘǘ ōŀŎƪΦ ά¢ƘŜ ƻǘƘŜǊǎ 

might have time for dogma and 

ritual ς ǘƘŜ ƛŘƛƻǘΩǎ ƻǳǘǎƛŘŜ ǿƛǘƘ 

that Perpetuum of theirs, 

ŎƘŜŎƪƛƴƎ ǘƻ ǎŜŜ ƛǘΩǎ ǎǘƛƭƭ ƎƻƛƴƎΣ 

ƛǎƴΩǘ ǘƘŀǘ ǇŀǘƘŜǘƛŎΚ [ƛƪŜ ǘƘŜȅΩǾŜ 

not seen the best Perpetuum is 

ǘƘŜ ƻƴŜ ǘƘŜȅΩǊŜ ǎǘŀƴŘƛƴƎ ƻƴΦ 

²ƘŜǊŜΩǎ ǘƘŜƛǊ ŦŀƛǘƘΣ LΩŘ ŀǎƪΚ 

Where? In a creed? Or in a 

mŀŎƘƛƴŜΚέ IŜ ǿŀǾŜǎ ŀƴ ŀƴƎǊȅ 

hand at the great Orrey, then 

snatches it back to start winding 

his fingers together. 

Business/Proof ά²ƘŀǘΩǎ ǘƘƛǎ ǿƻǊƪ 

ƻǊŘŜǊ ŦƻǊΚέ L ŀǎƪΦ 

ά¢ƘŜȅΩǊŜ ƴƻǘ ŀōƻǳǘ ǘƻ ƭŜǘ Ƨǳǎǘ ŀƴȅ 

old ragamuffin barging into the 

Society of Astronomers,έ {ŀΩŀǘ 

ǎŀȅǎΣ ƛƴ ŘƛǎōŜƭƛŜŦΦ άLǘΩǎ ƴƻǘ ŀ 
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ǎŎƘƻƻƭΣ ȅƻǳ ƪƴƻǿΦ LǘΩǎ ŀ {ƻŎƛŜǘȅΦ 

hŦ !ǎǘǊƻƴƻƳŜǊǎΦ ¢ƘŜȅ ŘƻƴΩǘ ǿŀƴǘ 

just anyone barging in and saying, 

Ψ²ƛƭƭ Ƴȅ ŎǊƻǇǎ ŦŀƛƭΚΩΣ Ψ²Ƙŀǘ ŀōƻǳǘ 

ƭƛǘǘƭŜ .ƛƭƭȅΩǎ ƘȅǇƻǘƘŜǊƳƛŀΚΩΦ 

¸ƻǳΩǾŜ ƴƻ ƛŘŜŀ ǿƘŀǘ ŀ ƘŀǎǎƭŜ 

ǇŜƻǇƭŜ ŀǊŜΦ !ƴŘ ǘƘŜȅΩre 

everywhere! You go outside, you 

ŎŀƴΩǘ move ŦƻǊ ǇŜƻǇƭŜΗέ IŜ ǎǘƻǇǎ 

suddenly, and goes quiet. 

Abbey/Cathedral ά5ƻ ȅƻǳ ƭƛƪŜ ƛǘ ƘŜǊŜΚέ 

I ask. 

ά²ƘŜǊŜΚέ ƘŜ ǊŜǇƭƛŜǎΣ ǉǳƛǘŜ 

ƎŜƴǳƛƴŜƭȅΦ άL ŎƻǳƭŘ ǳǎŜ ŀ ŎǳǎƘƛƻƴΣ 

ǇŜǊƘŀǇǎΦέ 

Abbot άL ǘƘƛƴƪ ǘƘŜ !ōōƻǘΩǎ 

going to do 

somŜǘƘƛƴƎ ŘǊŜŀŘŦǳƭΣέ 

I try to tell him. 

άLΩƳ ǎǳǊŜ ƘŜ ƛǎΣέ ƘŜ ŘƛǎƳƛǎǎŜǎΦ 

ά¢ƘŜȅ ŀƭǿŀȅǎ ŘƻΦέ 

Figure in Grey άL ǎŀǿ ǘƘƛǎ CƛƎǳǊŜΧέ L 

begin. 

άLΩƳ ƴƻǘ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ȅƻǳǊ 

ǇǳōŜǎŎŜƴǘ ǊŀƳōƭƛƴƎǎΗέ ƘŜ 

ŜȄŎƭŀƛƳǎ ǎƘŀǊǇƭȅΦ ά{ŜŜ ǘƘŀǘ ƻǊ 

ǎƘǳǘ ǳǇΗέ ! ǎƘŀǊǇ ŦƛƴƎŜǊ Ǉƻƛƴǘǎ ŀǘ 

the Orrey. 

Archbishop άIƻǿ Ŏŀƴ L ƎŜǘ ǘƻ ǎŜŜ 

ǘƘŜ !ǊŎƘōƛǎƘƻǇΚέ L 

ask. 

ά.Ŝ ƳƻǊŜ ƛƳǇƻǊǘŀƴǘ ǘƘŀƴ ȅƻǳ 

ŀǊŜΣέ {ŀΩŀǘ ǎƴŀǇǎΦ ά!ƴŘ ƴƻΣ L 

ǿƻƴΩǘ ǘŀƪŜ ȅƻǳ ƻƴ ŀǎ ŀƴ ŀǎǎƛǎǘŀƴǘΦ 

L ŘƻƴΩǘ ƴŜŜŘ ŀǎǎƛǎǘŀƴǘǎΦ ώƛŦ {ŀΩŀǘΩǎ 

state is 1]Did you get my book 

yet?[end if]έ 

Cook/Calvin/Drake/Horloge/Reloh IŜΩǎ ǳƴƭƛƪŜƭȅ ǘƻ ƪƴƻǿ 

them, I think. 

 

Door ά¢ƘŜ /ŀǘƘŜŘǊŀƭ ŘƻƻǊǎ 

ŀǊŜ ǾŜǊȅ ƛƳǇǊŜǎǎƛǾŜΣέ 

άhƘΣ ȅŜǎΣέ ƘŜ ǊŜǇƭƛŜǎ ǎŀǊŎŀǎǘƛŎŀƭƭȅΦ 

άVery impressive. You pull them 
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you tell him. ŀƴŘ ǘƘŜȅ ƻǇŜƴΦ LǘΩǎ ƘŀǊŘƭȅ ŀ ƎǊŜŀǘ 

mechanism, is it? Hardly the 

intricate engineering of the 

ŎƻǎƳƻǎΚέ 

{ŀΩŀǘ ά²ƘŀǘΩǎ ȅƻǳǊ ǊƻƭŜ 

ƘŜǊŜΣ .ǊƻǘƘŜǊΚέ L ŀǎƪΦ 

IŜ ƎƭŀǊŜǎ ŀǘ ȅƻǳΦ ά.ŀōȅǎƛǘǘŜǊΣ ƛǘ 

ǿƻǳƭŘ ǎŜŜƳΦέ 

Clockwork ά.ǳǘ Ƙƻǿ ŘƻŜǎ 

/ƭƻŎƪǿƻǊƪ ǿƻǊƪΚέ L 

ask. 

ά¢ƛƳŜΣέ ƘŜ ŘŜŎƭŀǊŜǎΦ άLǘΩǎ ŀƭƭ 

predicated ς that means, built on 

ς the Universal solidity of Time. 

!ǎ ƭƻƴƎ ŀǎ ǘƘŜǊŜΩǎ ƴƻ ƎƻƛƴƎ ōŀŎƪΣ 

no cutting short-cuts, all this will 

ōŜ ǉǳƛŜǘ ŀƭǊƛƎƘǘΦέ 5ŜƭƛŎŀǘŜƭȅΣ ƘŜ 

Ǉŀǘǎ ƻƴŜ ǿƘŜŜƭ ƻŦ ǘƘŜ hǊǊŜȅΦ άL 

ōǳƛƭǘ ƛǘΣ ȅƻǳ ƪƴƻǿΣέ ƘŜ ŀŘŘǎΦ 

Saints ά²Ƙŀǘ ŘƻŜǎ ƻƴŜ ƘŀǾŜ 

ǘƻ Řƻ ǘƻ ōŜ ŀ {ŀƛƴǘΚέ L 

ask. 

ά.ǳƛƭŘ ƻƴŜ ƭƛǘǘƭŜ ǘǊƛƴƪŜǘ ǇŜƻǇƭŜ 

think is usefulΣέ {ŀΩŀǘ ǊŜǇƭƛŜǎ 

bitterly. 

Books/Library/Principia Planeteria, 

if state is 1 

ά²ƘƛŎƘ ōƻƻƪ ǿŀǎ ƛǘ 

ŀƎŀƛƴΚέ L ŀǎƪΦ 

άtǊƛƴŎƛǇƛŀ tƭŀƴŜǘŜǊƛŀΦ bŜǿǘƻƴΦ 

Now get it quickly, before I calcify 

ƻƴ ǘƘŜ ǎǇƻǘΣέ ƘŜ ǎŀȅǎΦ 

Books/Library/Principia Planeteria, 

if state is 2+ 

άLǎ ƛǘ ŀ ƎƻƻŘ ōƻƻƪΚέ L 

ask, thinking of 

Planeteria. 

ά¢ƘŜ ƎƻƻŘ-ŜǎǘΣέ ƘŜ ǎŎƻǿƭǎΣ 

ǎŀǊŎŀǎǘƛŎŀƭƭȅΦ ά.Ŝǎǘ ǘƘƛƴƎ bŜǿǘƻƴ 

ever did. All this nonsense with 

ǇŜƴŘǳƭǳǳƳǎΦέ IŜ ǎƘŀƪŜǎ Ƙƛǎ 

ƘŜŀŘΣ ǘƘŜƴ ǊƻǳƴŘǎ ƻƴ ƳŜΦ ά5ƻƴΩǘ 

ƭƛǎǘŜƴ ǘƻ ƳŜΣ ƻǊ ȅƻǳΩƭƭ ƎŜǘ ƛƴǘƻ ŀ 

lot of trouble, understand? And 

ȅƻǳΩƭƭ ƻƴƭȅ ƎŜǘ ƻǳǘ ƻŦ ƛǘ ƛŦ ȅƻǳΩǊŜ 

very, very clever. I was, but 

ȅƻǳΩǊŜ ǇǊƻōŀōƭȅ ƴƻǘΦ {ƻ Ƨǳǎǘ ŘƻƴΩǘ 

ƭƛǎǘŜƴ ǘƻ ƳŜ ŀǘ ŀƭƭΦέ 

Books/Library/Principia Planeteria, ά5ƻ ȅƻǳ ǊŜŀŘ ŀ lot of άbƻΦ .ƻƻƪǎ ŀǊŜ ŦƻǊ ƭƻƻƪƛƴƎ ǘƘƛƴƎǎ 
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if state is 0 ōƻƻƪǎΚέ L ŀǎƪΦ ǳǇ ƛƴΣέ {ŀΩŀǘ ǎŀȅǎ ŦƛǊƳƭȅΦ άbƻǘ ŦƻǊ 

reading. Start-to-finish is best left 

ŦƻǊ ǿǊƛǘŜǊǎ ŀƴŘ ǿǊƛǘŜǊǎ ŀƭƻƴŜΦέ 

Orrey/Planets/SkyΣ ƛŦ {ŀΩŀǘ ƛǎ ŀǘ Ƙƛǎ 

orrey 

άLǎ ǘƘŜ ƻǊǊŜȅ ŀƭƭ 

ǊƛƎƘǘΚέ L ŀǎƪΦ 

άL ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ ȅƻǳ ŘƛŘΣέ ƘŜ 

ǊŜǇƭƛŜǎ ƳŜƴŀŎƛƴƎƭȅΦ ά.ǳǘ ǿƘŜƴ L 

ŦƛȄ ƛǘ L ŘƻƴΩǘ ŜȄǇŜŎǘ ǘƻ ǎŜŜ ƛǘ Ǝƻ 

ǿǊƻƴƎ ŀƎŀƛƴΦ LǘΩǎ Ƴƻǎǘ ǳǇǎŜǘǘƛƴƎΦέ 

He winds his hands in despair. 

Orrey/Planets/SkyΣ ƛŦ {ŀΩŀǘ ƛǎ ŀǘ Ƙƛǎ 

desk 

ά5ƛŘ ȅƻǳ ōǳƛƭŘ ǘƘƛǎ 

ƻǊǊŜȅΚέ L ŀǎƪΦ 

ά9ǾŜǊȅ ƎŜŀǊ ŀƴŘ ǘǊŀŎŜΣέ ƘŜ ǎŀȅǎ 

ǇǊƻǳŘƭȅΦ ά¸ŜŀǊǎ ŀƎƻ ƴƻǿ ŀƴŘ L 

ǎǘƛƭƭ ŘƻƴΩǘ Ŧǳƭƭȅ ǳƴŘŜǊǎǘŀƴŘ ƛǘΦ LǘΩǎ 

a marvel. A mystery. I spend night 

ŀŦǘŜǊ ƴƛƎƘǘΣέ ς his eyes are filling 

with tears now ς άƧǳǎǘ 

contemplating it. You have to 

look at the right times, you seŜΦέ 

IŜΩǎ ǎƘŀƪƛƴƎΦ άIŀǾŜ ǘƻ ƎŜǘ ǘƘŜ 

ǘƛƳŜǎ ǊƛƎƘǘ ƻǘƘŜǊǿƛǎŜ ƛǘΩǎ ƴƻ 

goodΧέ 

 

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

¶ The orrey quietly revolves. 

¶ Something the orrey does ς ǘƘƻǳƎƘ L ŎŀƴΩǘ ǎŜŜ ŀ ǘƘƛƴƎ ŘƛŦŦŜǊŜƴǘ ς 

ƳŀƪŜǎ {ŀΩŀǘ ŎƭŀǇ Ƙƛǎ ƘŀƴŘǎ ƛƴ delight. 

¶ {ŀΩŀǘΩǎ ŜȅŜǎ ŘŀǊǘ ŀŎǊƻǎǎ ǘƘŜ ǿƘŜŜƭ ƻŦ Ƙƛǎ ƻǊǊŜȅ ƭƛƪŜ ƘŜ ǿŀǎ ǊŜŀŘƛƴƎ 

a book. 

¶ The gears on the orrey slowly tug at the distant comets over the 

doorway. 

¶ {ŀΩŀǘ Ƨƻǘǎ ŀ ƴƻǘŜ ǘƻ ƘƛƳǎŜƭŦΣ ǾŜǊȅ ǉǳƛŎƪƭȅΣ ŀƭƳƻǎǘ ǿƛǘƘƻǳǘ ǎŜŜƛƴƎ 

what it says. 
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o Object: WorkOrder 

Á Description: The order outlines the need for a map of a Nebula, whatever that 

is. [if Letter State is 4] LǘΩǎ ƻŦŦƛŎƛŀƭΥ ǎǘŀƳǇŜŘ ƛƴ ǇǳǊǇƭŜ ǿŀȄ ǿƛǘƘ ǘƘŜ /ŀǘƘŜŘǊŀƭ 

icon.[end if] 

Á /ƻƳƳŀƴŘ ώǇǳǘ ƻƴΣ Ǉǳǘ ƛƴΣ ŘǊƻǇ hǊŘŜǊ ƻƴŎŜ ǘƘŜ ǇƭŀȅŜǊΩǎ Ǝƻǘ ƛǘΥϐ Better hang 

onto it. You never know when something with the seal on it might come in 

handy. 

Á Command [take Order:] 

¶ LŦ {ŀΩŀǘ ōȅ ǘƘŜ hǊǊŜȅ ŀƴŘ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ ƴƻǘ п όƛŜΦ Not stamped): Move 

WorkOrder to inventory. Text: I slip the work order off his desk while 

ƘŜΩǎ ŘƛǎǘǊŀŎǘŜŘ ǿƛǘƘ ǘƘŜ ƻǊǊŜȅΦ ά¸ƻǳΗέ ƘŜ ōƻƛƭǎΦ bƻǘ ŘƛǎǘǊŀŎǘŜŘ ŜƴƻǳƎƘΦ 

.ǳǘ ƘŜ ŘƻŜǎƴΩǘ ǎƴŀǘŎƘ ƛǘ ōŀŎƪΦ ά5ƻƴΩǘ Řƻ ǘƘŀǘΗέ IŜΩǎ ǘƻƻ ǿǊŀǇǇŜŘ ǳǇ 

watching his machine to actually do anything ς just shakes his fist, and 

then gets back to work. 

¶ LŦ {ŀΩŀǘΩǎ ƭŜǘǘŜǊ ǎǘŀǘŜ ƛǎ пΥ {ŀΩŀǘ ǎƴŀǘŎƘŜǎ ƛǘ ōŀŎƪ ƻŦŦ ƳŜΣ ǘƻ ŎƘŜŎƪ ƛǘ ƻǾŜǊΦ 

ά{ƛƎƴΣ ǎŜŀƭΣ ŎƻƻǊŘƛƴŀǘŜǎΣ /Ǌŀō bŜōǳƭŀΣ IŜƴǊƛŎ {ŀΩŀǘΣ ǘƘŀǘΩǎ ƳŜΣ ŀƭƭ ƎƻƻŘΦ 

DƻƻŘΗέ IŜ ǎŜŜƳǎ ǎŀǘƛǎŦƛŜŘ ŀƴŘ Ǉǳǘǎ ǘƘŜ ƻǊŘŜǊ ƛƴǘƻ Ƴȅ ƘŀƴŘǎ ŀƎŀƛƴΦ 

άbƻǿ Ǌǳƴ ŀƭƻƴƎΦ ¢ƘŜ {ƻŎƛŜǘȅ ƛǎ ƛƴ tŀǊƛǎΣ ŀǎ LΩƳ ǎǳǊŜ ȅƻǳ ƪƴƻǿΣ ǎƻ ȅƻǳΩƭƭ 

ƘŀǾŜ ǘƻ ƎŜǘ ǘƘŜ ōƻŀǘ ŦǊƻƳ tƻǊǘ IŀǳǘŜǊΣ ƛǘΩǎ ŀōƻǳǘ ǘƘǊŜŜ Řŀȅǎ ƛƴ ƻƴŜ ƻŦ 

those wagon-things they let children travel on. Take a pigeon and sent 

ƳŜ ŀ ƴƻǘŜ ǿƘŜƴ ȅƻǳ ŀǊǊƛǾŜΦ DƻƻŘ ƭǳŎƪΗέ ²ƛǘƘ ŀ ǇƻƻǊ ŀǘǘŜƳǇǘ ŀǘ 

affection, he pats me on the shoulder. 

¶ LŦ {ŀΩat state is 0: Set state to 1.  Text: {ŀΩŀǘ ǎƴŀǘŎƘŜǎ ǘƘŜ ƻǊŘŜǊ ōŀŎƪ 

ƻŦŦ ƳŜ ŀƴŘ ŎƘŜŎƪǎ ƛǘ ƻǾŜǊΦ άhƘΣ cantileverΣέ ƘŜ ǎǿŜŀǊǎΣ ŎƻŀǊǎŜƭȅΦ άLΩǾŜ 

ŦƻǊƎƻǘǘŜƴ ǘƘŜ ŎƻƻǊŘƛƴŀǘŜǎΣ ƘŀǾŜƴΩǘ LΚέ IŜ ōŜƎƛƴǎ ƘǳƴǘƛƴƎ ŀǊƻǳƴŘ ŦƻǊ 

ǎƻƳŜǘƘƛƴƎ ōǳǘ ŜǾƛŘŜƴǘƭȅ ŎŀƴΩǘ ŦƛƴŘ ƛǘΦ ά¸ƻǳΗέ ƘŜ declares, waving a 

ŦƛƴƎŜǊΦ ά¸ƻǳΣ Ǝƻ ƎŜǘ ŀ tǊƛƴŎƛǇƛŀΣ ǿƛƭƭ ȅƻǳΚ CǊƻƳ ǘƘŜ ƭƛōǊŀǊȅΦ ! tƭŀƴŜǘŀǊƛŀΣ 

ƳƛƴŘ ȅƻǳΣ ƪƴƻǿ ƴƻǘ ƻƴŜ ƻŦ ǘƘƻǎŜ aŀǘƘŜƳŀǘƛŎŀǎΣ ǘƘŜȅΩǊŜ ƴƻ ǳǎŜ ǘƻ ƳŜΦ 

DƻƻŘΗ ²ŜƭƭΣ ǘƘŜƴΗ hŦŦ ȅƻǳ ƎƻΗέ IŜ Ǉǳǘǎ ǘƘŜ ƻǊŘŜǊ ōŀŎƪ Řƻǿƴ ƻƴ Ƙƛǎ ŘŜǎƪ 

and proceeds to ignore me. 

¶ If state is 1: {ŀΩŀǘ ǎƴŀǘŎƘŜǎ ƛǘ ōŀŎƪ ŦǊƻƳ ƳŜΦ άL ǘƻƭŘ ȅƻǳ ǘƻ ƎŜǘ Ƴȅ ōƻƻƪΗέ 

ƘŜ ŜȄŎƭŀƛƳǎΦ ά¢Ƙƛǎ ƻǊŘŜǊΩǎ ƴƻ ǳǎŜ ǿƛǘƘƻǳǘ ǘƘŜ Ŏƻ-ordinates. How would 

they know which map to provide? Think, child. Think!έ 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 96 

 

¶ If state is 2: Set state to 3. Text:  

{ŀΩŀǘ ǎƴŀǘŎƘŜǎ ōŀŎƪ ǘƘŜ ƻǊŘŜǊ ǘƻ ŎƘŜŎƪ ƛǘ ƻǾŜǊΦ ά/ƻƻǊŘƛƴŀǘŜǎ ς map ς Crab Nebule ς yes, yes, 

ǿŜ ƪƴƻǿΦ !ǎ ǘƘŜ ŎƻƎ ǎŀƛŘ ǘƻ ǘƘŜ ōǳǘŎƘŜǊΩǎ ǿƛŦŜΦ ²ƘŀǘΚ hƘΦ hƘΣ camΦέ IŜ ǎŎƻǿƭǎ ŀǘ ƳŜΦ 

ά{Ŝŀƭ ŀƴŘ ǎƛƎƴΦ ¢ƘŜȅ ŀƭǿŀȅǎ ǎŀȅΣ ǎŜŀƭ ŀƴŘ ǎƛƎƴΦ LΩǾŜ ǎƛƎƴŜŘΣ ōǳǘ ƻƘΣ ƴƻΣ ƴƻǘ ƎƻƻŘ Ŝƴough, 

ƛǎ ƛǘΚέ IŜ ōŜƎƛƴǎ ǘƘŜ ǇǊƻŎŜǎǎ ƻŦ ƘǳƴǘƛƴƎ ŀǊƻǳƴŘ ŀƎŀƛƴΦ 

ά5ƻ ȅƻǳ ƴŜŜŘ ŀƴƻǘƘŜǊ ōƻƻƪΚέ L ŀǎƪΦ 

άbƻΦ LŘƛƻǘΣέ ƘŜ ǎŀȅǎΦ άL ƴŜŜŘ ǎƻƳŜ ǿŀȄ ŦƻǊ ǎŜŀƭƛƴƎ ǿƛǘƘΦ hŦŦƛŎƛŀƭ ōǳǎƛƴŜǎǎΣ Ƙŀǎ ǘƻ ōŜ ǇǳǊǇƭŜ 

wax, none of this empty-your-ear business that was good enough a few years ago. Oh 

ƴƻΦ ¢ƘŜ ǿƻǊƭŘΩǎ ƎƻƴŜ ƳŀŘΣ L ǘŜƭƭ ȅƻǳΦέ IŜ ǿƛƴŘǎ Ƙƛǎ ƘŀƴŘǎ ǘƻƎŜǘƘŜǊ ǉǳƛǘŜ ǳƴŜȄǇŜŎǘŜŘƭȅΦ 

άaŀŘΦέ 

¶ If state is 3: ά²ƛǘƘƻǳǘ ŀ ǎŜŀƭΣέ {ŀΩŀǘ ǎŀȅǎΣ άǘƘƛǎ ǇŀǊŎƘƳŜƴǘ ȅƻǳΩǊŜ 

ǎƻ ōǳǎȅ ǘǊȅƛƴƎ ǘƻ ǎǘŜŀƭ ƛǎ ǿƻǊǎŜ ǘƘŀƴ ǳǎŜƭŜǎǎΦ LǘΩǎ ŀ ǿŀǎǘŜ ƻŦ Ƴȅ 

time and ƛǘΩǎ ǳǎŜƭŜǎǎΦέ 

Á /ƻƳƳŀƴŘ ώƎƛǾŜ ²ƻǊƪhǊŘŜǊ ǘƻ {ŀΩŀǘϐ when Letter State is not 4: move 

WorkOrder to Desk: Text: άDƻƻŘ ŦƻǊ ȅƻǳΣέ ƘŜ ǎŀȅǎΣ ǇǳǘǘƛƴƎ ǘƘŜ ǿƻǊƪ ƻǊŘŜǊ ōŀŎƪ 

ƻƴ Ƙƛǎ ŘŜǎƪΦ ά!ƴŘ ƭŜǘ ǘƘŀǘ ōŜ ŀ ƭŜǎǎƻƴ ǘƻ ȅƻǳ ƴƻǘ ǘƻ ǎǘŜŀƭΗέ IŜΩǎ ƎǊƛƴƴƛƴƎΣ ŦƻǊ ƴƻ 

reason. Then he returns his attention to the orrey. 

Á /ƻƳƳŀƴŘ ώƎƛǾŜ ²ƻǊƪhǊŘŜǊ ǘƻ {ŀΩŀǘϐ when Letter State is 4: Disallow: Text: 

ά²ŜƭƭΣ L ŘƻƴΩǘ ǿŀƴǘ ƛǘ ōŀŎƪΣ ƛǘΩǎ ǘƻƻ ƭŀǘŜ ŦƻǊ ǘƘŀǘΣέ ƘŜ ǎŀȅǎΦ ά¸ƻǳΩǾŜ ǇǊƻƳƛǎŜŘΦ 

bƻǿ ƎŜǘ ƻƴ ǿƛǘƘ ƛǘΦ ¢ƻ tŀǊƛǎΗ LǘΩƭƭ ƻƴƭȅ ǘŀƪŜ ŀōƻǳǘ ŀ ƳƻƴǘƘΣ L ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ 

ȅƻǳΩǊŜ ǿƻǊǊƛŜŘ ŀōƻǳǘΦέ 

Á Command [give WorkOrder to Doric]:  

¶ If not sealed (ie. If Letter State is not 4): 

o First time: ά/ƘŜŜƪȅ ōǳƎƎŜǊΗέ 5ƻǊƛŎ ǊŜƳŀǊƪǎΣ ǿƘƛǎǘƭƛƴƎ ǘƻ 

ƘƛƳǎŜƭŦΦ IŜΩǎ ƻƴƭȅ ǘŀƪŜƴ ƻƴŜ ƎƭŀƴŎŜ ŀǘ ǘƘƛǎ ǿƻǊƪ ƻǊŘŜǊ ƻŦ {ŀΩŀǘΩǎΦ 

ά²ƘŜǊŜ ŘΩȅƻǳ go half-ƛƴŎƘ ǘƘƛǎ ŦǊƻƳΚέ ƘŜ ŘŜƳŀƴŘǎΦ ά{ƻƳŜ 

ƳƻƴƪΩǎ ŘǊŀǿŜǊǎΚέ 

άLǎ ǎƻƳŜǘƘƛƴƎ ǿǊƻƴƎΚέ L ŀǎƪΣ ƛƴƴƻŎŜƴǘƭȅΦ 

άI may not read, kid, none of that reading, but even a dumb 

ƛƭƭƛǘŜǊŀǘŜ Ŏŀƴ ǎŜŜ ƛǘ ŘƻŜǎƴΩǘ ƘŀǾŜ ŀ ǎŜŀƭ ŀƴŘ ŀ ǎǘŀƳǇΦ ¢ƘŜǊŜΩǎ 

nothing official about an order without a seal and a stamp. 
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So I suggest you just go slip that back wherever it was you 

ǘƻƪŜƴ ƛǘ ŦǊƻƳΦέ 

o Second time: ά5ƻƴΩǘ ǘŀƪŜ ǘƘŜ ƳƛŎƪŜȅΣ ƪƛŘΣέ 5ƻǊƛŎ ǎƛƎƘǎΦ 

¶ LŦ [ŜǘǘŜǊ {ǘŀǘŜ ƛǎ пΥ {Ŝǘ 5ƻǊƛŎΩǎ CŀƛǘƘ ŦƭŀƎ ǘƻ ǘǊǳǎǘŜŘΦ ¢ŜȄǘΥ ά²ŜƭƭΦέ 

IŜ ǎƪƛƳǎ ƻǾŜǊ ǘƘŜ ǿƻǊƪ ƻǊŘŜǊΦ ά[ƻƻƪǎ ŀƭƭ ƛƴ ƎƻƻŘ ƻǊŘŜǊ ǘƻ ƳŜΦ L 

ǎǳǇǇƻǎŜ ȅƻǳ ƘŀǾŜ ōǳǎƛƴŜǎǎ ǿƛǘƘ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ŀŦǘŜǊ ŀƭƭΦέ 

Á NOTE:  This is the key item that allows you to get past Doric and is given to you 

ƻƴŎŜ {ŀΩŀǘ Ƙŀǎ ǿǊƛǘǘŜƴ ǘƘŜ ƻǊŘŜǊ ŀƴŘ ȅƻǳ ƎƛǾŜ ƘƛƳ ǘƘŜ tǳǊǇƭŜ²ŀȄ 

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 mechanised. Little blocks of shelving, holding about twenty books each, tile the cylindrical wall in a 

ƪƛƴŘ ƻŦ ƳƻǎŀƛŎΣ ōǳǘ ǘƘŜȅΩǊŜ ŀƭƭ ŦƛȄŜŘ ǳǇ ǘƻ ǿƛƴŎƘŜǎΣ ǇǳƭƭŜȅǎΣ ŀƴŘ ǘƘŜ ǿƘƻƭŜ ǊƻƻƳ Ŏŀƴ ǊŜǾƻƭǾŜΣ ǎƻ ƛƴǎǘŜŀŘ 

ƻŦ ȅƻǳ ƎƻƛƴƎ ǘƻ ŀ ŦƛƴŘ ŀ ōƻƻƪΧ ǿŜƭƭΣ ȅƻǳ ƎŜǘ ǘƘŜ ƛŘŜŀΦ  

This is all controlled by a gold-panelled contraption that dangles from the ceiling like a chandelier they 

ŦƻǊƎƻǘ ƘƻƛǎǘΦ LǘΩǎ Ǝƻǘ ǘƘǊŜŜ Ƴŀƛƴ ŎƻƴǘǊƻƭǎΦ hŎŎŀǎƛƻƴŀƭƭȅΣ ƻƴŜ ƻŦ ǘƘŜ ƛƴƛǘƛŀǘŜǎ ƎƻƛƴƎ ǘƘŜ ǎǘǳŘȅƛƴƎ ǇƘŀǎŜ ƻŦ 

their education goes up and takes a look, but they seem nervous to touch them, for some reason. 

.ȅ ǘƘŜ ŘƻƻǊ ǘƻ ǘƘŜ ƴƻǊǘƘŜŀǎǘ ƛǎ ŀ ŎŀǊŘ ŎŀǘŀƭƻƎǳŜΦ ¢ƘŀǘΩƭƭ ōŜ ƎƻƴŜ ŀǎ ǎƻƻƴ ŀǎ ǘƘŜȅ ǿƻǊƪ ƻǳǘ Ƙƻǿ ǘƻ ŦƛȄ ǳǇ ŀ 

keyboard to decent gear mechanism.  

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

¶ Event [first time entering Library, once only:] (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).  

o  Object: Initiates 

Á Description: Between where I am, and the monks around the altar back in the 

Cathedral, comes a long period with a shaved head but no dining rights. The 

ōƻȅǎ ƘŜǊŜ ŀǊŜ ǎǘǳŘȅƛƴƎ ƘŀǊŘ ōŜŎŀǳǎŜ ǘƘŜȅΩǊŜ ƎŜǘǘƛƴƎ ƘǳƴƎǊȅΦ 

Á Command [any interaction with Monks]:  LΩŘ ōŜǘǘŜǊ ƴƻǘ ŘƛǎǘǳǊō ǘƘŜƳΦ 
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o Object: Library Tables (standard table object) 

Á Description: A few long tables for working. 

o Object: Books, Shelves 

Á Description: ¢ƘŜ ōƻƻƪǎƘŜƭǾŜǎ ŦƻǊƳ ŀ ƎƛŀƴǘΩǎ ƧƛƎǎŀǿ ƻƴ ǘƘŜ ǿŀƭƭΣ ǊƛƎƘǘ ǘƘŜ ǿŀȅ 

ŀǊƻǳƴŘΦ ¢ƘŜȅΩǊŜ ŀƭƭ ǊƛƎƎŜŘ ŀƴŘ ǇǳƭƭŜȅŜŘ ǎƻ ǘƘŜ ƻǊŘŜǊ Ŏŀƴ ōŜ ŎƘŀƴƎŜŘ ŀǘ ǿƛƭƭΦ ¢ƘŜ 

whole process is controlled by an oddly-small contraption in the centre of the 

room, that dangles down from the ceiling. 

Á Command [any interaction with Books]: Even the nearest one is far above my 

reach. They have to be, otherwise anytime a book was ordered using the 

controls in the centre of the room, someone might be crushed by a flying 

bookcase. 

o Object: Tome 

Á Description: If not cut open: A large volume, fresh from the Gutenberg in the 

!ōōŜȅΦ L Ŏŀƴ ǘŜƭƭ ƛǘΩǎ ƴŜǿ ōȅ ǘƘŜ ŦǊŜǎƘƴŜǎǎ ƻŦ ǘƘŜ ƭŜŀǘƘŜǊΣ ŀƴŘ ǎƳŜƭƭ ƻŦ burnt ink 

and the way some of the pages are still uncut ς each 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 knife. If cut open: 

The book is very new and not very evenly cut. 

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

Á Command [take Tome]: Disallow. ¢ƘŜ ōƻƻƪΩǎ ƻǳǘ ŦƻǊ ƻƴŜ ƻŦ ǘƘŜ ƛƴƛǘƛŀǘŜǎΦ LΩǾŜ ƴƻ 

good reason to steal it from him. 

Á Command [open or read Tome]:  Checks two variables, if the knife is present 

and if the pages have been cut open. 

 If knife is present and the pages cut:  

Ψhƴ ǘƘŜ ǇŀǘǘŜǊƴ ƻŦ ŦƭƻǊŀ ƛƴ ǘƘŜ ǿŀǘŜǊ ƻŦ ǎƘŀƭƭƻǿ ǇƻƴŘǎΦ aŀƴȅ ƛƴǾŜǎǘƛƎŀǘƛƻƴǎ ƘŀǾŜ ōŜŜƴ 

made into this fascinating subject using the latest close-viewing Opticks and the 

researches of Maxwell and Newton into the properties of lens-ƎƭŀǎǎΦ IƻǿŜǾŜǊΧΩ 

  This doeǎƴΩǘ ǊŜŀŘ ƭƛƪŜ ŀ ŎƘǳǊŎƘ ōƻƻƪ ŀǘ ŀƭƭΦ 

 If knife is present and the pages have not been cut; The book is readable 

ȅŜǘ ōŜŎŀǳǎŜ ǘƘŜ ǇŀƎŜǎ ƘŀǾŜƴΩǘ ōŜŜƴ Ŏǳǘ ƻǇŜƴΦ 
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If the knife is not present, indicate that upon opening the book: move 

Knife to Library: A knife falls out from inside the book. Presumably the absent-

minded monk had been using it as a bookmark before going off to find a paper 

knife.  

o Object: Knife 

Á Description: A short steel letter-opener, sharp enough o slive through paper but 

probably not much good for fending off Calvin. 

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

Á 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 space! 

Á Command [take Knife]:  I pick up the knife. 

Á Command [cut Tome with Knife]: I slit open the pages of the Tome with the 

knife. What a helpful child I am!  Set Tome Pages Cut Open to True. 

Á Command [scrape or take ANY Wax from Brazier with Knife]: Text: I scrape the 

wax up into a ball using the knife. Move Wax (determined by what was in 

Brazier) out of Brazier and into Inventory. 

Á Command [Drop Knife, Put in/on something, throw]: Disallow. Knife like this 

ƳƛƎƘǘ ŎƻƳŜ ƛƴ ǳǎŜŦǳƭΦ LŦ L Ǌǳƴ ƛƴǘƻ ŀƴȅ CƛƎǳǊŜǎΧ ƻǊ ŀƴȅ 5ǊŀƪŜǎΧ 

o Object: Contraption 

Á 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 overhead.  

Á Command [any interaction with Contraption]: ̧ƻǳΩŘ ƴŜŜŘ ǘƻ ōŜ ǎǇŜŎƛŦƛŎ ƻƴ 

which control I should use, and how. 

o Object: Card Catalogue 

Á Description: LǘΩǎ ŀ ōƻȄ ƻŦ ƛƴŘŜȄ ŎŀǊŘǎΣ ŦƛƭŜŘ ŀƭǇƘŀōŜǘƛŎŀƭƭȅΦ 9ŀǎȅ ǘƻ ǳǎŜΣ ǳƴƭƛƪŜ ǘƘŜ 

contraption that controls the sheƭǾŜǎΗ L Ƨǳǎǘ ƴŜŜŘ ǘƻ ƭƻƻƪ ǳǇ ǿƘŀǘŜǾŜǊ ǘƛǘƭŜ LΩƳ 

after. 
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Á Command [find or lookup X in Card Catalogue]: 

¶  X is a term in quotes.   

¶ CƻǊ ŀƴȅ ǘŜǊƳ ōŜǎƛŘŜǎ άtǊƛƴŎƛǇƛŀέ ƻǊ άtǊƛƴŎƛǇƛŀ tƭŀƴŜǘŀǊƛŀέ: L ŘƻƴΩǘ ŦƛƴŘ 

that in the catalogue. It might be listed under a different name or it 

might not be here at all. 

¶ CƻǊ άtǊƛƴŎƛǇƛŀέΥ L ŦƛƴŘ ƻƴŜΣ ǘƘŜƴ ŀƴƻǘƘŜǊΣ ǘƘŜƴ ŀ ǘƘƛǊŘ tǊƛƴŎƛǇƛŀΧ ǎŜŜƳǎ 

ǘƻ ōŜ ŀ ǇƻǇǳƭŀǊ ƴŀƳŜΦ ²ƘƛŎƘ ƻƴŜ ǿŀǎ {ŀΩŀǘ ŀŦǘŜǊΚ  

¶ CƻǊ ŜƛǘƘŜǊ άtƭŀƴŜǘŀǊƛŀέ ƻǊ άtǊƛƴŎƛǇƛŀ tƭŀƴŜǘŀǊƛŀέ: There are a lot of 

ŎŀǊŘǎ ƭŀōŜƭƭŜŘ άtǊƛƴŎƛǇƛŀέΣ ōǳǘ ŀŦǘŜǊ ŀ ǿƘƛƭŜ L ǇƛŎƪ ƻǳǘ bŜǿǘƻƴΩǎ 

Planetaria. The card reads: άΨtǊƛƴŎƛǇŀ tƭŀƴŜǘŀǊƛŀΣ ǘƘŜ ŀǇƻŎǊȅǇƘŀƭ 

astronomical writings of St. IsaŀŎ bŜǿǘƻƴΦΩ /ŀǊǘŜǎƛŀƴ /ŀƭƭ bǳƳōŜǊ όпоΣ 

мнΣ фрύέ I put it back in the catalogue. 

o Object: Controls 

Á 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.  

Á Command [use or turn on Controls]: If I just mess about at random with these 

ǘƘƛƴƎǎ LΩƭƭ ǇǊƻōŀōƭȅ ǘǳǊƴ ǘƘŜ ǿƘƻƭŜ ƭƛōǊŀǊȅ ƛƴǎƛŘŜ ƻǳǘΦ .Ŝǎǘ ǘƻ ōŜ ǎǇŜŎƛŦƛŎΦ ²ƘƛŎƘ 

control, which way? 

NOTE:  This is slightly complicated.  Each of the parts of the controls (below) controls a 

ŘƛŦŦŜǊŜƴǘ ŦǳƴŎǘƛƻƴΦ Lƴ ǎƘƻǊǘΥ tǳƭƭƛƴƎ ǘƘŜ ŎƘŀƛƴ ƻǇŜǊŀǘŜǎ ǘƘŜ ŎƻƴǘǊŀǇǘƛƻƴΦ  LŦ ȅƻǳΩǾŜ ǎŜǘ ǘƘŜ 

meters to the correct numbers,  it will deliver the Principa to you.  Otherwise, it results in 

an error message.  This should be implicit in the commanŘǎ ōŜƭƻǿΣ ōǳǘ L ǘƘƻǳƎƘǘ LΩŘ ƳŀƪŜ 

it explicit here. 

o Object: Steel crank. 

Á NOTE: All cranks are identical, except for their material and the meter 

they control. Underlines indicate sections of text that need to vary. 

Á Description: The steel crank is connect by a system of mobile rods to the X 

meter. I could turn it either clockwise or anticlockwise. 
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Á bh¢9Υ ! ǇƭŀȅŜǊ ǘȅǇƛƴƎ άǘǳǊƴ /ǊŀŎƪέΣ ŀǎǎǳƳŜ ŎƭƻŎƪǿƛǎŜΦ 

Á Command [turn Steel Crank clockwise]: Turning the Steel Crank clockwise 

increases the ones 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 does not 

affect the tens digit of the X meter. Text: The second tumbler of the X meter 

slowly winds on, so it now reads [new number of X meter]. 

Á Command [turn Steel Crank counter-clockwise]: 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 does not affect the ones digit of the X meter. Text: The first tumbler of the 

X meter slowly winds on, so it now reads [new number of X meter]. 

o Object: X Meter 

Á Description: A glass cylinder capped with steel and engraved with a letter X. 

Inside are two revolving tumblers engraved with numerals. They read [current 

number on X meter]. Two piston-arms lead back to the steel crank.  

Á Command [turn or set X Meter]: Disallow.  The tumbles are sealed in their 

cylinder. 

Á NOTE:  This object has two variables, 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. 

Á The brass crank is identical in function to the steel crank, with description 

varying where indicated. It is connected to the Y meter. 

o Object: Y Meter 

Á The Y-meter is identical to the X-meter with variations marked. 

Á The Y-meter starts out reading 11. 

o Object: Gold crank. 

Á The gold crank is identical in function to the steel crank, with description 

varying where indicated. It is connected to the Z meter. 
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o Object: Z Meter 

Á The Y-meter is identical to the X-meter with variations marked. 

Á The Y-meter starts out reading 68. 

o Object: Chain 

Á Description: A long iron chain that leads up to the contraption on the ceiling. I 

ǎƘƻǳƭŘƴΩǘ ǎŀȅ ǘƘƛǎΣ ōǳǘ ƛǘ ƭƻƻƪǎ ŀ ƭƻǘ ƭƛƪŜ ǘƘŜ ǘƻƛƭŜǘ ŦƭǳǎƘ ǘƘŀǘ .ǊƻǘƘŜǊ !ǊƳƛǘŀŜǊ Ƙŀǎ 

been designing. 

Á NOTE:  This chain controls the Library mechanism.  

Á Command [pull Chain]: 

¶ I 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. 

LǘΩǎ ƭƛƪŜ ŀ ōŀǎƪŜǘ ƻŦ ŎǊŀōǎ ƪƛŎƪŜŘ ƻǾŜǊ ƛƴ ŀ ƳŀǊƪŜǘΤ ŀƭƭ ǘƘŜ books 

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.  

¶ If X= 43, Y=12, Z= 95: Move Principia to inventory. LǘΩǎ ǘƘŜ tǊƛƴŎƛǇƛŀΗ L 

snatch it down and the plate slides back into the shelf. 

¶ If ƴƻǘ ŀƴŘ ǎŀΩŀǘ [ŜǘǘŜǊ {ǘŀƎŜ ƛǎ лΥ The book is nothing I want 

though, so I release the chain and it disappears back into the 

stacks. 

¶ If not and the Principia has been taken already: The book turns 

ƻǳǘ ǘƻ ōŜ ŀ ŘǳƳƳȅΗ Wǳǎǘ ŀ ōƭƻŎƪ ƻŦ ǿƻƻŘ ǿƛǘƘ ά.hhY hb [h!bέ 

ǇŀƛƴǘŜŘ ƻƴ ǘƘŜ ŎƻǾŜǊΦ Lǘ ǿƻƴΩǘ ŎƻƳŜ ŦǊŜŜΤ ŀƴŘ ŘƛǎŀǇǇŜŀǊǎ ƛƴǘƻ ǘƘŜ 

shelf once more. 

¶ If not: Sadly, iǘΩǎ ƴƻǘ ǘƘŜ tǊƛƴŎƛǇƛŀΦ L ǊŜƭŜŀǎŜ ǘƘŜ ŎƘŀƛƴ ŀƴŘ ǘƘŜ ōƻƻƪ 

disappears into the stacks. 
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o Object: Principia Planeteria 

Á Description: LǘΩǎ ŀ ǎƭƛƳ ǾƻƭǳƳŜ ς ǎǳǊǇǊƛǎƛƴƎƭȅΦ ¢ƘŜ ǘƛǘƭŜ ƛǎ άtǊƛƴŎƛǇƛŀ tƭŀƴŜǘŜǊƛŀΥ 

¢ƘŜ !ǇƻŎǊȅǇƘŀƭ !ǎǘǊƻƴƻƳƛŎŀƭ ²ǊƛǘƛƴƎǎ ƻŦ {ǘΦ LǎǎŀŎ bŜǿǘƻƴΦέ 

Á NOTE:  This item is given to you after completing the mechanism puzzle in the 

/ȅŎƭƛŎŀƭ [ƛōǊŀǊȅ ŀƴŘ ƛǎ ƎƛǾŜƴ ǘƻ {ŀΩŀǘΦ 

Á /ƻƳƳŀƴŘ ώƎƛǾŜ tǊƛƴŎƛǇƛŀ ǘƻ {ŀΩŀǘϐΥ  

¶ LŦ ǘƘŜ ²ƻǊƪhǊŘŜǊ ƛǎ ƻƴ ǘƘŜ ŘŜǎƪ όǇƭŀȅŜǊ ƘŀǎƴΩǘ ǎǘƻƭŜƴ ƛǘύΥ ǎŜǘ [ŜǘǘŜǊ 

Stage from 1 to 2. Remove Principia. Text: 

άLǎ ǘƘƛǎ ǘƘŜ ōƻƻƪΚέ L ŀǎƪΣ ƻŦŦŜǊƛƴƎ ǘƘŜ tǊƛƴŎƛǇƛŀ tƭŀƴŜǘŀǊƛŀ ǘƻ {ŀΩŀǘΦ 

ά²Ŝƭƭ ŘƻƴŜΣέ ƘŜ ǊŜǇƭƛŜǎΣ ƛƴǎƛƴŎŜǊŜƭȅΦ ά²Ŝƭƭ ŘƻƴŜΦ ¸ƻǳ ƳŀƴŀƎŜŘ ǘƻ 

not bring me the Principia Mechanistica, Principia Mathematica or 

the Principia Copiomatrix. Or any of the other dubious volumes 

LΩƳ ŀƭǿŀȅǎ ǇǳƭƭƛƴƎ ŘƻǿƴΦέ IŜ ǘŀƪŜǎ ǘƘŜ ōƻƻƪ L have brought and 

quickly flicks through the pages. Seems he knows exactly what 

ƘŜΩǎ ŀŦǘŜǊΧ 

ά¢ƘŜǊŜ ǿŜ ŀǊŜΦ /ƻƻǊŘƛƴŀǘŜǎΧέ IŜ ǎŎǊƛōōƭŜǎ ǎƻƳŜǘƘƛƴƎ Řƻǿƴ ƻƴǘƻ 

ǘƘŜ ǿƻǊƪ ƻǊŘŜǊ ƻƴ ǘƘŜ ŘŜǎƪΦ ά5ƻƴŜΦ /ƻƻǊŘƛƴŀǘŜǎ ǘƻ ŦƛƴŘ 

ŎƻƻǊŘƛƴŀǘŜǎΣ ŀƭƭ ǘƻ ŦƛƴŘ ŎƻƻǊŘƛƴŀǘŜǎΣέ ƘŜ ǎŀȅǎ ǿƛǘƘ ŀ ǎƳƛƭŜΦ ¢ƘŜ 

ōƻƻƪ ƘŜ Ǉǳǘǎ ŀǿŀȅ ƛƴ Ƙƛǎ ŘŜǎƪΦ άLΩƭƭ ƪŜŜǇ ǘƘŀǘΣέ ƘŜ ƳǳǘǘŜǊǎΣ 

ǿƛƴŘƛƴƎ Ƙƛǎ ƘŀƴŘǎ ŀǊƻǳƴŘ ƻƴŜ ŀƴƻǘƘŜǊΦ ά¸ŜǎΣ ǿƘȅ ƴƻǘΚέ 

¶ If the WorkOrder is stolen: 

ά²ŜƭƭΣ ǘƘŀǘΩǎ ǾŜǊȅ ƪƛƴŘΣέ {ŀΩŀǘ ǊŜǇƭƛŜǎ ǘŜǎǘƛƭȅΦ ά.ǳǘ LΩŘ ƭƛƪŜ ǘƘŜ ǿƻǊƪ 

order I spent all morning preparing first, I think. How about that? 

Then you Ŏŀƴ ƎƛǾŜ ƳŜ ǘƘŜ ōƻƻƪ L ǿŀƴǘ ǘƻƻΦέ 

Á Command [read Principia]: Why anyone would want to read this is beyond me. 

After a hundred pages of numerical tables listing the table-co-ordinates of co-

ordinates of stars, there follows a hundred pages of diagrams, depicted the 

night skies and the structures beyond, all joined up by watch escapements, rods, 

springs, levers and releases. bŜǿǘƻƴΩǎ /ƭƻŎƪ ¦ƴƛǾŜǊǎŀƭƛǎΣ ƛǘΩǎ ŎŀƭƭŜŘΦ LǘΩǎ ƭƛƪŜ 
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ǎƻƳŜƻƴŜ ǎƪŜǘŎƘŜŘ ŀ ƴƛƎƘǘ ǎƪȅ ŀƴŘ ŘƻƻŘƭŜŘ ƻƴ ƛǘΦ όLǘΩǎ ŀƴ Apocrypha. LΩƳ ǇǊŜǘǘȅ 

sure tƘŀǘ ƳŜŀƴǎ ƛǘΩǎ ǊǳōōƛǎƘύΦ 

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. ¢ƘŜ ǎǳƴ Ƙŀǎ Ƨǳǎǘ ŎƻƳŜ ǊƻǳƴŘ ŀƴŘ LΩƳ ǎǘŀƴŘƛƴƎΣ ōŀǘƘŜŘ ƛƴ 

colourful light from the enormous stained glass window. Spiral stairs lead down, and the 

balcony curves around to the northeast. 

o Command [down from West Clerestory]: Move Player into Choir: I climb back down. 

o Object: Windows 

Á Description: This pane of glass depicts an enormous lever, being operated from 

very far off by a man wearing a bed-ǎƘŜŜǘΦ όhǊ ǘƘŀǘΩǎ ǿƘŀǘ ƛǘ ƭƻƻƪǎ ƭƛƪŜ ǘƻ ƳŜΥ 

ƘŜΩǎ ǇǊƻōŀōƭȅ ƳŜŀƴǘ ǘƻ ōŜ ŀƴ ŀƴƎŜƭύΦ 

o Object: Stairs 

Á Description: The stairs spiral downwards. 

Á Command [climb West Stairs]: Move player into Choir: same as going down. 

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.  

Lƴ ƻƴŜ ŎƻǊƴŜǊ ǎǘŀƴŘ ǘǿƻ ŜƴƻǊƳƻǳǎ ǎǘŀǘǳŜǎ ƻŦ {ǘ .ǊŜƎǳŜǘ ŀƴŘ {ǘ .ŀōōŀƎŜΦ ¢ƘŜȅΩǊŜ ƘǳŘŘƭŜŘ ǘƻƎŜǘƘŜǊ ƭƛƪŜ 

ŎƻƴǎǇƛǊŀǘƻǊǎ ŀƴŘ .ŀōōŀƎŜΩǎ ŜƴƻǊƳƻǳǎ ƘŜŀŘ ƎŜǘǎ ƛƴ ǘƘŜ ǿŀȅ ƻŦ ǘƘŜ ōŜŀǳǘƛŦǳƭ ǎǘŀƛƴŜŘ Ǝƭŀǎǎ ōŜƘƛƴŘ ƘƛƳΦ 

[if Chase Event not running]Along the balcony to the southeast I can a guard, standing duty. 

o Object: Windows 

Á Description: This window depicts a gigantic coiled snake made of steel. 

o Object: Statues 
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Á Description: The statues are twice life-size (probably exactly), and carved down 

to the tiniest detail. .ǊŜƎǳŜǘ Ƙŀǎ ŦƭǳŦŦ ƻƴ Ƙƛǎ ƧŀŎƪŜǘ ŀƴŘ .ŀōōŀƎŜΩǎ ǿƛƎ ǎŜŜƳǎ ǘƻ 

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. 

Á Command [enter shadowy gap]: Check if Doric Chase Event is running. 

If not, print: ¢ƘŀǘΩŘ make a great ƘƛŘƛƴƎ ǇƭŀŎŜΣ ŜȄŎŜǇǘ ǘƘŀǘ ƴƻōƻŘȅΩǎ 

following me. 

LŦ ƛǘΩǎ ǊǳƴƴƛƴƎ ŀƴŘ 5ƻǊƛŎΩǎ ŎƻǳƴǘŜǊ ƛǎ ƴƻǘ ǎŜǘ ǘƻ мΣ ǇǊƛƴǘΥ 5ƻǊƛŎΩǎ ŀƭǊŜŀŘȅ 

passed me by. No need to waste time! 

LŦ ƛǘΩǎ ǊǳƴƴƛƴƎ ŀƴŘ ǘƘŜ ŎƻǳƴǘŜǊ ƛǎ ŀǘ мΣ ǘƘŜƴ ƳŀǊƪ 5ƻǊƛŎ CƻƻƭŜŘ Ґ ǘǊǳŜΦ I 

ǎƭƛǇ ƛƴǘƻ ǘƘŜ ǎƘŀŘƻǿȅ ƎŀǇ ōŜǘǿŜŜƴ ǘƘŜ ǎǘŀǘǳŜǎΩ ƭŜƎǎΦ 

Á Command [take Statues]: Disallow. {ǳǊŜΦ !ƴŘ ǿƘŜƴ LΩǾŜ ŘƻƴŜ ǘƘŀǘ LΩƭƭ Ǝƻ Ǉƭŀȅ 

football with the Moon, shall I? 

o Object: DistantDoric 

Á Description: ! tǊƻǘŜŎǘƻǊŀǘŜΣ ƻŦ ǘƘŜ !ǊŎƘōƛǎƘƻǇΩǎ ǇŜǊǎƻƴŀƭ ƎǳŀǊŘΦ IŜΩƭƭ ōŜ ǘƻǳƎƘΣ 

strong and stupid. 

Á Command [talk to, yell or call at Doric]:  Disallow if Doric Chase Event running: 

LΩŘ ōŜǘǘŜǊ ƴƻǘ ƎŜǘ ƘƛƳ too mad..  Disallow if the Chase Event has already 

happened: LΩƳ ƴƻǘ ǘǊȅƛƴƎ that again. 

Á Command [talk to, yell or call at Doric]:  Otherwise: Begin Doric Chase Event: 

Text: 

¶ άIŜȅΣ 5ƻǊƛŎΗέ L ȅŜƭƭΦ άIƻǿ ŎƻƳŜ ŀ Ƴŀƴ ŀǎ Ŧŀǘ ŀǎ ȅƻǳ ƛǎƴΩǘ ƻƴ ƳŀǊŎƘŜǎΚέ 

ά²ƘȅΣ ȅƻǳΧέ ƘŜ ƎǊƻǿƭǎΦ vǳƛŎƪΥ ƘŜΩǎ ŎƻƳƛƴƎ ǘƘƛǎ ǿŀȅ! 

Á Command [throw ANY wax at Doric]: see RedWax for this command. 

Á Other interactions: IŜΩǎ ǘƻƻ ŦŀǊ ƻŦŦΣ ǘƻ ǘƘŜ ǎƻǳǘƘŜŀǎǘΦ 

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 

ƧǳƳǇ Řƻǿƴ ƻƴǘƻ ǘƘŜƳ ƛŦ ȅƻǳ ŦŜƭǘ ǊŜŀƭƭȅ ōǊŀǾŜΣ ōǳǘ ƛǘΩŘ ōŜ ŜŀǎƛŜǊ ǘƻ ǘŀƪŜ ǘƘŜ ǎǘŀƛǊǎΣ ōǳƛƭǘ ŀƎŀƛƴǎǘ ǘƘŜ Ŝŀǎǘ 

wall, just below the enormous stained glass window.  

¢ƘŜǊŜΩs another door to the north; solid oak. It may not look like much, but judging by the guard in front, 

ǘƘŀǘΩǎ ǘƘŜ !ǊŎƘōƛǎƘƻǇΩǎ ŘƻƻǊΦ  

[first time only:] 9ȄŎŜƭƭŜƴǘΦ L Ŏŀƴ ƎŜǘ ƻƴ ŀƴŘ ǿŀǊƴ ƘƛƳ ŀōƻǳǘ DǳōōƭŜǊΩǎ Ǉƭŀƴ ǘƻ ƘŀǾŜ ǎƻƳŜǘƘƛƴƎ ǎǘƻƭŜƴ 

from the Vaults! 

o Command [down from East Clerestory]: Same as going down the Stairs. 

o Command [north from East Clerestory when Doric is not in the East Clerestory and the 

Chase event is running]: ¢ƘŜ ŘƻƻǊΩǎ ǳƴƎǳŀǊŘŜŘΦ 9ȄŎŜƭƭŜƴǘΗ 9ȄŎŜǇǘΧ ƛǘΩǎ ƭƻŎƪŜŘΦ 5ƻǊƛŎ 

must have some kind of key. Well, so much for that great plan, then. 

o Command [north from East Clerestory]: This checks a few variables and produces the 

following results.  

Á The very first time this action is tried: 

I approach the guard, wearing my best Abbey-servanǘ ǾƻƛŎŜΦ ά9ȄŎǳǎŜ ƳŜΣέ L 

ōŜƎƛƴΦ άLΩƳ ƘŜǊŜ ǘƻ ǎŜŜ ǘƘŜ !ǊŎƘōƛǎƘƻǇΦέ 

ά!ǊŜ ȅƻǳΣ {ǉǳƛǊǘΚέ ǘƘŜ ƎǳŀǊŘ ǊŜǇƭƛŜǎ ŜŀǎƛƭȅΦ !ƘΦ bƻǘ ǎǳŎƘ ŀ ǇǳǎƘƻǾŜǊΣ ǘƘŜƴΦ άDƻǘ 

ŀƴ ŀǇǇƻƛƴǘƳŜƴǘΣ Řƻ ȅƻǳΚ L ǎǳǇǇƻǎŜ ȅƻǳ ƳǳǎǘΣ ΨŎƻǎ ȅƻǳ ƪƴƻǿ ǿƘŀǘ ŀ ǿŀǎǘŜ ƻŦ 

ǘƛƳŜ ƛǘΩŘ ōŜ ǘƻ ǘǳǊƴ ǳǇ ǿŀƴǘƛƴƎ ǘƻ ǎee a man like the Archbishop with no 

ŀǇǇƻƛƴǘƳŜƴǘΦ [ƛƪŜ ŀ ōŀƭŘ Ƴŀƴ ŀǘ ŀ ōŀǊōŜǊǎΦ ²ŀǎǘŜ ƻŦ ǘƛƳŜΦ {ƻ ȅƻǳΩǾŜ ŀƴ 

ŀǇǇƻƛƴǘƳŜƴǘΣ ŘƻƴΩǘ ȅƻǳΚέ 

άLΩƳ ƻƴ !ōōŜȅ ōǳǎƛƴŜǎǎΣέ L ǎŀȅΦ 

άLŦ ȅƻǳ ǿŜǊŜ ƻƴ !ōōŜȅ ōǳǎƛƴŜǎǎΣέ ǘƘŜ ƎǳŀǊŘ ǊŜǇƭƛŜǎ ǿƛǘƘ ŀ ǎƳƛƭŜΣ άŀƴŘ LΩƳ ƴƻǘ 

ǎŀȅƛƴƎ ȅƻǳΩǊŜ ƴƻǘΣ L ŀƛƴǘ ŎŀƭƭƛƴƎ ȅƻǳ ŀ ƭƛŀǊΦ .ǳǘ ƛŦ ȅƻǳ ǿŜǊŜΣ ȅƻǳΩŘ ōŜ ŎŀǊǊȅƛƴƎ ƻƴŜ 

ƻŦ ǘƘŜƳ ŘƻŎǳƳŜƴǘǎ ǘƘŜȅ ƎƛǾŜ ǘƻ ǇŜƻǇƭŜ ǘƻ ǇǊƻǾŜ ǘƘŜȅΩǊŜ ƻƴ !ōōŜȅ ōǳǎƛƴŜǎǎΦ 

Church AccreditatioƴΣ L ōŜƭƛŜǾŜ ƛǘΩǎ ŎŀƭƭŜŘΦ !ƴŘ ƛǘ ȅƻǳ were on  business and not, 

ǎŀȅΣέ ς he pauses for effect ς άǎƻƳŜ ǎŎǊǳŦŦ ƻŦ ŀ ǎǘǊŜŜǘ-rat fallen in here from the 

ǎǘǊŜŜǘΧέ 

I start to protest but he cuts me off with a poke of his halberd. 

ά¢ƘŜƴ ǎǳǊŜ ŀǎ Ƴȅ ƴŀƳŜΩǎ 5ƻǊƛŎ ς which it is ς ǎǳǊŜ ŀǎ ǘƘŀǘ ȅƻǳΩŘ ōŜ ŀōƭŜ ǘƻ ǉǳƻǘŜ 

ƳŜ ŀ ōƛǘ ƻŦ ǘƘŜ ŎǊŜŜŘΦ ²ƻǳƭŘƴΩǘ ȅƻǳΣ ƴƻǿΚ ¢ƘŀǘΩǎ Ƙƻǿ ƛǘΩŘ ōŜΣ L ŦŀǘƘƻƳΣ ƛŦ ȅƻǳ 
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ǿŜǊŜ ƘŜǊŜ ƻƴ ōǳǎƛƴŜǎǎΦ wŜŀƭ /ƘǳǊŎƘ ōǳǎƛƴŜǎǎΦέ IŜ ƭƻƻƪǎ ŀǘ ȅƻǳ ŦƛǊƳƭȅΦ ά{ƻ ŀǊŜ 

you going to tell me the creed, then? Go right aheŀŘΦέ IŜ ǎǘŀǊǘǎ ǿŀƛǘƛƴƎΦ IŜΩǎ 

good at that, clearly. 

Á If Doric has both flags set to doubt, first time: 

5ƻǊƛŎ ǘƘŜ ƎǳŀǊŘ ǎǘƻǇǎ ƳŜ ƛƴ Ƴȅ ǘǊŀŎƪǎΦ ά¸ƻǳ ŀƛƴǘ ƎƻƛƴƎ ǘƻ Ƨǳǎǘ ǎƭƛǇ ōȅΣέ ƘŜ 

ŀŘǾƛǎŜǎ ƳŜΦ ά¸ƻǳΩǊŜ ƭƛǘǘƭŜ ōǳǘ ȅƻǳΩǊŜ ƴƻǘ ǎƻ ƭƛǘǘƭŜΦ L ǿŀƴǘ ǘƻ ǎŜŜ ǇǊƻƻŦ ƻŦ ȅƻur 

ōǳǎƛƴŜǎǎ ŀƴŘ ƛŦ ȅƻǳ ŎŀƴΩǘ ƎƛǾŜ ƳŜ ǘƘŀǘ /ƘǳǊŎƘ ŎǊŜŜŘ ǘƘŜƴ LΩƳ ƎƻƛƴƎ ǘƻ ǘƘƛƴƪ 

ȅƻǳΩǊŜ ŀ ǎǘǊŜŜǘ-thief who palmed some documentation from some haphazard 

ƳƻƴŀǎǘƛŎ ǘȅǇŜΦ ¸ƻǳ ǳƴŘŜǊǎǘŀƴŘΚ !ƴŘ ŘƻƴΩǘ ȅƻǳ Ǝƻ ǿŀƛǘƛƴƎ ŦƻǊ ƳŜ ǘƻ ǎƭƻǇŜ ƻŦŦ 

the toilet or anything. We in the Swiss Watch are trained against that sort of 

ǘƘƛƴƎΦ ²Ŝ ƴŜǾŜǊ ƭŜŀƪ ǘƛƳŜΦέ 

Á If  Doric has both flags set to doubt, other times: άtǊƻƻŦ ƻŦ ōǳǎƛƴŜǎǎ ŀƴŘ ŎǊŜŜŘ 

ƻŦ ǘƘŜ /ƘǳǊŎƘΣέ 5ƻǊƛŎ ǎŀȅǎ ŦƭŀǘƭȅΣ ōŀǊǊƛƴƎ ǘƘŜ ŘƻƻǊΦ 

Á If Doric is flagged to believe faith but not business: ά¸ƻǳ Ƴŀȅ ōŜ ŀƴ !ōōŜȅ ǊŀǘΣέ 

5ƻǊƛŎ ǎŀȅǎ ǿƛǘƘ ŀ ǎƳƛƭŜΣ άǊŀǘƘŜǊ ǘƘŀƴ ŀ ǎǘǊŜŜǘ-rat, but if you aint got business 

ǘƘŜƴ ȅƻǳ ŀƛƴǘ Ǝƻǘ ōǳǎƛƴŜǎǎΦ [ƛƪŜ ŀƴ ǳƳōǊŜƭƭŀ ǎƘƻǇ ƛƴ ŀ ŘǊƻǳƎƘǘΦ Ψ/ŜǇǘ ŦƻǊ ǳǎŜ ŀǎ 

ǇŀǊŀǎƻƭǎΣ ƳƛƴŘΣ ƻǊ ǎŀƛƭǎ ŀƴŘ ǘƘŀǘΦ ²Ƙŀǘ LΩƳ ǎŀȅƛƴƎ ƛǎΣ ƛŦ ȅƻǳ ŘƻƴΩǘ ƎƻǘΣ ǘƘŜƴ ȅƻǳΩǊŜ 

ƴƻǘ ŎƻƳƛƴƎ ƛƴΦέ  

Á  If Doric is flagged to believe business but not faith: ά{ƻ ȅƻǳΩǊŜ ŀ ŎƘǳǊŎƘ ƪƛŘΣ ŀǊŜ 

ȅƻǳΚέ 5ƻǊƛŎ ǎŀȅǎ ŎƻƴǾŜǊǎŀǘƛƻƴŀƭƭȅΣ Ƨǳǎǘ ƘŀǇǇŜƴƛƴƎ ǘƻ ōƭƻŎƪ Ƴȅ ǿŀȅ ƛƴǘƻ ǘƘŜ 

ǊƻƻƳ ǿƛǘƘ Ƙƛǎ ƘŀƭōŜǊŘΦ άtǊƻǾŜ ƛǘΣ ǘƘŜƴΦ ¢Ŝƭƭ ƳŜ ǘƘŜ ŎǊŜŜŘ ŀƴŘ LΩƭƭ ƭŜǘ ȅƻǳ 

ǘƘǊƻǳƎƘΦέ [ŀǳƴŎƘ ǘƘŜ /ǊŜŜŘ 9ǾŜƴǘΣ ƳŜƴǘƛƻƴŜŘ ōŜƭƻǿΣ ǘƻ ǘŜǎǘ ǘƘŜ ǇƭŀȅŜǊΩǎ 

knowledge of the creed.  

Á If, however, Doric is flagged to believe both (accomplished by fulfilling the 

conditions listed in Doric below): 

¶ άLƴ ȅƻǳ ƎƻΣέ 5ƻǊƛŎ ǎŀȅǎΣ ǘƛǇǇƛƴƎ Ƙƛǎ ƘŜŀŘΦ ά.ǳǘ ŘƻƴΩǘ ȅƻǳ Ǝƻ ǘŜƭƭƛƴΩ ƘƛƳ 

Ƙƻǿ LΩƳ ŘƻƛƴƎ ŀƴȅǘƘƛƴƎ ƻǘƘŜǊ ǘƘŀƴ Ƴȅ ƧƻōΣ ƳƛƴŘΦ LΩǾŜ Ǝƻǘ ǘƻ ōŜ ŎŀǊŜŦǳƭΦ 

These are restless times. The Calendar says so. Always check the 

/ŀƭŜƴŘŀǊΦέ 

ά¢ƘŀƴƪǎΣέ L ǎŀȅΦ άL ǿƛƭƭΦέ 

¢ƘŜ .ƛǎƘƻǇΩǎ 5ƻƻǊ ς I made it!  

¶ ƳƻǾŜ ²ǊŜƴ ƛƴǘƻ ǘƘŜ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅ ŀƴŘ begin Chapter 4. 
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o Object: Windows 

Á Description: The gigantic window depicts an enormous iron winding key being 

lowered from the sky be cherubs. Lots of them. (Got to be physical, after all, like 

all good Art. The monks have no doubt computed the correct and proper weight 

ŦƻǊ ŀ ŎƘŜǊǳōΩǎ ǿƛƴƎǎ ǘƻ ŎŀǊǊȅύΦ 

o Object: Stairs 

Á Description: Stone stairs leading down. 

Á Command [climb East Stairs]: Move player into Choir. Text: 

¶ If First Attempt Entry has happened: άLΩƭƭ ōŜ ōŀŎƪΣέ L ǇǊƻƳƛǎŜ ǘƘŜ ƎǳŀǊŘΦ  

ά{ǳǊŜ ȅƻǳ ǿƛƭƭΦ ²ƛǘƘ ŀƴ !ǊƳȅΣ L ǎǳǇǇƻǎŜΣέ ƘŜ ƭŀǳƎƘǎΦ 

¶ If not: I climb downstairs. The guard watches me closely, on the lookout 

for any tricks.  

o Object: Bishops Door 

Á Description: The door is solid oak, and properly double-layered to keep out the 

ǎƻǳƴŘ ƻŦ ŎƘƻƛǊ ǇǊŀŎǘƛŎŜΦ LǘΩǎ ŘŜŦƛƴƛǘŜƭȅ ǘƘŜ !ǊŎƘōƛǎƘƻǇΩǎ 5ƻƻǊΦ 

Á Command [knock, open or enter Bishops Door]: This is the same action as 

Command [north from East Clerestory] listed above. 

o NPC: Doric 

Á 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 carries a large halberd. 

Á 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 

ǘƘŀǘ ŎƘŜŎƪǎ ǿƘŜǘƘŜǊ ƘŜ ōŜƭƛŜǾŜǎ ƻǊ Řƻǳōǘǎ ²ǊŜƴΩǎ ŦŀƛǘƘ ƛƴ ǘƘŜ ŎƘǳǊŎƘ όǊŜŦŜǊǊŜŘ 

to as the Faith flag).  Both flags are initially set to doubt. The Business flag is 

set to believe when Wren gives him the WorkOrder 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 implicit in the associated commants, but I wanted to make 

them explicit here. 
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Á Chase Counter = 1 (initial value, checked by Chase Event) 

Á Fooled = False (checked by Chase Event to see if you hid in gap) 

Á Event [Chase Event]: Begun by commands in North Clerestory.  Run each 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 Clerestory. Doric 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 skilfully and demands I apologise. I 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 location is the West Clerestory, Stop Chase Event, 

return Doric to East Clerestory. {ŀƳŜ ǘŜȄǘ ŀǎ άƴƻǘ ŦƻƻƭŜŘέ ŀōƻǾŜΦ 

Counter = 3: Move Doric into Choir. Set Chase Counter to 4.   

 If player location is not Choir, print I can see Doric hurrying past 

the choir stalls and over to the east staircase. Back to his post. 

 If player location is the Choir, stop Chase Event, return Doric to 

East Clerestory. {ŀƳŜ ǘŜȄǘ ŀǎ άƴƻǘ ŦƻƻƭŜŘέ ŀōƻǾŜΦ 

Counter = 4: Move Doric into East Clerestory. Set Chase Counter to 1.   

 If player location is not East Clerestory, just stop chase event 

silently 
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 If player location, stop Chase Event. {ŀƳŜ ǘŜȄǘ ŀǎ άƴƻǘ ŦƻƻƭŜŘ 

ŀōƻǾŜέ 

Á Command [insult Doric, yell at Doric]: {ǘŀƴŘƛƴƎ ǊƛƎƘǘ ƴŜȄǘ ǘƻ ƘƛƳΚ IŜΩŘ 

beat me to a pulp. Better to give myself a head-start first. 

Á Command [talk or ask about topic to Doric]: As before, each topic can 

only be asked once except for the Faith/Creed topic which can be asked 

repeatedly. Respond as below.  Note that some of the topics responses 

vary depending on the state of 5ƻǊƛŎΩǎ ǘǿƻ ŦƭŀƎǎΦ 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Faith/Creed if faith flag is set to 

doubt 

άL ƪƴƻǿ ǘƘŜ ŎǊŜŜŘΣέ L ǘŜƭƭ 

him.    

άDƻ ƻƴΣ ǘƘŜƴΦέ IŜ ǿŀƛǘǎ ŦƻǊ ƳŜ 

to supply it. Launch dialogue 

box/prompt. See Check Creed 

event below. 

Faith/Creed if faith flag is set to 

trust 

άL ƪƴŜǿ ǘƘŜ ŎǊŜŜŘΣ ŘƛŘƴΩǘ 

LΚέ 

ά9ǾŜƴǘǳŀƭƭȅΣέ ƘŜ ŎƻƴŎŜŘŜǎΦ [ƛƪŜ 

ȅƻǳΩŘ ƴƻǘ ōŜŜƴ ƛƴ ǘƘŜ ŎƘǳǊŎƘ ŀ 

ƎƻƻŘ ƭƻƴƎ ǿƘƛƭŜΦέ 

Business/Proof if Business flag set 

to doubt 

ά²Ƙŀǘ ƪƛƴŘ ƻŦ ǇǊƻƻŦ Řƻ 

ȅƻǳ ǿŀƴǘΚέ L ŀǎƪ ƘƛƳΦ 

IŜ ǎƘǊǳƎǎΦ ά[ƻƻƪΣ ƪƛŘΦ 9ƛǘƘŜǊ 

ȅƻǳΩǊŜ ŀ ǘƻǳǊƛǎǘΣ ƻǊ ȅƻǳΩǊŜ ŀ 

ǘƘƛŜŦΣ ƻǊ ȅƻǳΩǾŜ Ǝƻǘ ǎƻƳŜ ƪƛƴŘ 

of reason to see the 

!ǊŎƘōƛǎƘƻǇΦ LŦ ȅƻǳΩƭƭ ōŜ ŀōƭŜ ǘƻ 

see him over his desk, seeing 

ŀǎ ȅƻǳΩǊŜ ƴƻǘ ǘƘŀǘ ōƛƎΦέ 

άLΩǾŜ Ǝƻǘ ŀ ǾŜǊȅ ƛƳǇƻǊǘŀƴǘ 

ǊŜŀǎƻƴΗέ L ǇǊƻǘŜǎǘΦ 

ά¢ƘŜƴ ǎƘƻǿ ǘƘŜ ǇŀǇŜǊ ǿƘŀǘ 

ǎŀȅǎ ǎƻΣέ 5ƻǊƛŎ ǊŜǇƭƛŜǎΦ ά9ƭǎŜ 

ȅƻǳΩƭƭ ōŜ ƻǳǘ ƘŜǊŜ ŦŜŜƭƛƴƎ 

ƛƳǇƻǊǘŀƴǘ ŀƭƭ ŘŀȅΦέ 

Business/Proof if Business flag set ά[ƻƻƪǎ ƭƛƪŜ L ŀƳ ƘŜǊŜ ƻƴ άDƻƻŘ ŦƻǊ ȅƻǳΣέ ƘŜ ǎŀȅǎΣ 
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to trust ōǳǎƛƴŜǎǎΣ ŘƻŜǎƴΩǘ ƛǘΚέ L 

ǎŀȅΣ ǎƳǳƎƭȅΦ άhŦŦƛŎƛŀƭ 

/ƘǳǊŎƘ ōǳǎƛƴŜǎǎΦέ 

ǿƛǘƘƻǳǘ ƛƴǘŜǊŜǎǘΦ ά¸ƻǳ ƎƻƛƴƎ ǘƻ 

just stand there or are you 

ƎƻƛƴƎ ǘƻ Ǝƻ ƛƴΚέ 

Abbey άLΩǾŜ ŎƻƳŜ ŦǊƻƳ ǘƘŜ 

!ōōŜȅΣέ L ǘŜƭƭ ƘƛƳΦ 

άwŜŀƭƭȅΦέ IŜ ƴŀǊǊƻǿǎ Ƙƛǎ ŜȅŜǎ 

ǎǳǎǇƛŎƛƻǳǎƭȅ ά²ŜΩǾŜ ōŜŜƴ 

hearing quite a racket from 

there just now. Like a pack of 

ǿƛƭŘ ŀƴƛƳŀƭǎ Ƙƛǘ ǘƘŜ ōŜƭƭ ǊƻƻƳΦέ 

άwŜŀƭƭȅΚέ L ǊŜǇƭȅΣ innocently. 

άtǊƻōŀōƭȅ ŀ ŎƭƻŎƪ ς ǎƭƛǇǇŜŘΦέ 

ά/ƭƻŎƪǎ ŘƻƴΩǘ ǎƭƛǇΣέ ƘŜ ǎŀȅǎ 

ŦƛǊƳƭȅΦ ά!ƴŘ ƛŦ ȅƻǳΩǊŜ really a 

ƎƻƻŘ /ƘǳǊŎƘ ƪƛŘ ȅƻǳΩŘ ƪƴƻǿ 

ǘƘŀǘΦέ 

Cathedral ά¸ƻǳ Ƴǳǎǘ ƎŜǘ ōƻǊŜŘ ƻŦ 

ǎǘŀƴŘƛƴƎ ŀǊƻǳƴŘ ƘŜǊŜΣέ L 

say. 

άbƻ ŎƘŀƴŎŜΦ bƻ ǿŀȅΣέ ƘŜ 

ǊŜǇƭƛŜǎΦ ά¸ƻǳ ŀǊŜƴΩǘ ƎŜǘǘƛƴƎ ƳŜ 

ǘƻ Ǝƻ ǿŀƴŘŜǊƛƴƎ ƻŦŦΦ bƻ ǿŀȅΦέ 

Abbot / Figure in Grey ά¸ƻǳ ŘƻƴΩǘ ǳƴŘŜǊǎǘŀƴŘΣέ 

L ǘŜƭƭ ƘƛƳΦ ά¢ƘŜ !ōōƻǘΩǎ 

in league with this 

CƛƎǳǊŜ ŀƴŘ ǘƘŜȅΩǊŜ ƎƻƛƴƎ 

ǘƻΧέ 

ά[ƻƻƪΣ ƪƛŘΣέ 5ƻǊƛŎ ǎŀȅǎΣ ƴƻǘ 

ǳƴƪƛƴŘƭȅΦ ά9ƛǘƘŜǊ ǿŜΩƭƭ ƎŜǘ ȅƻǳ 

through this door or you can 

get lost. I ŘƻƴΩǘ ƳƛƴŘ ŜƛǘƘŜǊ 

ǿŀȅΦ 5ƻƴΩǘ ŀǇǇŜŀƭ ǘƻ ōȅ ōŜǘǘŜǊ 

ƴŀǘǳǊŜ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ƘŀǾŜ 

ƻƴŜΦ LΩǾŜ Ƨǳǎǘ Ǝƻǘ my nature, 

and my nature says block the 

ŘƻƻǊΣ 5ƻǊƛŎΣ ŀƴŘ ŘƻƴΩǘ ƭŜǘ ƴƻ 

kid go slipping by you. Clear on 

ǘƘŀǘΦέ 

Archbishop άLǎ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ƛƴΚέ L 

ask, cannily. 

άhƘΣ ƘŜΩǎ ƛƴΣέ 5ƻǊƛŎ ǎŀȅǎΦ άLŦ 

ƘŜΩǎ ƛƴ ŦƻǊ ȅƻǳ ς ǿŜƭƭΦ ¢ƘŀǘΩǎ ŀƴ 

open question, as you fear-



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 112 

 

ƭƻƎƎƛŀƴǎ ƳƛƎƘǘ ǎŀȅΦέ 

Cook/Calvin/Drake/Horloge/Reloh IŜΩǎ ƴƻǘ ƭƛƪŜƭȅ ǘƻ ƪƴƻǿ 

them, standing round 

here all day. 

 

Door ά/ŀƴ L Ǝƻ ǘƘǊƻǳƎƘ ȅƻǳǊ 

ŘƻƻǊΚέ L ŀǎƪΦ 

ά²Ƙȅ ŘƻƴΩǘ ȅƻǳ ǘǊȅΚέ ƘŜ ǎƴŜŜǊǎ 

in reply. 

{ŀΩŀǘ ά5ƻ ȅƻǳ ƪƴƻǿ ŀƴȅǘƘƛƴƎ 

ŀōƻǳǘ .ǊƻǘƘŜǊ {ŀΩŀǘΚέ L 

ask. 

άLŦ ƘŜΩǎ ƴƻǘ ǘǊȅƛƴƎ ǘƻ ŎƻƳŜ 

ǘƘǊƻǳƎƘ ǘƘƛǎ ŘƻƻǊ ǘƘŜƴ L ŘƻƴΩǘ 

ƪƴƻǿ ŀ ǘƘƛƴƎΣέ ƘŜ ǎŀȅǎΦ ά{ƻ 

ŘƻƴΩǘ ǘƘƛƴƪ ȅƻǳ Ŏŀƴ ƴŀƳŜ-drop 

ȅƻǳǊ ǿŀȅ ƛƴǘƻ Ƴȅ ŎƻƴŦƛŘŜƴŎŜΦέ 

Clockwork ά!ǊŜ you interested in 

ŎƭƻŎƪǿƻǊƪΚέ L ŀǎƪΦ 

άLΩƳ ŀ Ǉƛƻǳǎ ƳŀƴΣέ ƘŜ ǎŀȅǎΣ 

abruptly, affected by your 

ǉǳŜǎǘƛƻƴΦ άbƻǘ ŀ Ƙƻƭȅ ƻƴŜΣ 

maybe, and not clever enough 

for mysteries and that. But I 

Ǉŀȅ Ƴȅ ŘǳǘƛŜǎ ƻƴŎŜ ŀ ǿŜŜƪΦέ 

Saints ά²ƘƻΩǎ ȅƻǳǊ ŦŀǾƻǳǊƛǘŜ 

ǎŀƛƴǘΚέ L ŀǎƪΦ 

άL ŘǳƴƴƻΦέ IŜ ǎƘǊǳƎǎΦ άbŜǿǘƻƴ 

ǿŀǎ ŀ ƎƻƻŘ ƻƴŜΣ ǿŀǎƴΩǘ ƛǘΚ !ƭƭ 

that slogging around being hit 

by apples. Good training, they 

ǎŀȅΦέ 

Books/Library/Principia Planeteria άL ƴŜŜŘ ǘƻ ŦƛƴŘ ŀ ōƻƻƪΣέ L 

tell him. 

ά{ƻ ǿƘŀǘ ȅΩ ŀǎƪƛƴƎ ƳŜ ŦƻǊΚ [ƛƪŜ 

I can read, a Protectorate like 

me? I ought to chuck over that 

ōŀƭŎƻƴȅ ŦƻǊ ǎǳƎƎŜǎǘƛƴΩ ƛǘΦ .ǳǘ L 

ǿƻƴΩǘΦέ IŜ ǘƛǇǎ Ƙƛǎ ƘŜŀŘ ŀǘ ǘƘŜ 

ŘƻƻǊΦ ά.ƻǎǎ ƳƛƎƘǘ ƘŜŀǊ ƛǘΦ 

5ƻŜǎƴΩǘ ƭƛƪŜ ǾƛƻƭŜƴŎŜ ƛƴǎƛŘŜΦέ 

{ǳŘŘŜƴƭȅ ƘŜ ǎǘƛŦŦŜƴǎΦ ά[Ŝǎǎ ƛǘΩǎ 

ƴŜŎŜǎǎŀǊȅΣ ŘƻƴΩǘ ǘƘƛƴƪ ŀōƻǳǘ 
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ǊǳǎƘƛƴƎ ƳŜ ƴŜƛǘƘŜǊΦέ 

 

Á The Check Creed event:  

¶ A dialog box / special prompt is presented to the player. 

¶ The player enters the creed 

¶ LŦ ƛǘ Ŏƻƴǘŀƛƴǎ ǘƘŜ ǿƻǊŘǎ άƭŜǾŜǊέΣ άǎǇǊƛƴƎέ ŀƴŘ άǿƛƴŘƛƴƎ ƪŜȅέ ƛƴ 

ǘƘŀǘ ƻǊŘŜǊΣ ƛǘ ƛǎ ŘŜŜƳŜŘ ŎƻǊǊŜŎǘΥ ǎŜǘ 5ƻǊƛŎΩǎ CŀƛǘƘ ŦƭŀƎ ǘƻ ǘǊǳǎǘΦ 

Text: ά/ƭƻǎŜ ŜƴƻǳƎƘΣέ 5ƻǊƛǎ ŀƎǊŜŜǎΦ άL ƎǳŜǎǎ ȅΩŀǊŜ ŀƴ !ōōŜȅ Ǌŀǘ 

ǘƘŜƴΣ ƭƛƪŜ ȅΩ ǎŀƛŘ ōŜŦƻǊŜΦέ 

¶ If it almost contains the above, but is missing any one (or if the 

ǇƭŀȅŜǊ ǎŀȅǎ ƻƴƭȅ άƪŜȅέΣ ƴƻǘ άǿƛƴŘƛƴƎ ƪŜȅέΣ ǘŜȄǘΥ ά¢ƘŀǘΩǎ ǾŜǊȅ 

ŎƭƻǎŜΣέ 5ƻǊƛŎ ǎŀȅǎΣ ŎƭŜŀǊƭȅ ǘŜƳǇǘŜŘ ǘƻ ƭŜǘ ǘƘŜ ƳƛǎǘŀƪŜ Ǉŀss. Then 

Ƙƛǎ ōŀŎƪ ǎǘƛŦŦŜƴǎΦ ά.ǳǘ ƛǘΩǎ ƴƻǘ ŎƭƻǎŜ ŜƴƻǳƎƘ ǘƻ ƭŜǘ ƳŜ ǎŀȅ ȅƻǳ Ŏŀƴ 

ǎŜŜ ǘƘŜ !ǊŎƘōƛǎƘƻǇΦ {ƻ ȅƻǳΩŘ ōŜǘǘŜǊ ǊŀŎƪ ȅƻǳǊ ōǊŀƛƴǎ ƻǊ ǊŀŎƪ ƻŦŦΦ 

/ƭŜŀǊΚέ 

¶ If the player is flat wrong, text: άIŀǊŘƭȅΦ ²Ƙŀǘ ǎƻǊǘ ƻŦ ŎǊŜŜŘ ƛǎ 

ǘƘŀǘΚέ ƘŜ ǎƳƛǊƪǎΦ άbƻǿΣ ȅƻǳ Ƴŀȅ ƘŀǾŜ Ŧƻrgotten it, or may you 

may not know. Not my place to judge. So you have a think and get 

ōŀŎƪ ǘƻ ƳŜΦέ IŜ ǎƳƛƭŜǎΣ ǎƳǳƎƭȅΦ άLΩƭƭ ōŜ ǿŀƛǘƛƴƎΦ wƛƎƘǘ ƘŜǊŜΦ Lƴ ǘƘŜ 

ǿŀȅΦέ 

Á Event [random, every four turns while in East Clerestory]:  

¶ Doric stares me down. Not fair: ƘŜΩǎ ǘǊŀƛƴŜŘ ƛƴ ǘƘƛǎ ǎƻǊǘ ƻŦ ǘƘƛƴƎΦ 

¶ Doric shines his halberd on his sleeve. 

¶ Doric resolutely does not adjust his feet. 

¶ Doric glares straight ahead; with a little sideways so he can see 

me. 

o Object: Halberd 
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Á Description: LǘΩǎ ƭƛƪŜ ŀƴ ŀȄŜ ƻƴ ŀ ǎǘƛŎƪΦ 

Á Interact: L ŘƻƴΩǘ ǘƘƛƴƪ ƘŜΩƭƭ ƭŜǘ ƳŜ Ǉƭŀȅ ǿƛǘƘ ƛǘΦ 
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Chapter IVɀ The Cathedral of Time Continued  

Map 

 

 

 

 

 

  

 

 

 

 

Rundown  

¢ƘŜ /ƘŀǇǘŜǊ ōŜƎƛƴǎ ŀǎ ȅƻǳ ŜƴǘŜǊ ǘƘŜ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅ 

When you enter the Library, it begins a cut scene wherein you attempt to tell the Archbishop about the 
CƛƎǳǊŜΦ  IŜ ƛǎ ƪƛƴŘΣ ōǳǘ ǇŀǘǊƻƴƛȊƛƴƎΣ ŀƴŘ ŘƻŜǎƴΩǘ ƭƛǎǘŜƴ ǘƻ ȅƻǳ ŀǘ ŀƭƭΦ   

IŜ ŜȄǇƭŀƛƴǎ ǘƘŀǘ ŀƭƭ ǘƘŜ ŎƘǳǊŎƘΩǎ ǘǊŜŀǎǳǊŜǎ ŀǊŜ ƪŜǇǘ ƛƴ ǘƘŜ Ǿŀǳƭǘ ōŜƭƻǿ ǘƘŜ ŎǊȅpt.  The vault is guarded 
and locked (he shows you the key and puts it in his desk).  He further tells you that even if someone was 
ŀōƭŜ ǘƻ ƎŜǘ Ǉŀǎǘ ǘƘƻǎŜ ƳŜŀǎǳǊŜǎΣ ǘƘŜǊŜΩǎ ŀƴƻǘƘŜǊ ƭƻŎƪ ƻƴ ǘƘŜ Ǿŀǳƭǘ ǘƘŀǘ ƻƴƭȅ ƘŜ Ŏŀƴ ǇŀǎǎΦ  ¢ǿƛŎŜ ŘǳǊƛƴƎ 
this scene, he tries ǘƻ ŎŀƭƳ ȅƻǳ Řƻǿƴ ǿƛǘƘ Ƙƛǎ ŦŀǾƻǊƛǘŜ ǇƘǊŀǎŜΣ άtŀǘƛŜƴŎŜ ƛǎ ǘƘŜ ƪŜȅΦέ  όLǎ ǘƘŜǊŜ ŀ ōŜǘǘŜǊΣ 
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 hear noises 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 another cut-scene, wherein Gubbler speaks 
wiǘƘ ǘƘŜ CƛƎǳǊŜ ƛƴ ǘƘŜ ǎƘŀŘƻǿ ƻŦ ǘƘŜ ǎǘŀǘǳŜǎΦ  IŜ ƎƛǾŜǎ ǘƘŜ CƛƎǳǊŜ ŀ ŎƻǇȅ ƻŦ ǘƘŜ .ƛǎƘƻǇΩǎ ƪŜȅ ŀƴŘ ǎŀȅǎ 
ǘƘŀǘ ƘŜΩƭƭ ōŜ ŀōƭŜ ǘƻ ƎŜǘ ǊƛŘ ƻŦ ǘƘŜ ƎǳŀǊŘǎ ƻƴ ǘƘŜ Ǿŀǳƭǘ ǘƘŀǘ ŜǾŜƴƛƴƎΣ ōǳǘ ǘƘŜ Ŧƛƴŀƭ ƭƻŎƪ ƘŜΩƭƭ ƘŀǾŜ ǘƻ ŘŜŀƭ 
with on his own.  The Figure accepts this, and says something that reveals he is indeed after the 
Perpetuum. 

North 

Clerestory 

B 

Choir 
(Inaccess.) 

East 

Clerestory 

B  

Upper 

Gears 

(UP) 

Clock Face 

(DOWN) 

.ƛǎƘƻǇΩǎ 

Library 

 

Lower Gears 

(JUMP from 

Gargoyles) 

West 

Clerestory 

B 

Rafters 

(from 

Chain Lift) 

Among the 

Gargoyles  
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Gubbler 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 BishƻǇΩǎ [ƛōǊŀǊȅΣ ŦƻǊ ŜȄŀƳǇƭŜΦ  Dǳōōƭer scurries off to the 
southwest.   

¢ƘŜ CƛƎǳǊŜ ǘƘŜƴ ǘǳǊƴǎ ǘƻ ȅƻǳ ƛŦ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ǘǊƛŜŘ ƳƻǾƛƴƎ ǘƻǿŀǊŘǎ ƘƛƳ ŀƴŘ ǿŀǊƴǎ ȅƻǳ ƻŦŦΣ 
revealing that he knew you were there the whole time.  He goes southwest and you are prompted to 
follow, determined to catch the 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, 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 
ǘƘŜǊŜ ŀǊŜ ŦƻǊŎŜǎ ŀǘ ǿƻǊƪ ƘŜǊŜ ȅƻǳ ŎŀƴΩǘ ǳƴŘŜǊǎǘŀƴŘΣ ǘƘŜƴ ƎǊŀōǎ ŀ ŎƘŀƛƴ ŀƴŘ ƛǎ ŎŀǊǊƛŜŘ ǳǇ ƘƛƎƘŜǊ ƛnto the 
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, you 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. .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅ 

o Description:  

LΩŘ ōŜŜƴ ŜȄǇŜŎǘƛƴƎ ǎƻƳŜǘƘƛƴƎ ƎǊŀƴŘŜǊ ǘƘŀƴ ǘƘƛǎΗ aŀȅōŜ ŀ ƭƻƴƎ ǎƻŦŀΣ ŀ ƭƛǘǘƭŜ ƳƻǊŜ ƭƛƎƘǘΣ ǇŜǊƘŀǇǎ ŜǾŜƴ Ƙƛǎ 

ƻǿƴ ¢Ŝŀ aŀƪŜǊΦ .ǳǘ ƛƴǎǘŜŀŘ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ōǳǘ ŀ ǎƛƴƎƭŜ ŘŜǎƪΣ ǎƻƳŜ ōƻƻƪǎΣ ŀƴŘ ŀ ƭƻǘ ƻŦ ǿǊƻǳƎƘǘ ƛǊƻƴ 

decoration ς hooks, candle-brackets, ink-wells ς all made from a single sweeping line of iron that curls 

around the floor and walls like a wandering pen-stroke.  

The Archbishop himself sits behind the desk, his face barely visible in the light through the narrow 

windows. 

o 9ǾŜƴǘ ώ9ƴǘŜǊƛƴƎ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅ Ŧƻr the first time]:  
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ά²ŜƭƭΣ ǿŜƭƭΗέ ǘƘŜ !ǊŎƘōƛǎƘƻǇǎ ǊŜƳŀǊƪǎΣ ǿƛǘƘ ŀƴ ǳƴƘǳǊǊƛŜŘ ǎƳƛƭŜΦ άL ŘƻƴΩǘ ǊŜƳŜƳōŜǊ ȅƻǳǊ ƴŀƳŜΣ 

ȅƻǳƴƎ ƻƴŜΣ ōǳǘ L ǊŜƳŜƳōŜǊ ȅƻǳǊ ŦŀŎŜΦ ²Ƙȅ ŘƛŘ ǘƘŜȅ ǎŜƴŘ ȅƻǳΚ ¸ƻǳΩǾŜ ƴƻǘ ōǊƻƪŜƴ ǎƻƳŜǘƘƛƴƎ 

ŀƎŀƛƴΣ L ǘǊǳǎǘΚέ 

CƻǊ ŀ ƳƻƳŜƴǘ LΩƳ ǘƻƻ ǘƻƴƎǳŜ-tied to spŜŀƪΦ LǘΩǎ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ƘƛƳǎŜƭŦΗ 

o Commands after Event 1: 

Á Talk to/ask/tell about calvin/drake: L ŘƛŘƴΩǘ ŎƻƳŜ ŀƭƭ ǘƘƛǎ ǿŀȅ ς and do 

all that ς just to complain! 

Á Talk about other topic: Use Event 2 below as a direct response 

o Event [Second turn after entering .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅϐΥ  

άLΩǾŜ Ǝƻǘ ǘƻ ǘŜƭƭ ȅƻǳ ǎƻƳŜǘƘƛƴƎ ƛƳǇƻǊǘŀƴǘΣέ L ōƭǳǊǘΣ ǘƘƛƴƪƛƴƎΥ LΩŘ ōŜǘǘŜǊ ǘŜƭƭ ǘƘƛǎ ŎŀǊŜŦǳƭƭȅΣ ƻǊ ƘŜΩƭƭ 

ŘƛǎƳƛǎǎ ƳŜ ƻǳǘ ƻŦ ƘŀƴŘΦ ά¢ƘŜ !ōōƻǘ ŘƻŜǎƴΩǘ ƪƴƻǿ LΩƳ ƘŜǊŜΣ ƘŜ ŘƛŘƴΩǘ ǎŜƴŘ ƳŜΦ ¢ƘŀǘΩǎ ǘƘŜ ǘƘƛƴƎΣ 

L ƴŜŜŘ ǘƻ ǘŜƭƭ ȅƻǳ ŀōƻǳǘ ǘƘŜ !ōōƻǘΧέ 

άLǎ ƘŜ ƛƭƭΚέ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ŀǎƪǎΦ 

άbƻΦ LΧέ !ƴŘ ǘƘŜƴ ƛǘ ŀƭƭ Ŧŀƭƭǎ ƻǳǘΦ 9ǾŜǊȅǘƘƛƴƎ L ƻǾŜǊƘŜŀǊŘΦ ¢ƘŜ ±ŀǳƭǘǎΦ aƻƴŜȅΦ ! ǘƘŜŦǘΧ 

ά.ǳǘ ȅƻǳ ŘƛŘƴΩǘ really ƘŜŀǊ ŀƴȅ ƻŦ ǘƘƛǎΣ ƴƻǘ ŎƭŜŀǊƭȅΣέ ǘƘŜ !ǊŎƘōƛǎƘƻǇ ǎŀȅǎΣ ǉǳƛǘŜ ǇƭŜŀǎŀƴǘƭȅΦ ά5ƛŘ 

ȅƻǳΚέ 

o Commands after Event 2: 

Á Yes/ no / talk about Abbot/figure: Use Event 3 as a direct response 

o 9ǾŜƴǘ ώ¢ƘƛǊŘ ǘǳǊƴ ŀŦǘŜǊ ŜƴǘŜǊƛƴƎ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅΥ  

άLΩƳ ǎŜǊƛƻǳǎΗέ L ƛƴǎƛǎǘΦ 

ά¸ƻǳ ǎŜŜƳ ŀ ǾŜǊȅ ǎŜǊƛƻǳǎ ȅƻǳƴƎ ǘƘƛƴƎΣ ŎŜǊǘŀƛƴƭȅΣέ ƘŜ ǎŀȅǎΦ ά!ƴŘ ǘƘŀǘΩǎ ŀƴ ŜȄŎŜƭƭŜƴǘ ǉǳŀƭƛǘȅ ǘƘŀǘ 

will take you far in the Church; you only need look at Brother Reloh for that. As far as the Vaults 

ŀǊŜ ŎƻƴŎŜǊƴŜŘΣ ǘƘŜǊŜΩǎ ƴƻ ǊŜŀǎƻƴ ǘƻ ǿƻǊǊȅΦ ¢ƘŜȅΩǊŜ ŦƛǊƳƭȅ ƭƻŎƪŜŘ ŀƴŘ ǘƘŜ ƻƴƭȅ ƪŜȅΣέ ς he 

pauses, to pat the drawer of his desk ς άLǎ ǉǳƛǘŜ ǎŀŦŜΦ ²ƘŜǊŜ ƻƴƭȅ L ƘŀǾŜ ƛǘΦέ 

ά.ǳǘΧέ 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 118 

 

ά!ƴŘ ŜǾŜƴ ƛŦ ȅƻǳǊ ǘƘƛŜŦ ŎƻǳƭŘ ǘǳǊƴ ƘƛƳǎŜƭŦ ƛƴǘƻ ŀ ƭƛȊŀǊŘ ŀƴŘ ǎƭƛǇ ǘƘǊƻǳƎƘ ǘƘŜ ƎŀǘŜΣέ ƘŜ ŎƻƴǘƛƴǳŜǎΣ 

άǘƘŜǊŜΩǎ ŀ ƭŀǎǘ ƭƻŎƪ ǘƘŀǘ ƻƴƭȅ L Ŏŀƴ ǇŀǎǎΦ !ƴŘ ǘƘŀǘΩǎ ǿƛǘƘƻǳǘ ǉǳŜǎǘƛƻƴΦέ IŜ ǎƳƛƭŜǎΦ ά²ŜƭƭΣ ƛǘΩǎ with 

ǉǳŜǎǘƛƻƴΣ ƛƴ ŦŀŎǘΦ .ǳǘ ƴŜǾŜǊ ƳƛƴŘ ǘƘŀǘΦέ 

o Event [Fourth ǘǳǊƴ ŀŦǘŜǊ ŜƴǘŜǊƛƴƎ .ƛǎƘƻǇΩǎ [ƛōǊŀǊȅΥ  

L ǘǊȅ ƻƴŎŜ ƳƻǊŜΣ ōǳǘ ǘƘŜ !ǊŎƘōƛǎƘƻǇ Ƙŀǎ ƘŜŀǊŘ ŜƴƻǳƎƘΦ άL ŀŘƳƛǊŜ ȅƻǳǊ ŘŜǾƻǘƛƻƴΦ 9ǎǇŜŎƛŀƭƭȅ ŦǊƻƳ 

ǎǳŎƘ ŀ ǊƻǳƎƘ ȅƻǳƴƎ ŎƘƛƭŘΦ .ǳǘ ǊŜŀƭƭȅΣ LΩƳ ŀ ōǳǎȅ ƳŀƴΦέ ²ƛǘƘ ǘƘŀǘ ƘŜ ŜŀǎŜǎ ƳŜ ǘƻǿŀǊŘǎ ǘƘŜ ŘƻƻǊΦ 

ά.ǳǘΧέ 

άbƻ ōǳǘǎΦ Lƴ ŀƭƭ ǘƘƛƴƎǎΦέ IŜ ǊŀƛǎŜǎ ŀ ǎǘŜǊƴ ŦƛƴƎŜǊΦ άtŀǘƛŜƴŎŜ ƛǎ ǘƘŜ ƪŜȅΦέ IŜ ƎƛƎƎƭŜǎΦ άLǘ ǊŜŀƭƭȅ ƛǎΣ ƛƴ 

ŦŀŎǘΦ .ǳǘ ǊŜƳŜƳōŜǊ ǘƘŀǘΦ tŀǘƛŜƴŎŜΣ ǘƘŀǘΩǎ ǘƘŜ ƪŜȅΦ bƻǿ ƻŦŦ ȅƻǳ ƎƻΦέ 

!ƴŘ ǿƛǘƘ ǘƘŀǘΣ LΩƳ ǳǎƘŜǊŜŘ ƻǳǘΦ ¢Ƙƛǎ ƛǎ ŀ ŘƛǎŀǎǘŜǊΗ 

Á Move self into East Clerestory B. 

o Command [leave or south]: Disallow. .ǳǘ L ƘŀǾŜ ǘƻ ŎƻƴǾƛƴŎŜ ƘƛƳΗ L ŎŀƴΩǘ Ƨǳǎǘ ƎƛǾŜ 

up now! 

o Object: Desk (standard table object) 

Á Description: ¢ƘŜ !ǊŎƘōƛǎƘƻǇΩǎ ŘŜǎƪ Ƙŀǎ ŀ ǎƛƴƎƭŜ ŘǊŀǿŜǊΦ bƻ Řƻǳōǘ ǿƘŀǘΩǎ ƛƴ ǘƘŀǘ 

is highly important. 

o Object: Books, Shelves 

Á Description: Well, ƻŦ ŎƻǳǊǎŜ ƘŜ Ƙŀǎ ōƻƻƪǎΦ .ǳǘ L ŘƛŘƴΩǘ ŎƻƳŜ ƘŜǊŜ ǘƻ ǊŜŀŘ ƻǊ ǘƘŜ 

rummage around. 

Á Command [any interaction with Books]: Disallow. ¢Ƙŀǘ ǿƻƴΩǘ ƳŀƪŜ ƘƛƳ ƭƛǎǘŜƴ 

to me, will it? 

o Object: Windows  

Á Description: Three narrow windows drop three strips of light across the room. 

Of course, the Archbishop has more than enough candles not to need sunlight. 

o NPC: Archbishop 

Á Description: IŜΩǎ ŀ ƴƛŎŜ ƻƭŘ Ƴŀƴ ŀƴŘ ƭƻƻƪǎ ǉǳƛǘŜ ŦƛƴŜ ŘǊŜǎǎŜŘ ƛƴ Ƙƛǎ Ŧǳƭƭ 

ceremonial robes. Around his neck he wears a Symbolic Key on a chain ς a bit 
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like ƳƛƴŜΣ L ǎǳǇǇƻǎŜΦ Iƛǎ ƘŀƴŘǎ ŀǊŜ ǉǳƛŜǘƭȅ ŦƻƭŘŜŘ ŀƴŘ ƘŜΩǎ ƭƛǎǘŜƴƛƴƎ ς ōǳǘ L ŘƻƴΩǘ 

ǘƘƛƴƪ ƘŜΩǎ ǘŀƪƛƴƎ ƳŜ ǾŜǊȅ ǎŜǊƛƻǳǎƭȅΦ 

Á Command [talk or ask about topic to Archbishop]: Cut straight to event 

text. 

2. East Clerestory B 

o Description:  

LΩƳ ōŀŎƪ ƻƴ ǘƘŜ ōŀƭŎƻƴȅ ƻƴ the east side of the Cathedral, underneath 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 Clerestory]: ¢ƘŜǊŜΩǎ ŘŜŦƛƴƛǘŜƭȅ ǎƻƳŜǘƘƛƴƎ ƘŀǇǇŜƴƛƴƎ 

ƻƴ ǘƘŜ ōŀƭŎƻƴȅ ǘƻ ǘƘŜ ƴƻǊǘƘǿŜǎǘΦ LΩŘ ōŜǘǘŜǊ ƛƴǾŜǎǘƛƎŀǘŜΣ ƘŀŘƴΩǘ LΚ 

o Command [north from East Clerestory]: Disallow.  ²ƘŀǘΩǎ ǘƘŜ ǳǎŜΚ IŜ ǿƻǳƭŘƴΩǘ 

believe the Vaults were being looted if I walked into his room holding a bunch of 

the relics myself.  

o Object: Windows 

Á Description: Perhaps I should tear it down and replace it with a picture of a 

CƛƎǳǊŜ ƛƴ DǊŜȅ ƘŀƴŘƛƴƎ ǘƘŜ !ōōƻǘ ŀ ōŀƎƎŜŘ ǎǘǳŦŦŜŘ ǿƛǘƘ ŀ ŦŜǿ ƘƻǳǊǎΩ ǿƻǊǘƘ ƻŦ 

gold minutes. 

o Object: Stairs 

Á Description: A spiral stone staircase leading down. 

Á Command [climb East Stairs]: Disallow. Same text as going Down. 

o Object: Bishops Door B 

Á Description: ¢ƘŜ !ǊŎƘōƛǎƘƻǇΩǎ ŘƻƻǊΦ LǘΩǎ ŎƭƻǎŜŘΣ ŀƎŀƛƴΦ 

Á Command [knock, open or enter Bishops Door]: Disallow.  Same text as 

North. 
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o NPC: Doric B 

Á Description: For a highly-ǘǊŀƛƴŜŘ ƎǳŀǊŘ LΩƳ ƴƻǘ ƛƳǇǊŜǎǎŜŘΦ IŜ ǎŜŜƳǎ ǘƻ ƘŀǾŜ 

ŦŀƭƭŜƴ ŀǎƭŜŜǇ ƻƴ Ƙƛǎ ŦŜŜǘΦ Iƛǎ ōǊŀƛƴ Ƴǳǎǘ ƘŀǾŜ ǿƻǳƴŘ ŘƻǿƴΧ [If Doric Chase 

Event happened in Chapter 3]Either that or all the running around has worn 

him out. 

Á NOTE: Not really an bt/ ǘƘƛǎ ǘƛƳŜ ŀǊƻǳƴŘΣ ǎƛƴŎŜ ƘŜΩǎ Ŧŀǎǘ ŀǎƭŜŜǇΦ 

Á Command [wake or talk or ask about topic to Doric]: Disallow. Let him 

ǎƭŜŜǇΦ IŜ ǿƻƴΩǘ ōŜ ŀƴȅ ǳǎŜ ǘƻ ƳŜ ŀǿŀƪŜΣ ǿƛƭƭ ƘŜΚ !ƴŘ LΩŘ ǇǊƻōŀōƭȅ ƴŜŜŘ 

some order stamped in gold-and-turquoise to get him to open his eyes 

anyway. 

o Event [when entering East Clerestory B for the first time]:  

²ƘŀǘΩǎ ǘƘŜ Ǉƻƛƴǘ ƻŦ ŀŘǳƭǘǎΣ ŜȄŀŎǘƭȅΚ ¢ƘŜȅ ǎƛǘ ŀǊƻǳƴŘ ŎƻƳǇƭŀƛƴƛƴƎ ŀōƻǳǘ Ƙƻǿ ǊƻǘǘŜƴ 

everything is ς ȅƻǳΩǾŜ ƘŜŀǊŘ ǘƘŜƳ ς but when a real problem comes along they 

ŘƻƴΩǘ do ŀƴȅǘƘƛƴƎΦ LǘΩǎ ƴƻǘ ƎƻƻŘΦ LΩƭƭ ƧǳǎǘΧ 

²ŀƛǘ ŀ ƳƛƴǳǘŜΦ bƻƛǎŜǎΣ ǘƻ ǘƘŜ ƴƻǊǘƘǿŜǎǘΦ ²ƘƛǎǇŜǊǎΦ ! ƎƭƛƳǇǎŜ ƻŦ DǊŜȅΧ 

3. North Clerestory B 

o Description: ¢ƘŜ ƴƻǊǘƘ ŜƴŘ ƻŦ ǘƘŜ ŎƘǳǊŎƘΦ ¢ƘŜǊŜΩǎ ǘƘŜ ōƛƎ ǎǘŀƛƴŜŘ ǿƛƴŘƻǿ 

overhead and also the enormous statues of Babbage and Breguet.   

o Event [upon entering North Clerestory B for the first time]:  

DǳōōƭŜǊ ŀƴŘ ǘƘŜ CƛƎǳǊŜΣ ƛƴ ǘƘŜ ǎƘŀŘƻǿǎ ōŜǘǿŜŜƴ ǘƘŜ ǎǘŀǘǳŜǎΗ L ŘǳŎƪ ōŜƘƛƴŘ .ŀōōŀƎŜΩǎ Ŏƻŀǘ-tails 

to listen. 

άLΩƳ ƴƻǘΣ ŜǊƳΣ ƴƻǘ ƘŀǇǇȅΣ ƴƻΣέ DǳōōƭŜǊ ƛǎ ǎŀȅƛƴƎΦ ά¢Ƙƛǎ ƛǎƴΩǘ ǊƛƎƘǘΦέ 

άLǘΩǎ ǾƛǘŀƭΦ DƛǾŜ ƳŜ ǘƘŜ ƪŜȅΣέ ǘƘŜ CƛƎǳǊŜ ǊŜǇƭƛŜǎΦ ¢ƘŜ ǾƻƛŎŜ ƛǎ ŀ ǉǳƛŜǘ ƳǳǊƳǳǊΣ ƭƛƪŜ ǘƘŜ ǎƻǳƴŘ ƻŦ ŀ 

ƳŜŀŘ ōŀǊǊŜƭ ǊƻƭƭƛƴƎ ƻǾŜǊ ŦƭŀƎǎǘƻƴŜǎΦ ά¸ƻǳΩǾŜ Ǝƻǘ ƘŀŘ ȅƻǳǊ ƳƻƴŜȅΦέ 

άIŜǊŜΦέ DǳōōƭŜǊ ǎƻǳƴŘǎ ǊŜƭǳƴŎǘŀƴǘΦ άLǘΩǎ ŀƴ ŜȄŀŎǘ ŎƻǇȅ ƻŦΣ ŜǊƳΣ ǘƘŜ ƻƴŜΣ ƛƴ ǘƘŜ ŘŜǎƪΦ ¸ŜǎΦ !ƴŘ 

ǘƘŜǊŜΩǎ ŀ ƎǳŀǊŘ ǘƻƻΣ ōǳǘ LΩƭƭ ǿŜƭƭ ς LΩƭƭ ς ǿŜƭƭΦ Lǘ ŘƻŜǎƴΩǘ Řƻ ǘƻ ǎŀȅΦέ 

ά!ƴŘ ǘƘŜ Ŧƛƴŀƭ ƭƻŎƪΚέ 
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ά¢ƘŀǘΩǎ ȅƻǳǊ ǇǊƻōƭŜƳΣέ DǳōōƭŜǊ ǎŀȅǎΣ ǎƻǳƴŘƛƴƎ ŀƭƳƻǎǘ ǇǊƻǳŘΦ άbƻǘƘƛƴƎ ǘƻ Řƻ ǿƛǘƘΣ ƴƻΣ ƻƘ ƴƻΦ 

[ƻƻƪΥ Řƻ ȅƻǳ ŜǾŜƴ ƪƴƻǿ ȅƻǳǊ ǿŀȅ ŀǊƻǳƴŘ ǘƘƛǎ /ŀǘƘŜŘǊŀƭΚέ 

άLƴǘƛƳŀǘŜƭȅΣέ ǘƘŜ CƛƎǳǊŜ ǊŜǇƭƛŜǎ ǎƳƻƻǘƘƭȅΦ ά!ƭƭ ǎƛȄ ǎŜŎǊŜǘ ŘƻƻǊǎΦέ 

ά{ƛȄΚέ DǳōōƭŜǊ ŘŜƳŀƴŘǎΦ Iƛǎ ǾƻƛŎŜ ƛǎ ǎǿŜŀǘƛƴƎΦ ά¢ƘŜ ƻƴƭȅ ƻƴŜ I know is the one ǘƻ ǘƘŜ .ƛǎƘƻǇΩǎ 

Library! ²ƘŜǊŜ ǘƘŜǊŜΩǎ ŀ ŘǊƛƭƭ ŀƴŘ ŀƭƭΧ [ƻƻƪΦ LΩƳ ƎƻƛƴƎ ǘƻΣ ŜǊƳΣ ƎƻΦ DƻƻŘ ƭǳŎƪΦ L ƘƻǇŜ ȅƻǳ ƎŜǘ 

ŎŀǳƎƘǘΦέ 

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 shadows ς ǊƛƎƘǘ ƻǾŜǊ ǘƻ ǿƘŜǊŜ LΩƳ ǎǘŀƴŘƛƴƎΦ άL ǎŜŜ ȅƻǳΣ ƭƛǘǘƭŜ ƻƴŜΣέ 

he says softly. The face is nothing but darkness below his hood. His tight leather costume makes 

Ƙƛǎ ƭƻƻƪ ƭƛƪŜ ŀ ǎƴŀƪŜΦ ά¸ƻǳ ǎƘƻǳƭŘ ǎǘƻǇ ǘǳǊƴƛƴƎ ǳǇ ǿƘŜǊŜ ȅƻǳ ŀǊŜƴΩǘ ǿŀƴǘŜŘΣέ ǘƘŜ CƛƎǳǊŜ ŀŘǾƛǎŜǎ 

ƳŜƴŀŎƛƴƎƭȅΦ ά¸ƻǳΩǊŜ ǇƭŀȅƛƴƎ ǿƛǘƘ ŦƛǊŜΦ ¸ƻǳ ŀǊŜ ǿŀǊƴŜŘΦέ  

Then, in a flash of silver like a fish slipping the bait, the Figure wheels and darts away 

southwest. 

o Object: Windows 

Á Description: Same as window in East Clerestory 

o Object: Statues 

Á Description: If Figure present, use Event 2nd turn as a direct response. 

Otherwise: Between the statues is a pool of deep shadow. 

Á Command [take Statues]: Disallow. ¢ƘŜȅΩǊŜ ƘǳƎŜΦ 

o Command [go southeast from North Clerestory B]: Disallow. If Figure is 

present: The Figure might see me! If not: Look ς no-one else is going to stop this. 

{ƻ L ōŜǘǘŜǊ ƘŀŘΦ !ƴŘ LΩƳ ƴƻǘ going to be threatened! 

o Command [go southwest from North Clerestory B]: If the Figure is still in North 

Clerestory B, use Event 2nd turn as a direct response and Disallow movement. If 

not: allow. Text: I chase after the Figure. 
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o Object: The Figure 

Á Description: L ǘŀƪŜ ŀ ǇŜŜƪΣ ōǳǘ ŎŀƴΩǘ ƳŀƪŜ ƻǳǘ ƳǳŎƘ ōŜȅƻƴŘ ǘƘŜ ǎƳƻƻǘƘ ƎǊŜȅ 

cloak.  

Á Command [any interaction with Figure]: if Figure in North Cl B: use Event 

2nd turn as a response. If not, should be impossible to be in same 

location as the Figure! 

4. West Clerestory B 

o Description: This is where the Figure went ς ŀƴŘ ƛǘΩǎ ƴƻǘ ƘŀǊŘ ǘƻ ǎŜŜ ǿƘŜǊŜ ƘŜ 

went next either. Part of the west wall has disappeared to reveal a ladder built 

ƛƴǘƻ ŀ ǎǇŀŎŜ ƛƴ ǘƘŜ ōǊƛŎƪǿƻǊƪΦ bƻ ǇǊƻōƭŜƳΣ ǘƘƻǳƎƘΦ LΩƳ good with ladders. 

o Command [down from West Clerestory]: Disallow. No chance. He ς she ς when 

that way, into the walls and up the ladder. 

o  Object: Windows 

Á Description: Same as window in East Clerestory. 

o Object: Stairs 

Á Description: A spiral stone staircase leading down. 

Á Command [climb West Stairs]: Same as Down. 

o Object: Ladder 

Á Description: ¢ƘŜǊŜΩǎ ŀ ŦƭǳŜ ƘƛŘŘŜƴ ƛƴ ǘƘŜ ǿŀƭƭΣ ǿƛǘƘ ǘƘƛǎ ƻƭŘ ŎƻƴǎǘǊǳŎǘƛƻƴ ƭŀŘŘŜǊ 

ƭŜŀŘƛƴƎ ŀǿŀȅ ǳǇǿŀǊŘǎΦ hƴŜ ƻŦ ǘƘŜ CƛƎǳǊŜΩǎ ǎƛȄ ǎŜŎǊŜǘ ŘƻƻǊǎΗ 

Á Command [climb Ladder]: Move Player into Among the Gargoyles.  

I scurry up the rungs of the ladder. A few squeak and bend but none of them break. 

!ƴŘ ǘƘŜƴ LΩƳ ƻǳǘ ƻƴ ŀ ƴŀǊǊƻǿ ƭŜŘƎŜΣ ƘƛƎƘ ǳǇ ƴŜŀǊ ǘƘŜ /ŀǘƘŜŘǊŀƭΩǎ ǊƻƻŦΗ aǳǎǘƴΩǘ ƭƻƻƪ 

down! 
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Á Command [close Ladder]:  L ŎŀƴΩǘ ǎŜŜ ŀƴȅ ƳŜŎƘŀƴƛǎƳ ŦƻǊ ƛǘ όǘƘŜ CƛƎǳǊŜ 

must ƘŀǾŜ ōŜŜƴ ƛƴ ǉǳƛǘŜ ŀ ƘǳǊǊȅ ƴƻǘ ǘƻ Řƻ ƛǘ ƘƛƳǎŜƭŦΦ {ƻ LΩǾŜ ǎŎŀǊŜŘ ƘƛƳΣ 

then!) 

5. Among the Gargoyles 

o Description: 

 Looking down ς ƻƘΣ ƴƻ Χ - ǘƘŜǊŜΩǎ ǘƘŜ ŦƭƻƻǊ ƻŦ ǘƘŜ ŎƘƻƛǊΣ ŦŀǊ ōŜƭƻǿΦ LΩƳ ǊŜŀƭƭȅΣ ǊŜŀƭƭȅ 

high up ς higher than my little bedroom ς and this ledge is a lot narrower than 

my bed.  

¢ƘŜ ŎƛǘȅǎŎŀǇŜ ǿƻǊƪƛƴƎǎ ƻŦ ǘƘŜ /ŀǘƘŜŘǊŀƭ ŎƭƻŎƪ ŀǊŜ ǎǳǎǇŜƴŘŜŘ ŦǊƻƳ /ŀǘƘŜŘǊŀƭΩǎ 

dome, just a little out of reach. 

o Event [on entering Among the Gargoyles for the first time]: Steady, Wren. 

¸ƻǳΩǊŜ ƎƻƻŘ ǿƛǘƘ ƘŜƛƎƘǘǎΣ ŀǊŜƴΩǘ ȅƻǳΚ Yes ς but not with pendulums! I duck to 

avoid the massive pendulum of the clock which almost knocks me clear of this 

ƭŜŘƎŜΗ L ŎƭƛƴƎ ƻƴǘƻ ŀ ƎŀǊƎƻȅƭŜ ŀƴŘ L ŘƻƴΩǘΧ ƭƻƻƪΧ ŘƻǿƴΧ 

o Event [2nd turn in Among the Gargoyles]: /ƭƛƴƎƛƴƎ ǘƻ ǘƘŜ ŎƭƻŎƪΩǎ ƎŜŀǊǎ ƭƛƪŜ ŀ 

spidŜǊΣ L ǎŜŜ ǘƘŜ CƛƎǳǊŜΣ Ƙƛǎ ƘŜŀŘ ǘǳǊƴŜŘ ǘƻ ƭƻƻƪ ōŀŎƪ ŀǘ ƳŜΦ CƻǊ ŀ ƳƻƳŜƴǘ ƘŜΩǎ 

quite still ς ǘƘŜ ŀƴ ŜǎŎŀǇŜƳŜƴǘ ŀōƻǾŜ ƘƛƳ ǘǳǊƴǎ ŀƴŘ ƘŜΩǎ ǳǇ ŀƴŘ ŀǿŀȅΣ ƛƴǘƻ ǘƘŜ 

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. 

άǎǘƻǇǇƛƴƎέ ǾŀǊƛŀǘƛƻƴǎ ŀǊŜ ƛƴŘƛŎŀǘŜŘΦ 

Á Counter = 1 : ¢ƘŜ ǇŜƴŘǳƭǳƳ ǊŜŀŎƘŜǎ ǘƘŜ ŦŀǊ Ǉƻƛƴǘ ƻŦ ƛǘΩǎ ǎǿƛƴƎΦ / The penduluum 

is deep inside the clock mechanism. The penduluum swings away. 

Á Counter = 2 : The pendulum races towards you, so close! / The penduluum is 

swinging through the heart of the clock, right for me! / The penduluum swings 

ever closer. 

Á Counter = 3 : The pendulum nearly knocks you back, then moves away. / I 

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. 

Á Counter = 4 : The pendulum swings towards the machinery of the cathedral 

clock. κ ¢ƘŜ ǇŜƴŘǳƭǳǳƳ ǎǿƛƴƎǎ ōŀŎƪ ƛƴǘƻ ǘƘŜ ŘŜǇǘƘǎ ƻŦ ǘƘŜ ŎƭƻŎƪΩǎ ǿƻǊƪƛƴƎǎΦ κ 

The penduluum swings away. 

o Command [go Down from Among the Gargoyles]:  Disallow.  LΩǾŜ Ǝƻǘ ǘƻ Ŧƻƭƭƻǿ 

ƘƛƳΧ ǎƻƳŜƘƻǿΧ 

o Command [Go anywhere from Among The Gargoyles]: Disallow. ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ 

off this ledge at all! 

o Command [Jump while Among the Gargoyles]: Same as Take Penduluum 

below.  

o Object: Pendulum 

Á Description: The penduluum weight is the size of a Grandfather clock and the 

ǊƻŘ ƻƴ ǿƘƛŎƘ ƛǘ ǎǿƛƴƎǎ ƛǎ ǘƘŜ ǎƛȊŜ ƻŦ ŀ ǘǊŜŜΦ LŦ ǘƘŀǘ ǘƘƛƴƎǎ Ƙƛǘǎ ƳŜ ƛǘΩŘ ōŜ ƭƛƪŜ 

Drake stepping on a beetle. 

Á Command [take or climb or jump on  Pendulum]: Check the Pendulum 

counter.   

¶ LŦ ƛǘΩǎ м ƻǊ пΣ disallow. ¢ƘŜ ǇŜƴŘǳƭǳǳƳΩǎ ŀǘ ǘƘŜ ƻǘƘŜǊ Ŝnd of its 

ǎǿƛƴƎΦ ¸ƻǳ ŎŀƴΩǘ ŦƭȅΣ ȅƻǳƴƎ ²ǊŜƴΦ   

¶ LŦ ƛǘΩǎ н ƻǊ о,  Move Player into Lower Gears.  

L ŎŀƴΩǘ ōŜƭƛŜǾŜ ǘƘƛǎΧ ŀǎ ǘƘŜ ǇŜƴŘǳƭǳǳƳ ŀǇǇǊƻŀŎƘŜǎ ŀƴŘ ǎƭƻǿǎ ǘƻ ŀ ƳƻƳŜƴǘΩǎ ƘŀƭǘΣ L 

wrap my arms around it. The whole clock above seems to shiver from the extra 

ǿŜƛƎƘǘ ŀƴŘ ǘƘŜƴ LΩƳ ŀǿŀȅΣ ŦƭƻŀǘƛƴƎ ƻǾŜǊ ǎǇŀŎŜΣ ŦŀǎǘŜǊ ŀƴŘ ŦŀǎǘŜǊΧ 

!ǘ ǘƘŜ ƭƻǿŜǎǘ Ǉƻƛƴǘ ǿƘŜƴ LΩƳ ǿƘƛǇǇƛƴƎ ǘƘǊƻǳƎƘ ǘƘŜ ŀƛǊΣ L ƭŜǘ Ǝƻ ŀƴŘ ŘǊƻǇ ƻƴǘƻ ŀ ǇƭŀǘŦƻǊƳΣ 

surrounded by gears and windings. The penduluum is gone in a moment. 

Á Counter = 4  (initial value, modified each turn by the pendulum 

daemon) 

o Object: Gargoyles 
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Á Description: The ledge is fitted with gargoyles showing the Vices of Laxity. 

9ǾŜǊȅǘƘƛƴƎΩǎ ƘŜǊŜΣ ŦǊƻƳ ǎƭŜŜǇƛƴƎ ƻƴ ǘƘŜ Ƨƻō όǇƻƻǊ 5ƻǊƛŎΗύ ǘƘǊƻǳƎƘ ǘƻ ŜŀǘƛƴƎ ǿƛǘƘ 

your mouth open. 

Á Command [climb or jump on  Gargoyles]: LΩƳ ƴƻǘ ƎƻƛƴƎ ǘƻ ƭŜǘ Ǝƻ ƻŦ ǘƘŜƳΣ ŀƳ LΚ 

L ŘƻƴΩǘ ŦŀƴŎȅ ƪŜŜǇƛƴƎ Ƴȅ ōŀƭŀƴŎŜ ǳǇ ƘŜǊŜΦ 

o Object: Choir Floor 

Á Description: The floor looks hard and very far away. Great. 

Á Interact: No thanks. 

o Object: Gears 

Á Description: The working of the clock are a shipwreck of cogs, wheels and 

traces, their teeth and struts and scaffolds moving with the same slow purpose 

ŀǎ {ŀΩŀǘΩǎ DǊŜŀǘ hǊǊŜȅΦ ¦Ǉ ŀōƻǾŜ ǘƘŜƳ L Ŏŀƴ Ƨǳǎǘ ǎŜŜ ǘƘŜ ŜƴƻǊƳƻǳǎ ŦŀŎŜ ƻŦ ǘƘŜ 

rose window clock face. 

Á Command [climb or jump on  Gears]: Disallow. ¢ƘŜȅΩǊŜ ǘǿŜƴǘȅ ŦŜŜǘ ŀǿŀȅ ƻǊ 

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 Go command, to create the impression of a maze. 

o Description:  

LΩƳ ǎŀƴŘǿƛŎƘŜŘ ōŜǘǿŜŜƴ ǘǿƻ ƎŜŀǊǎ ƻŦ ǘƘŜ /ŀǘƘŜŘǊŀƭ ŎƭƻŎƪΣ ƻƴ ŀ ƴŀǊǊƻǿ ǿƻƻŘŜƴ 

platform that winds in and out between the workings. This noise is louder than 

wŜƭƻƘΩǎ ŘǳǇƭƛŎŀǘƻǊ ς like an army of cooks all banging saucepans. I can barely keep 

straight which way is up and which way is down.  

Platforms lead away to [the list of the three chosen directions]. 

o Command [go UP from Lower Gears]: The Figure went up so I will too. And 

never mind if the Cathedral clock loses a few seconds from me moving the gears 

ŀǎ L ŎƭƛƳōΦ LŦ ǘƘŜ /ŀǘƘŜŘǊŀƭ ƭƻǎŜǎ ƛǘǎ ǊŜƭƛŎǎ ǘƘŀǘΩŘ ōŜ ǿƻǊǎŜΗ 
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o Command [go any other direction from Lower Gears]:  If not one of the three 

directions, disallow: ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ ǘƻ Ǝƻ ǘƘŀǘ ǿŀȅΣ ŜȄŎŜǇǘ ƛƴǘƻ the grinder of 

gear-teeth themselves. Otherwise, move the player to the same location, 

reprinting the description. Reselect three directions. Print moving text: I worm 

my way between the gears. 

NOTE:  This is a very simple trick maze, that will keep turning you around without actually 

moving you until you go Up. 

o Object: Choir Floor 

Á Description: same as before 

o Object: Gears 

Á Description: LǘΩǎ ŀ ƳŀȊŜ ƻŦ ƎŜŀǊǎΣ ŎƘŀƛƴǎ ŀƴŘ ǇƛƴƛƻƴǎΣ ŀƭƭ ƛƴ Ŏƻƴǎǘŀƴǘ ƳƻǾŜƳŜƴǘΦ 

A few have rungs and ladder-holds beside them, others have struts across their 

diameters. 

Á Command [climb or jump on  Gears]: Same as going UP. 

7. Upper Gears 

o Description:  

Further up now, and hanging onto a scaffold beam for dear life. Below ς quite a lot 

of space, and the rest of the mechanism. Around, cogs grinding the rust off other 

cogs. And in front: a void of empty space. A gap ς and 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 clock hands, reaching out 

ŦǊƻƳ ǘƘŜ ƎƛƎŀƴǘƛŎ ƳŜŎƘŀƴƛǎƳ ŀƴŘ ǘƘǊƻǳƎƘ ǘƘŜ ǿƛƴŘƻǿΦ ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ L Ŏŀƴ 

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 top of 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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 ά²Ƙȅ Řƻ ȅƻǳ Ŧƻƭƭƻǿ ƳŜΣ ŎƘƛƭŘΚέ ǘƘŜ CƛƎǳǊŜ ŘŜƳŀƴŘǎΣ Ƙƛǎ ƘƻƻŘŜŘ ŦŀŎŜ ǘǳǊƴƛƴƎ 

ǘƻǿŀǊŘǎ ƳŜΦ ά¸ƻǳ ŎŀƴΩǘ stop me from stealing the Perpetuum. There are greater 

ǿƘŜŜƭǎ ǘǳǊƴƛƴƎ ƘŜǊŜ ǘƘŀǘ ȅƻǳ ŘƻƴΩǘ ǳƴŘŜǊǎǘŀƴŘΗέ 

 Then swiftly and smoothly, like a cat, he grabs onto a passing length of chain and 

ǎƻŀǊƛƴƎ ǳǇ ƛƴǘƻ ǎǇŀŎŜΦ .ǳǘ LΩƳ ǘƘƛƴƪƛƴƎ ƻƴŜ ǘƘƛƴƎΥ ƘŜΩǎ ǇƭŀƴƴƛƴƎ ǘƻ ǎteal the 

Perpetuum! 

o Object: Choir Floor 

Á Description: L ŎŀƴΩǘ ǎŜŜ ǘƘŜ ŦƭƻƻǊ ŀƴȅ ƳƻǊŜ ŦǊƻƳ ǘƘƛǎ ƘŜƛƎƘǘΦ 

o Object: Gears 

Á Description: There are pulleys and chains everywhere, all turning the massive 

shaft of the clock overhead. 

Á Command [climb or jump on  Gears]: Disallow. LǘΩǎ ŀƭƭ ǾŜǊǘƛŎŀƭ ƴƻǿΣ ŀƴŘ ǘƘŜ 

bars of the scaffold and struts of the cogs are more spaced out than the 

ǊǳƴƎǎ ƻŦ Ƴȅ ƭŀŘŘŜǊΦ L ŎŀƴΩǘ ƎŜǘ ƘƛƎƘŜǊΦ 

o Object: Rose Window 

Á Description:  

¢ƘŜ ǿƛƴŘƻǿ ƛǎ ŀōƻǾŜ ŀƴŘ ōŜȅƻƴŘΦ LǘΩǎ ǎǘŀƛƴŜŘ Ǝƭŀǎǎ ŎƻǾŜǊǎ ǘƘŜ ŎƭƻŎƪΩǎ ǿƻǊƪƛƴƎǎ ƛƴ 

ŦǊŀŎǘǳǊŜŘ ŎƻƭƻǳǊǎΦ LǘΩǎ ōŜŀǳǘƛŦǳƭ ƘŜǊŜΦ [ƛƎƘǘ ŀƴŘ ŎƭƻŎƪǿƻǊƪ ƛƴ ǇŜǊŦŜŎǘ ƘŀǊƳƻƴȅΦ 

A pulley hangs at its top, attached to the long chain that feeds into the barrel by my 

feet. 

o Object: Barrel 

Á 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. 

o Object: Chain 

NOTE:  This chain will lift you up to the Rafters above the window.  It is controlled 

using the crank and the lever 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 

ƘƻƭŘƛƴƎ ǘƘŜ ŎƘŀƛƴΣ ƛƴŘƛŎŀǘŜŘ ōȅ ǘƘŜ ά/Ƙŀƛƴ IƻƭŘƛƴƎέ ǾŀǊƛŀōƭŜ ƘŜǊŜΣ ƛǘ ǿƛƭƭ ƳƻǾŜ 
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you over to the Rafters.  If you have pulled the lever without holding on, the 

weight will drop and you need to turn the crank to set it in the up position 

ŀƎŀƛƴΦ  ¢Ƙƛǎ ǎƘƻǳƭŘ ōŜ ƛƳǇƭƛŎƛǘ ƛƴ ǘƘŜ ŎƻƳƳŀƴŘǎ ōŜƭƻǿΣ ōǳǘ L ǘƘƻǳƎƘǘ LΩŘ ƳŀƪŜ ƛǘ 

explicit here. 

Á Description: Check the state of the chain to determine the description. 

¶ 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. 

¶ State = Down : The thick links of the chain run up to a pulley by the 

window. Over the pulley is a weight, which dangles far below. 

Á Command [climb Chain]: Disallow.  I could grip my arms around the chain 

but the angles too steep ς ŀƴŘ ǘƘŜ ŘƛǎǘŀƴŎŜΣ ƛǘΩǎ ǇǊŜǘǘȅ ŦŀǊΗ L ŎŀƴΩǘ Ƨǳǎǘ 

ŎƭƛƳō ƻǳǘΦ L ǊŜŀƭƭȅ ŎŀƴΩǘΦ 

Á Command [hold or grab Chain]:  Set Chain Hold = True I grab hold of the 

chain. 

Á Command [drop Chain]:  Set Chain Hold = False. I let go of the chain. 

Á Command [pull Chain]:  

¶ If State = Up: The chain is taught from here to the pulley, since 

the weight is hoisted right to the top. 

¶ If State = Down: The chain is far too heavy to move. 

Á State = Up (initial value, changed by Lever and Crank) 

Á Holding = False (set to true by the hold command) 

o Object: Weight 

Á Description: A solid chunk of iron [if State = UP] near the pulley 

[otherwise] hanging far, far below the gigantic rose window. 

o  Object: Crank 

Á Description: The crank handle on the barrel probably winds the chain. 
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Á Command [turn or wind crank]:  

¶ If Chain State = Up: ¢ƘŜ ŎƘŀƛƴ ƛǎ ŀǎ ǘŀǳƎƘǘ ŀǎ ƛǘΩƭƭ ƎƻΣ ǎƛƴŎŜ ǘƘŜ 

weight is hoisted right to the top. 

¶ If Chain State = Down: set Chain State = Up:  

The crank turns easily, and very slowly the weight rises up towards the pulley. 

²ƘƻΩǎ ƳŜŀƴǘ ǘƻ ǳǎŜ ǘƘƛǎ ƳŀŎƘƛƴŜ L ŘƻƴΩǘ ƪƴƻǿΥ ƳŀȅōŜ ƛǘΩǎ ƭŜŦǘ ƻǾŜǊ ŦǊƻƳ 

construction. 

 After several minutes of work, the weight is as ƘƛƎƘ ŀǎ ƛǘΩƭƭ ƎƻΦ 

o Object: Lever 

Á Description: The release lever on the barrel is currently closed. 

Á Command [pull or release lever]: This command checks two variables, in 

order. 

¶ If Chain State = Down: I pull the lever but nothing happens. It 

locks back into place. 

¶  If Chain State = Up, check Chain Holding.   

o If Chain Holding = False. Set Chain State = Down: The 

lever unlocks and the chain begins to spool away instantly, 

as the weight over the pulley plummets downwards. The 

links beside me wind away towards the window. 

o If Chain Holding = True. Move Player into Rafters. 

Clinging on tight ς I must have gone crazy ς I kick the release with my shoe. 

¢ƘŜǊŜΩǎ ŀ ǎǳŘŘŜƴ ƧŜǊƪ ŀƴŘ ǘƘŜƴ LΩƳ ǎƘƻǘ ǳǇ ŀƴŘ ŀŎǊƻǎǎΦ {ǘƻƳŀŎƘ ƛƴ ǘƘǊƻŀǘΣ ŀƛǊ 

beneath my feet, arms screaming for mercy. Hurtling towards the pulley. How 

ƳǳŎƘ ŎƘŀƛƴ ƛǎ ǘƘŜǊŜ ƛƴ ǘƘƛǎ ǘƘƛƴƎΚ LΩǾŜ ƴƻ ƛŘŜŀΦ ²Ƙŀǘ ƛŦ L ƘƛǘΚ L ǿŀǘŎƘ ƛƴ ƘƻǊǊƻǊ ŀǎ 

the pulley approaches ς LΩƳ ƎƻƛƴƎ ǘƻ ōŜ ƪƴƻŎƪŜŘ ƻŦŦ ς  

- ŀƴŘ LΩǾŜ ƴƻ ŎƘƻƛŎŜ ōǳǘ ǘƻ ƭŜǘ Ǝƻ ŀƴŘ L fall ς  

- onto a rafter below. Sweet Grease! I can barely move for shaking! 
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8. Rafters 

o Description:  

LΩƳ ŎƭƛƴƎƛƴƎ ǘƻ ŀ ǊŀŦǘŜǊΦ .ŜǎƛŘŜ ƳŜ ƛǎ ǘƘŜ ƭƻƴƎ ŎƘŀƛƴ ŦǊƻƳ ǘƘŜ ǇǳƭƭŜȅΣ Řƻǿƴ Ǉŀǎǘ ǘƘŜ 

rose window that lights up everything in vivid red, blue and green. My foot could 

almost reach the XII on tƘŜ ŎƭƻŎƪ ŦŀŎŜΧ .Ŝƭƻǿ ƛǎ ƴƻǘƘƛƴƎ ōǳǘ ŀ ŦŜǿ ƳƻǊŜ ǊŀŦǘŜǊǎΣ 

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 face ς a pane of glass, 

swung open. The Figure. 

o Command [go DOWN from Rafters]: Move Player into Clock Face.  Gingerly, I 

clamber down the chain and onto the rafters below.  

o Command [go UP from Rafters]:  Disallow. Up is nothing but the gigantic pulley 

ŀƴŘ L ŎŀƴΩǘ ǎŎǊŀƳōƭŜ ƻƴǘƻ ǘƘŀǘ ŜǾŜn if I wanted to. 

o Command [go any other direction from Rafters]:  Disallow. L ŎŀƴΩǘ Ǝƻ ŀƴȅǿƘŜǊŜ 

ŦǊƻƳ ƘŜǊŜΦ LΩƳ ƻǳǘ ƻƴ ŀ ƭƛƳōΣ ǿƛǘƘ Ƨǳǎǘ ǘƘŜ ŎƘŀƛƴ ŦƻǊ ŎƻƳǇŀƴȅΦ 

o Object: Gears 

Á Description: The gears are across the room from where I am. The clock-face 

itself is nothing but a glass wall and the gigantic hands whose shadows I can just 

see.  

Á Command [any interaction with  Gears]: Disallow. ¢ƘŜȅΩǊŜ ōŀŎƪ ŀŎǊƻǎǎ ǘƘŜ 

space from me. 

o Object: Rose Window 

Á Description: The window is close enough to touch ς but so large it fills 

everything I can see. Somewhere below a panel is missing, creating a small door. 

Á Command [any interaction with Rose Window]: Disallow. LǘΩǎ ǎƘŜŜǊ ƎƭŀǎǎΦ L 

ŎƻǳƭŘƴΩǘ Řƻ ŀƴȅǘƘƛƴƎΦ 

o Object: Chain/Pulley/Weight 
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Á 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 Chain]: Same as DOWN.   

9. Behind the Clock Face 

o Description:  

Like an unlucky symbol I can see the giant clock face in front of me, in reverse. The 

ƘŀƴŘǎ ŀǊŜ ǘǳǊƴƛƴƎ ǿƛŘŘŜǊǎƘƛƴǎΣ ǾŜǊȅ ǎƭƻǿƭȅΦ ¢ƘŜ ǊŀŦǘŜǊ LΩƳ ƻƴ ŜȄǘŜƴŘǎ ǊƛƎƘǘ ǳǇ ǘƻ ǘƘŜ 

glass panel set in the clock face, where a small square of normal light breaks the 

green and silver of the stained glass, near the IV. 

The chain extends beside me, up and down. 

o Command [exit from Clock Face]: Move Player into the Hour Hand and begin 

Chapter 5.  L ŎǊŀǿƭ ƻǾŜǊ ǘƻ ǘƘŜ ŘƻƻǊ ŀƴŘ ǎƭƛǇ ǘƘǊƻǳƎƘΧ 

o Command [UP or DOWN]: The door is within reach. This is where the Figure 

went. 

o Object: Chain/Pulley/Weight 

Á Description: The thick chain extends both up and down from here. 

Á Command [climb Chain]: Same as UP or DOWN. 

o Command [climb or descend Chain]: Disallow. . 

o  Object: Rose Window / Door 

Á Description:.Jewelled light blinds you. Only the square of blue sky ς the door ς 

looks safe. 

o Command [exit or move through Rose Window]: Same as exit. 

 

 

 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 132 

 

 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 133 

 

Chapter Vɀ The Roofs of the City 

Map 

 

 

 

 

 

  

 

 

 

 

Rundown  

The Chapter begins as you enter the Clock Face. 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 Parapet 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 orthogonal.  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 
ōƻŀǊŘ ƻǾŜǊ ǘƘŜ ƎŀǇ ŀƴŘ ǿŜƛƎƘǘ ƛǘ Řƻǿƴ ǿƛǘƘ ōǊƛŎƪǎ ǘƻ ƳŀƪŜ ŀ άŘƛǾƛƴƎ ōƻŀǊŘέ ǘƻ ŦŀŎƛƭƛǘŀǘŜ ǘƘŜ ƧǳƳǇΦ 

At the weather station there is a small weather balloon with a basket you can just fit in.  The balloon is 
ŜƳǇǘȅ ƘƻǿŜǾŜǊ ŀƴŘ ǘƘŜ ƘȅŘǊƻƎŜƴ ǎǇƛƎƻǘ ƴŜŀǊōȅ ŘƻŜǎƴΩǘ ǿƻǊƪΦ 

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 the Weather Station and use that to fill the balloon. 

Minute 

Hand  

Parapet 

(dropped from 

Minute Hand)  

Buttress 

Rooftop 1 

(JUMP from 

Buttress) 

Sloping 

Roofs 

Rooftop 2 

(JUMP from 

Platform) 

Rooftop 3  

Rooftop 4 Rooftop 5 Observation 

Platform 

Weather Station 

όάōǊƛŘƎŜέ ŦǊƻƳ 

Rooftop 4) 
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Before you are allowed to launch the balloon however, you need to determine where the Figure went.  
¦ǎƛƴƎ ǘƘŜ ƳŜŎƘŀƴƛŎŀƭ ǘŜƭŜǎŎƻǇŜ ƻƴ ǘƘŜ hōǎŜǊǾŀǘƛƻƴ tƭŀǘŦƻǊƳ ȅƻǳ ŦƛƴŘ ƘŜΩǎ ƳƻǾƛƴƎ ƴƻǊǘƘǿŜǎǘΦ  ¸ƻǳ ǘƘŜƴ 
need to 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 first room ǿƻǊƪ ƘŜǊŜΦ  wƛƎƘǘ ƴƻǿΣ ƛǘ ǊŜŀŘǎ ŀǎ ƛŦ ȅƻǳΩǊŜ ŎƻƳƛƴƎ ƻǳǘ ƴŜŀǊ мн ƻΩŎƭƻŎƪΣ ōǳǘ ǘƘŜ 
minute hand event would require you to come out nearer to the 4:00. 

Design Detail 

1. The Minute Hand 

o Description:  

LǘΩǎ ŀ ƎƻƻŘ ǘƘƛƴƎ LΩƳ ƎƻƻŘ ǿƛǘƘ ƘŜƛƎƘǘǎΣ ōŜŎŀǳǎŜ ǘƘƛǎ ƛǎ ǘƘŜ ƘƛƎƘŜǎǘ LΩǾŜ ŜǾŜǊ ōŜŜƴΦ aȅ ōŀŎƪΩǎ 

ǇǊŜǎǎŜŘ ŀƎŀƛƴǎǘ ǘƘŜ Ŏƻƻƭ Ǝƭŀǎǎ ƻŦ ǘƘŜ ǊƻǎŜ ǿƛƴŘƻǿΣ ŀƴŘ LΩƳ ǎǘŀƴŘƛƴƎ ς LΩƳ ǎǘŀƴŘƛƴƎ ƻƴ ŀ ǿƛŘŜ 

metal gird. The long girder. The one that tells you minutes. Luckily its between the III and 

the IV so I can stand here, because ǘƘŜ ƳŜǘŀƭΩǎ ǎƳƻƻǘƘ ŀƴŘ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ǘƻ ŎƭƛƴƎ ƻƴǘƻΦ 

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 dropped.  

o Event [on the turn you enter The Minute Hand]: ¢ƘŜǊŜΩǎ ŀ ǇŀǊŀǇŜǘ ƻŦ ǘƘŜ /ŀǘƘŜŘǊŀƭ ŀ 

good way below, but no ladders, chains or cogs this time. But somehow ς the Figure. He 

stops to look up at me, almost as though wondering if he should stay to help. But he 

ŘƻŜǎƴΩǘΦ 

o Event [on the second turn after you enter The Minute Hand]: The metal underfoot 

ǎƘƛǾŜǊǎ ŀ ƭƛǘǘƭŜΧ 

o Event [on the third turn after you enter The Minute Hand]: Move Player into Parapet. 

Text:  

CǊƻƳ ōŜƘƛƴŘ ǘƘŜ ǿƛƴŘƻǿ ǘƘŜǊŜΩǎ ŀƴ ŜƴƻǊƳƻǳǎ ƎǊƻŀƴ ƭƛƪŜ a giant waking up in there, and 

then the hand underneath me disappears. Just a minute further down ς ōǳǘ ƛǘΩǎ ǘƻƻ ǎǘŜŜǇΥ 

five-seventeen I can hang onto but five-ŜƛƎƘǘŜŜƴ L ŎŀƴΩǘΦ L ǎǘŀǊǘ ǘƻ ǎƭƛŘŜΧ 

Right off the hand ς ōǳǘ ŀǘ ƭŜŀǎǘ ŀǘ ǘƘƛǎ ŜƴŘ ƛǘ ƛǎƴΩǘ ǉǳƛǘŜ ǎƻ ƘƛƎƘ ǳǇΧ  

Woomph!   
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o Command [Jump, Down, Let go of Minute Hand]: bƻ ŎƘŀƴŎŜΦ LǘΩǎ ǘƻƻ ŦŀǊΦ LΩŘ ƘŀǾŜ Ƴȅ 

neck in pieces before my feet hit the stone. 

o Object: Rose Window 

Á Description: The gigantic clock face. It has not handholds, no rungs. Nothing. 

o Object: City 

Á Description: I 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 ς 

ōǳǘ ƻƴƭȅ ƛŦ L ǊŜŀŎƘŜŘ ŀ ƭƛǘǘƭŜ ŦǳǊǘƘŜǊ ƻǳǘΧ 

o Object: Minute Hand 

Á Description: The minute hand is a thick bar of iron about the size of one of the 

/ŀǘƘŜŘǊŀƭ ǇŜǿǎΦ .ǳǘ ƛǘǎ ŀƭǎƻ ǎƳƻƻǘƘΣ ŀƴŘ ǎǘŜŜǇΣ ŀƴŘ ƴƻǘ ŀ ǎŀŦŜ ǇƭŀŎŜ ǘƻ ǎǘŀȅΧ 

o Object: Abbey 

Á Description: In the Abbey roof I can see the single dark square of a 

missing tile. 

o Object: Door 

Á Description: The door back inside is too high up now ς ƛǘ ǿŀǎƴΩǘ ŀ ƳƛƴǳǘŜ ŀƎƻΣ ƻŦ 

course. 

Á Command [open or enter Door]: Disallow.  The door is out of reach. And there 

ƛǎ ƴƻ ǿŀȅ ƛƴ ǘƘŜ ǿƻǊƪƛƴƎǎ ǘƘŀǘ LΩƳ ƧǳƳǇƛƴƎΦ 

2. Parapet 

o Description:  

A narrow lead-ŎƻǾŜǊŜŘ ǿŀƭƪǿŀȅ ŀƭƻƴƎ ǘƘŜ ŎŀǘƘŜŘǊŀƭ ǊƻƻŦΦ Iƻǿ ƭǳŎƪȅ Ŏŀƴ ȅƻǳ ƎŜǘΗ Lǘ ŘƻŜǎƴΩǘ 

go ŀƴȅǿƘŜǊŜΣ ƻŦ ŎƻǳǊǎŜΣ ōǳǘ ŀǘ ƭŜŀǎǘ ǘƘŜǊŜΩǎ ǎƻƳŜ ƎŀǊƎƻȅƭŜǎ ŀƴŘ ǘƘƛƴƎǎ ǘƻ ǎǘƻǇ ƳŜ ŦŀƭƭƛƴƎ ǘƘŜ 

rest of the way to the ground. 

Off west a buttress flies out near the roof of 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 

ōŜŦƻǊŜ ǘŀƪƛƴƎ ŀ ŦƭȅƛƴƎ ƭŜŀǇ ƻŦŦ ǘƘŜ ōǳǘǘǊŜǎǎΦ LǘΩǎ ƛƴŎǊŜŘƛōƭŜ ǘƻ ǿŀǘŎƘ ς ƘŜΩǎ ŀ ƭƛƪŜ ŀ ƎǊŜȅ 

ǎǉǳƛǊǊŜƭΣ ŀƎƛƭŜ ŀƴŘ ǘƻǘŀƭƭȅ ŦŜŀǊƭŜǎǎΦ LΩƳ already exhausted ς ŀƴŘ ƘŜΩǎ ƻŦŦ ŀƎŀƛƴΣ ŀƭǊŜŀŘȅΗ 

o Command [go any direction except West]: Disallow. LΩǾŜ ŦƻƭƭƻǿŜŘ ƘƛƳ ǘƘƛǎ ŦŀǊΦ L ŎŀƴΩǘ 

give up now!  

o Command [Go UP]: Same as Climb Rose Window. 

o Object: Rose Window 

Á Description: I could just about touch the VI now. 

Á Climb: ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ ōŀŎƪ ǳǇ ǘƘŜ Ǝƭŀǎǎ ς thankfully. 

Á Interact: ¢Ƙƛǎ ŎƭƻŎƪ ŎŀƴΩǘ ƘŜƭǇ ƳŜ ƴƻǿΦ 

o Object: Gargoyles/Spires/Gables 

Á Description: The edge of the roof is lines with gargoyles all ready to spit 

rainwater down on people in the street below.  

Á Command [climb or jump on  Gargoyles]: LΩƳ ŎŜǊǘŀƛƴƭȅ ƴƻǘ ƎƻƛƴƎ ǘƻ ƭŜǘ Ǝƻ ƻŦ 

ǘƘŜƳΗ ¢ƘŜȅΩǊŜ ǘƘŜ ƻƴƭȅ ǘƘƛƴƎǎ ƪŜŜǇƛƴƎ ƳŜ ǳǇ ƘŜǊŜΗ 

Á Command [drop Gargoyles]: No thanks! 

o Object: Buttress 

Á Description: The flying buttress to the west is holding this wall up. 

Á Enter/Jump off/Climb: Same as GO WEST. 

3. Buttress 

o Description: LΩƳ ƴƻǘ ƻƴ ǘƘŜ ǊƻƻŦ ŀƴȅƳƻǊŜΥ LΩƳ ǇŜǊŎƘŜŘ ƻƴ ŀ ƴŀǊǊƻǿ ǎǘƻƴŜ ŀǊŎƘ ǘƘŀǘ 

ŎǳǊǾŜǎ ƻǳǘ ŦǊƻƳ ǘƘŜ ǿŀƭƭ ŀƴŘ Řƻǿƴ ǘƻ ǘƘŜ ƎǊƻǳƴŘΦ IƻǇŜŦǳƭƭȅ LΩƳ ƴƻǘ ƎƻƛƴƎ that way any 

ǘƛƳŜ ǎƻƻƴΧ ¢Ƙƛǎ ƛǎ ǿƘŜǊŜ L ǎŀǿ ǘƘŜ CƛƎǳǊŜ ƧǳƳǇ ŀŎǊƻǎǎ ǘƻ ǘƘŜ ƴŜȄǘ ǊƻƻŦΣ ǘƘƻǳƎƘ ƴƻǿ ƘŜΩǎ 

disappeared from sight. 

o Command [Go not-East]: ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ ƻŦŦ ǘƘƛǎ ōǳǘǘǊŜǎǎ ŀǇŀǊǘ ŦǊƻƳ ƧǳƳǇƛƴƎΣ ƻǊ ŦŀƭƭƛƴƎΦ 

o Command [Go east]: .ŀŎƪ ƻŦŦΚ bƻ ǿŀȅΦ LΩǾŜ ƎƻǘǘŜƴ ǘƘƛǎ ŦŀǊΦ LΩƳ ƴƻǘ ƎƛǾƛƴƎ ǳǇΦ 
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o Command [Fall]: !ŦǘŜǊ L ǎǳǊǾƛǾŜŘ ǘƘŀǘ ŎƭƻŎƪ ƛƴ ǘƘŜǊŜΚ ¢Ƙŀǘ ǿƻǳƭŘƴΩǘ Ƨǳǎǘ ōŜ ŎƭǳƳǎȅΣ ƛǘΩŘ 

be embarrassing. 

o Command [Jump]: Move player into Rooftop 1.  

Heart in mouth? Check. Fingers ready to claw the roof? Ready. Then ς here goes! 

I spring like a cat ς like a flying squirrel ς like a mouse hit out of the kitchen by the Cook 

wielding a meat-tenderizer ς I 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. 

o Object: Gargoyles/Spires/Gables 

Á Description: The Cathedral roof is back east. 

Á Command [climb or jump or enter on  Gargoyles]: Same as going East. 

o Object: Roof 

Á Description: About five feet below ς and five feet away ς is the slated lead roof 

that almost touches the buttress.  

Á Command [Jump onto Roof]: Same as JUMP 

4. Rooftop 1 

o Description:  

 [first time only] If the city I saw from the clock-face 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 impassably steep, or 

blocked with tall chimneys, extra walls or sharp lightning rods plugged into vegetables 

patches way below. [other times] The roofs are a mess of chimneys, lightning rods, ways 

forward and sudden sharp drops. 

From here, I could scramble down to the south, or hop across small gaps to the southeast or 

southwest. The Cathedral itself is back west.     

o Command [Jump, go West]: Disallow. The buttress is too steep to climb back. 

o Object: Roofs/Rods/Chimneys 
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Á Description: Who would have thought people kept so much rubbish up here, 

ƘƛŘŘŜƴ ƻǳǘ ƻŦ ǎƛƎƘǘΚ ¢Ƙƛǎ ƛǎƴΩǘ precision engineering, all these chimneys and 

lightning rods, this is a great big mess of stuffΦ LǘΩǎ ƴƻǘ wƛƎƘǘ ƻǊ tǊƻǇŜǊ ŀǘ ŀƭƭΦ 

Á Command [take Rods]: Disallow.  L ŎƻǳƭŘƴΩǘ Ǉǳƭƭ ǘƘƛǎ ǎǘǳŦŦ ŀǇŀǊǘΣ ǘƘŜ lightning 

rods and chimneys are all solid ς even if they are a mess. 

5. Rooftop 2 

o Description: ¢Ƙƛǎ ǊƻƻŦ ƛǎ ŀƭƳƻǎǘ ŦƭŀǘΣ ǿƘƛŎƘ ƛǎ ƎƻƻŘΣ ōŜŎŀǳǎŜ ǘƘŜǊŜΩǎ ŜƳǇǘȅ ǎǇŀŎŜ ǘƻ ǘƘŜ 

north and east of it. I 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 [Jump]: ¢ƘŜ ǇƭŀǘŦƻǊƳΩǎ ƴƻǘ ǘƘŀǘ ƘƛƎƘΣ ōǳǘ ƛǘΩǎ ǘƻƻ ƘƛƎƘ ǘƻ ƧǳƳǇ up and grab it. 

o Object: Roofs/Rods 

Á Identical to previous. 

o Object: Platform 

Á DescriptionΥ L ŎŀƴΩǘ ƳŀƪŜ ƻǳǘ ǿƘŀǘΩǎ ƻƴ ǘƘŜ ǇƭŀǘŦƻǊƳ [if Platform now visited](if 

anything)[end if]: but I can see its encircled by a railing. 

Á Command [Jump onto Platform]: Same as JUMP. 

o Object: Fallen Chimney/Huge Chunks 

Á 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. 

Á Command [break or open Huge Chunks]: The chunks of brick are stuck with 

ƳƻǊǘŀǊΦ hƭŘ ƳƻǊǘŀǊ L ŎƻǳƭŘ Ŝŀǎƛƭȅ ōǊŜŀƪΣ ōǳǘ LΩŘ ƴŜŜŘ ǎƻƳŜ ƪƛƴŘ ƻŦ ǘƻƻƭ ǘƻ Řƻ ƛǘΦ 

Á Command [take Huge Chunks]: Checks to see if Mortar has been Scraped and 

if Chunk already exists. 

¶ If Chunk already exists, then disallow. That chunk I took before I quite 

heavy enough, I think! 
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¶ If Mortar has not been scraped, disallow.  The smallest chunk of brick is 

ŀƭƳƻǎǘ ŀǎ ōƛƎ ŀǎ ƳŜΦ LΩŘ ƴŜŜŘ ǘƻ ōǊŜŀƪ ƛǘ ǳǇ ŀ ƭƛǘǘƭŜ ŦƛǊǎǘ ƛŦ L ǿŀǎ ƎƻƛƴƎ ǘƻ 

start carrying it around with me. 

¶ If Mortar has been scraped,  Move Chunk into Inventory. If Player is 

ŎŀǊǊȅƛƴƎ ŀ IŜŀǾȅhōƧŜŎǘ ϑǘƘŜ ōƻŀǊŘ ƻǊ ǘƘŜ ǇƛǇŜǎϒ ǇŜǊŦƻǊƳ ǘƘŀǘ ƻōƧŜŎǘΩǎ 

Drop Event.  L Ŏŀƴ Ƨǳǎǘ ŀōƻǳǘ ǇƛŎƪ ƛǘ ǳǇΦ LǘΩǎ ƘŜŀǾȅΣ ǘƘƻǳƎƘΧ ǿƻǊǎŜ ǘƘŀƴ 

ŎŀǊǊȅƛƴƎ ōƻǘƘ 5ǊŀƪŜ ŀƴŘ /ŀƭǾƛƴΩǎ ƭŀǳƴŘǊȅ ōŀǎƪŜǘǎΗ 

o Object: Chunk of Brick 

Á Description: A [if being carried]stupid irritating miserable no-good wind-down 

cockeye [end if] heap of bricks, almost too heavy for me to carry at all. 

Á NOTE: Initially not in Rooftop 2.  Moved into Player inventory when you try to 

take huge chunk of bricks after scraping away the Mortar 

Á HeavyObject = true (one of three objects that is too heavy for you to carry 

more than one of) 

Á DropEvent [performed when you pick up another heavy object]: Drop Chunk. I 

ŎŀƴΩǘ ƪŜŜǇ ŎŀǊǊȅƛƴƎ ǘƘŜ ōǊƛŎƪǎ ŀǎ ǿŜƭƭΦ L Ǉǳǘ ǘƘem down.  

Á 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. 

¶ If the Board has been placed in the Notch:  Remove both Board and 

Chunk from game and move Bridge into Rooftop 5. I unload the bricks 

onto the end of the board, weighing it down nicely.  

¶ If (specifically) Putting Chunk in Notch and Board not placed: I 

ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǘƻƻƭǎ ǘƻ ǊŜǇŀƛǊ ǘƘƛǎ ǿŀƭƭΣ ŀƴŘ ŀƴȅǿŀȅΣ ǿƘȅŜǾŜǊ 

would I want to? 

¶ If Board has not be placed in the Notch: Disallow. ¢Ƙŀǘ ǿƻǳƭŘƴΩǘ ƳŀƪŜ 

carrying the bricks any easier, would it? 

Á Command [take Chunk]: Check if Player Inventory contains any HeavyObjects. 

¶ If Player Inventory contains any HeavyObjects, perform the DropEvent 

for that object.  Move Chunk into Inventory. 
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¶ Otherwise, just move Chunk into Inventory. 

o Object: Mortar 

Á Description: If all the mortar in these buildings is as dry and crumbled as the 

ƳƻǊǘŀǊ ƛƴ ǘƘŜ ōǊƻƪŜƴ ŎƘƛƳƴŜȅΣ ǘƘŜƴ LΩŘ ōŜǘǘŜǊ ǘǊŜŀŘ ŎŀǊŜŦǳƭƭȅΦ ! ŎǳǊƛƻǳǎ ǇƛƎŜƻƴ 

could scrape this stuff away. 

Á 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. 

Á Command [break, scrape or remove Mortar]: Disallow.  My fingers are too big 

ς ŀƴŘ ŀ ōƛǘ ǘƻƻ ǎƻŦǘΣ ŜǾŜƴ ŀŦǘŜǊ ŀƭƭ ǘƘŜ ŎƭŜŀƴƛƴƎ LΩǾŜ ŘƻƴŜ ς to break the mortar. 

LΩƭƭ ƴŜŜŘ ǘƻ ǳǎŜ ŀ ǘƻƻƭ ƻŦ ǎƻƳŜ ǎƻǊǘΦ 

Á Command [break, scrape or remove Mortar with Knife]: Change Scraped to 

True.  Using the knife point I work out some of the mortar, break up some more, 

and free up a small chunk of bricks that I can probably just about carry. 

Á Scraped = False (initial value, changed by command in Knife) 

6. Sloping Roofs 

o Description: LǘΩǎ ƘŀǊŘ ǘƻ ƪŜŜǇ Ƴȅ ōŜŀǊƛƴƎǎ ƘŜǊŜΥ ōŜƭƻǿΣ ǎŜǾŜǊŀƭ ǎǘǊŜŜǘǎ ŀǊŜ ŎƻƳƛƴƎ 

together and their overhanging roofs ς good for keeping the rain off ς create a loose 

patchwork of tiles, chimneys, gaps and different levels. I can scramble up a few levels to 

the north, or I could probably slip away west and south, but I might get turned around in 

either of those directions.  

o bh¢9Υ 5ƛǊŜŎǘƛƻƴǎ ŎƻƳƛƴƎ ƛƴǘƻ ǘƘƛǎ ǊƻƻƳ ŀǊŜƴΩǘ ƻǊǘƘƻƎƻƴŀƭ ǘƻ ǘƘŜ ŘƛǊŜŎǘƛƻƴǎ ŎƻƳƛƴƎ 

out.  See map. 

o Object: Roofs/Rods 

Á Identical to previous. 

7. Rooftop 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 

behindώǘƘƛǎ ƭƛǎǘ ŎƘŀƴƎŜǎ ŘŜǇŜƴŘƛƴƎ ǿƘŀǘΩǎ ōŜŜƴ ǘŀƪŜƴΣ ŀƴŘ ǘƘŜ ƴŜȄǘ ǎŜŎǘƛƻƴ ƛs only 

printed if there is something left to take]ς pipes and boards, that kind of thing[end 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 scramble to the southwest. 

o Object: Chimneys/Rods 

Á Same as previous. 

o Object: Pile 

Á Description: Bits and bobs. ώǘƘƛǎ ƭƛǎǘ ŎƘŀƴƎŜǎ ŘŜǇŜƴŘƛƴƎ ƻƴ ǿƘŀǘΩǎ ōŜŜƴ ǘŀƪŜƴΦ 

LŦ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎΣ ǘƘŜ ŘŜǎŎǊƛǇǘƛƻƴ ŜƴŘǎ ƘŜǊŜ ǿƛǘƘƻǳǘ ŀŘŘƛǘƛƻƴŀƭ ǘŜȄǘϐA length 

of piping, a long wooden board. That sort of thing. 

Á Command [take Pile]: Disallow. L ŎŀƴΩǘ ǘŀƪŜ ǘƘŜ ǿƘƻƭŜ ǇƛǇŜΗ hƴŜ ǇƛǇŜ ƻǊ ƻƴŜ 

board would be as much as I could manage! And a whole army of Drakes 

ǿƻǳƭŘƴΩǘ ƭŜǘ ƳŜ ǘŀƪŜ ƳƻǊŜΗ 

o Object: Board 

Á Description: A solid wooden board, about seven feet long. 

Á HeavyObject = true (one of three objects that is too heavy for you to carry 

more than one of) 

Á 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. 

Á Command [put Board in Notch]: Move Board into Notch. The board slides in ς 

ƴƻǘ ǇŜǊŦŜŎǘƭȅΣ ƛǘΩǎ ƴƻ ŎƭƻŎƪǿƻǊƪ ōǳǘ ƛǘΩƭƭ ŘƻΦ ¢ƘŜ Ǉƭŀƴƪǎ ŜȄǘŜƴŘǎ ƻǳǘ ƻǾŜǊ ǘƘŜ ŀƭƭŜȅ 

to the south, almost all the way! 

Á Command [take Board]: Check if Player Inventory contains any HeavyObjects. 

¶ If Player Inventory contains any HeavyObjects, perform the DropEvent 

for that object.  Move Board into Inventory. 

¶ Otherwise, just move Board into Inventory. Text: I grab one end of the 

board, ready to drag it along behind me. 

o Object: Pipe 
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Á DescriptionΥ ! ŎǳǊƛƻǳǎ ōƛǘ ƻŦ ƳŜǘŀƭ ǇƛǇƛƴƎΥ ƛǘΩǎ ŀōƻǳǘ ǘŜƴ ŦŜŜǘ ƭƻƴƎΣ ǿƛǘƘ ǘǿƻ 

sharp bends at either end. Shaped like a gigantic staple, you might say.  

Á HeavyObject = true (one of three objects that is too heavy for you to carry 

more than one of) 

Á DropEvent [performed when you pick up another heavy object]: Drop Pipe. 

¢Ƙƛǎ ǇƛǇŜΩǎ ǘƻƻ ƳǳŎƘ ǘƻ ƘŀƴŘƭŜ ŀǎ ǿŜƭƭΦ L Ǉǳǘ ƛǘ ŘƻǿƴΦ 

Á Command [put Pipe on ChimneyPipe]: Remove Pipe and ChimneyPipe from 

game, and move ElongatedChimney into Rooftop 5. With a bit of hefting and 

hauling ς and a couple of burns on my arms ς I get the pipe slotted over the 

chimney. The new, longer chimney points north, and starts getting hot and 

belching out steam pretty quickly. 

Á Command [take Pipe]: Check if Player Inventory contains any HeavyObjects. 

¶ If Player Inventory contains any HeavyObjects, perform the DropEvent 

for that object.  Move Pipe into Inventory. 

¶ Otherwise, just move Pipe into Inventory. 

8. Rooftop 4 

o Description:  

LΩƳ ƻƴ ǘƘŜ ǎƻǳǘƘ ǎƛŘŜ ƻŦ ŀ ƎǊƻǳǇ ƻŦ ōǳƛƭŘƛƴƎǎ ƘŜǊŜΣ with other roofs I could scramble 

ƻƴǘƻ ŜŀǎǘΣ ǿŜǎǘΣ ŀƴŘ ƴƻǊǘƘŜŀǎǘ ƻŦ ƳŜΦ ¢ƻ ǘƘŜ ǎƻǳǘƘΣ ǘƘŜǊŜΩǎ ŀ ƭƻǿ ǿŀƭƭ ŀƴŘ ǘƘŜƴ ŀ ƎŀǇΣ ŀŎǊƻǎǎ 

an alleyway, before the next building along. The roof of that one seems to be covered in 

ƳŀŎƘƛƴŜǊȅΣ ǘƘƻǳƎƘ ƛǘΩǎ ƘŀǊŘ ǘƻ ǎŀȅ ŦƻǊ sure. 

[first time]A large tarp is thrown over something in the middle of this 

space[otherwise]A large tarp lies discarded here[end if] 

The low south wall is missing a few bricks creating a gap ς ǿŜƭƭΣ LΩƭƭ Ŏŀƭƭ ƛǘ ŀ notch. 

o Event [on the turn you enter Rooftop 4]:  

Something moves high above, and in a grey flash the Figure is before you. He nods once. 

άwŜƭŜƴǘƭŜǎǎΣέ ƘŜ ǊŜƳŀǊƪǎΦ άL ŀŘƳƛǊŜ ȅƻǳǊ ŎƻǳǊŀƎŜΦ ¸ƻǳǊ ǇŜǊǎƛǎǘŜƴŎŜΦ ¸ƻǳ ŎƻǳƭŘ ŀƭƳƻǎǘ ōŜ 

ŀ ƳŀŎƘƛƴŜΦέ LΩƳ ōŀǊŜƭȅ ŀ Ŧƻƻǘ ŀǿŀȅΣ ŀƴŘ L ǎǘƛƭƭ ŎŀƴΩǘ ǎŜŜ Ƙƛǎ ŦŀŎŜΦ bƻǘhing but that sleek 

grey suit. 
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 ά.ǳǘ ǘƘƛǎ ƛǎ ǿƘŜǊŜ L ƭŜŀǾŜ ȅƻǳΦέ ²ƛǘƘ ǘƘŀǘ ƘŜ ǿƘƛǇǎ ŀǿŀȅ ǘƘŜ ǘŀǊǇŀǳƭƛƴΣ ǘƻ ǊŜǾŜŀƭ ŀƴ ƻǊƴƛǘƘƻǇǘŜǊΦ 

tŀǳǎƛƴƎ ƻƴƭȅ ǘƻ ǿƛƴŘ ǘƘŜ ƪŜȅ ōŜƴŜŀǘƘ ƻƴŜ ƻŦ ǘƘŜ ŎǊŀŦǘΩǎ ƎƛƎŀƴǘƛŎ ǿƛƴƎǎΣ ƘŜ ƭŜŀǇǎ ƛƴǎƛŘŜ ŀƴŘ ƛƴ ŀ ƳƻƳŜƴǘΣ 

has taken to the sky. 

 {ƻΣ ǿƘŀǘ ƴƻǿΚ ¢ƘŜǊŜΩǎ ƴƻ way LΩƳ ƭŜǘǘƛƴƎ ƘƛƳ ƎŜǘ ŀǿŀȅΤ LΩƳ ƎƻƛƴƎ ǘƻ ōŜ ƛƴ ǎƻ ƳǳŎƘ ǘǊƻǳōƭŜ ŀŦǘŜǊ 

ŀƭƭ LΩǾŜ ŘƻƴŜΣ LΩƭƭ ƴŜŜŘ ǎƻƳŜǘƘƛƴƎ ǘƻ ǎƘƻǿ ŦƻǊ ƛǘΦ .ǳǘ L ŎŀƴΩǘ Ŧƭȅ ŜƛǘƘŜǊΦ ¢ƘŜǊŜΩǎ Ǝƻǘ ǘƻ ŀ ǿŀȅΦ {ƻƳŜǘƘƛƴƎ L 

can do. If the Universe is clockwork like they saȅ ƛǘ ƛǎΣ ǘƘŜƴ ƛǘ ŎŀƴΩǘ ƘŀǾŜ ƭŜŦǘ ƳŜ ǎǘǊŀƴŘŜŘΣ Ŏŀƴ ƛǘΚ 

o Command [Jump or South from Rooftop 4]: Check to see if Bridge is in Rooftop 4 and if 

Board is in Notch. 

Á If Bridge is in Rooftop 4: Move Player into Weather Station. I inch out over my 

makeshift bridge. The weight of the bricks shudders ς if it slips off that board 

ǘƘŜƴ LΩƳ ŘŜŀŘΣ ƛƴ ŀ ǎŜŎƻƴŘ ς ōǳǘ ƛǘ ŘƻŜǎƴΩǘΦ !ƴŘ ŦǊƻƳ ǘƘŜ ŜƴŘΣ ƛǘΩǎ ŀ ǎƘƻǊǘ ǎǇǊƛƴƎ 

to the roof beyond. 

Á If Bridge is not in Rooftop 4, but Board is in Notch: Disallow.   

¶ First time: I inch a little way out on the board, but quickly it starts to slip 

from its notch. I scurry quickly back to safety. Without something to 

weight the other end down, this bridge is useless. 

¶ Second time: LΩƭƭ ƴŜŜŘ ǘƻ ǿŜƛƎƘ ǘƘŜ ƻǘƘŜǊ ŜƴŘ Řƻǿƴ ǿƛǘƘ ǎƻƳŜǘƘƛƴƎ 

first. 

Á If Bridge is not in Rooftop 4 and Board is not in Notch: Disallow.  LǘΩǎ ŀ ǘǿŜƭǾŜ-

Ŧƻƻǘ ƎŀǇΦ L ŎŀƴΩǘ ƧǳƳǇ ǘƘŀǘΦ 

o Object: Roofs/Rods/Chimneys 

Á Description: Same as previous. 

o Object: Southern Roof 

Á Description: The roof on the other side of the alley seems to be littered with 

glass and piping. [if Weather Station not visited]Who knows ς ƳŀȅōŜ ǘƘŜǊŜΩǎ 

anothing ornithopter there, or a catapult or something.[end if] 

Á Command [Enter, Jump onto Roof]: Same as Jump from Rooftop 4. 

o Object: Notch ς CONTAINER OBJECT 
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Á DescriptionΥ ¢ƘŜ ΨƴƻǘŎƘΩ ƛǎ ŀ ƎŀǇ ƛƴ ǘƘŜ ōǊƛŎƪǿƻǊƪ ƻŦ ǘƘŜ ƭƻǿ ǎƻǳǘƘ ǿŀƭƭ 

overlooking the alley. Maybe the missing bricks fell out down below: that would 

have been pretty bad! 

Á NOTE:  This is a general Container object, 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 

Á Description: The wooden board passes over the notch in the brick wall. The 

near end is held down by the weight of the bricks. 

Á 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 4, you can jump south to the Weather 

Station. 

Á Command [take Bridge]: Disallow. No thanks. I never want to lift that weight 

again.  

o Object: Tarp 

Á Description:  

¢ƘŜ ŦŀōǊƛŎ ƛǎƴΩǘ ŦŀƳƛƭƛŀǊ ς ƛǘΩǎ ŎŜǊǘŀƛƴƭȅ ƭƛƎƘǘŜǊ ŀƴŘ ǎǘǊƻƴƎŜǊ ŀƴŘ ƭŜǎǎ ƛǘŎƘȅ ǘƘŀƴ ǘƘŜ 

stuff they make your bed-sheets and tunics out of. The Figure must be pretty 

wealthy to leave something like this behind! Perhaps he meant it as a present: 

something to buy me off the chase.  

No chance.  

Á Command [take Tarp]: Move Tarp into Player Inventory. Cumbersome, but 

that said ς it rolls up pretty small! 

Á Command [wrap Tarp around ElongatedChimney]: Same as ElongatedChimney 

command Wrap ElongatedChimney with Tarp. 

Á Command [wrap Tarp around anything but ElongatedChimney]: Disallow. The 

ǘŀǊǇΩǎ ƎƻƻŘ ŦƻǊ ŎƻǾŜǊƛƴƎ ǘƘƛƴƎǎΣ ōǳǘ ǘƘŜǊŜΩǎ ƴƻ ǊŜŀǎƻƴ ǘƻ ŎƻǾŜǊ ǿƘŀǘ ŘƻŜǎƴΩǘ 

need covering. 

9. Rooftop 5 
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o Description:  

Á This roof is surrounded on all sides by taller buildings, scalable to the 

ǿŜǎǘΣ ŀƴŘ ƛƳǇƻǎǎƛōƭŜ ŜǾŜǊȅ ƻǘƘŜǊ ǿŀȅΦ ¢ƘŜǊŜΩǎ ŀ ƎŀǇ ƻƴ ǘƻ ǘƘŜ ǎƻǳǘƘǿŜǎǘΣ 

where an alley suddenly opens up ς further that way is the glitter of 

ƳŀŎƘƛƴŜǊȅ όōǳǘ ƛǘΩǎ ǘƻƻ ŦŀǊ ǘƻ ƧǳƳǇΣ L think).  

[if Elongated Chimney is present] On one side of the roof is your odd 

ŎƻƴǘǊŀǇǘƛƻƴΤ ŀ ōŜƴǘ ƳŜǘŀƭ ǇƛǇŜ ŀǘǘŀŎƘŜŘ ǘƻ ǘƘŜ ƛǊƻƴ ŎƘƛƳƴŜȅΦ LǘΩǎ ōŜƭŎƘƛƴƎ ǎƳƻƪŜ 

and steam in a generally northerly direction. 

[otherwise]By the alley is a squat iron chimney thŀǘΩǎ ōŜƭŎƘƛƴƎ ƻǳǘ Ŧŀǘ ǎƭǳƎǎ ƻŦ 

smoke. The kitchen down there must be getting ready for a feast! 

o Command [Jump or go Southwest]: Disallow. Definitely too far to jump. 

o Object: Roofs/Rods 

Á Same as previous 

o Object: Southwestern Roof 

Á Description: The roof visible to the southwest is littered with machinery of some 

ƪƛƴŘΣ ōǳǘ ƛǘΩǎ ƴƻǘ ŜȄŀŎǘƭȅ ŀŎŎŜǎǎƛōƭŜ ŦǊƻƳ ƘŜǊŜΦ 

Á Command [Jump onto Roof]: Same as Jump from Rooftop 5. 

o Object: ChimneyPipe 

Á 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. 

Á NOTE:  This object exists to be turned into the ElongatedChimney, listed 

below. 

o Object: ElongatedChimney 

Á Description: Underlined portion determined by ElongatedChimney Pointing.  

My odd construction: the chimney, connected to a long metal pipe, that extends 

out about ten feet [if not SW] across the rooftop to the north[else] over the 

alley to the southwest[end if]. 
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Á Pointing = North (initial value, modified by the Turn command) 

Á Wrapped = False (initial value, modified by Wrap command) 

Á 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. 

Á Command [take ElongatedChimney]: Disallow. ¢ƘŜ ǇƛǇŜΩǎ [if Wrapped is false] 

ǘƻƻ Ƙƻǘ ǘƻ ǘƻǳŎƘ ǿƛǘƘ Ƴȅ ōŀǊŜ ƘŀƴŘǎΣ ŀƴŘ ƛǘΩǎ [end if]certainly too heavy to face 

carrying it again. 

Á Command [put Tarp on ElongatedChimney, wrap ElongatedChimney with 

Tarp]:  Move Tarp out of Inventory and onto ElongatedChimney. Set 

ElongatedChimney Wrapped to true.  L ǿǊŀǇ ǘƘŜ CƛƎǳǊŜΩǎ ǘŀǊǇŀǳƭƛƴ ŀ ŎƻǳǇƭŜ ƻŦ 

times around the pipe as insulation. 

Á Command [turn ElongatedChimney or turn ElongatedChimney direction]:  

Check if ElongatedChimney is Wrapped. 

¶ If ElongatedChimney is not wrapped, disallow. Ouch! The pipe is 

scalding hot! 

¶ If ElongatedChimney is wrapped: 

o   If a direction is indicated, set Pointing to that direction.  

Otherwise, move pipe counter-clockwise by one (north to 

north-west, to west, to south-west, etc.)  Underlines below 

indicate variation based on this new direction. 

o First time: Working hard on the hot tarpaulin, I manage to get 

ǘƘŜ ǇƛǇŜ ǘƻ ǘǳǊƴΣ ǳƴǘƛƭ ƛǘΩǎ ǇƻƛƴǘƛƴƎ east. 

o Second time: I work the pipe around in its fitting, to point 

southeast. 

10. Observation Platform 

o Description:  

LΩƳ ǎǘŀƴŘƛƴƎ ƻƴ ŀ ǇƭŀǘŦƻǊƳ ƻǾŜǊƭƻƻƪƛƴƎ ŀ ǊƻƻŦ ŎƻǾŜǊŜŘ ƛƴ ōǊƻƪŜƴ ōǊƛŎƪǎ ǘƻ ǘƘŜ ƴƻǊǘƘΦ ! ŦƭƛƎƘǘ 

of metal steps lead down to the southeast, back to the weather station. A brass railing runs 

around the edge to stop anyone falling ς I could use one of those for my bedroom. 
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¢ƘŜ ǇƭŀǘŦƻǊƳΩǎ ŎŜƴǘǊŜŘ ŀǊƻǳƴŘ ŀ ǘŜƭŜǎŎƻǇŜ ŦƛǘǘŜŘ ǘƻ ŀ ƳŜǘŀƭ ǘǊƛǇƻŘ ŀƴŘ ǇƻƛƴǘƛƴƎ east. The 

tripod has a crank at its base, much like the ones in ǘƘŜ ƭƛōǊŀǊȅ ŀƴŘ ǘƘŜ ƻƴŜ ƛƴǎƛŘŜ ǘƘŜ ŎƭƻŎƪΩǎ 

working. There must be a blacksmith somewhere who does nothing but make these cranks. I 

ƳƛƎƘǘ ōŜ ŀōƭŜ ǘƻ ǎŜŜ ƘƛƳ ŦǊƻƳ ƘŜǊŜΣ ǘƻƻΣ ǎƛƴŎŜ LΩǾŜ Ǝƻǘ ŀ ǇŜǊŦŜŎǘ ǾƛŜǿ ƻŦ ǘƘŜ ǿƘƻƭŜ ŎƛǘȅΦ 

o Command [Go NORTH, Jump]: Move player into Rooftop 2. I swing myself over the 

railing, and land neatly on the roof below.  

o Object: Brass Railing 

Á Description: The brass rail is well-polished and set about shoulder-height. I 

could easily climb over it to the roof below. 

Á Command [Climb, Jump over rail]: Same as JUMP. 

o Object: Roof 

Á Description: The roof to the north is gently sloped and lead-ƭƛƴŜŘΦ LǘΩǎ ōŜŜƴ 

littered with clumps of brick by whoever built this tower. 

Á Command [Jump onto Roof]: Same as JUMP 

o Object: Telescope, Tripod 

Á Description: The telescope is made of finely-moulded brass stamped with the 

crossed lightning of the Weather Guild. Often accused of non-mechanism ς 

ǿŜŀǘƘŜǊΩǎ Ƨǳǎǘ ǘƻƻ ǘŜƳǇŜǊŀƳŜƴǘŀƭ - they tend to build machines that are overly 

complicated, like the ratchet-and-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. I could look through the telescope to see. (IǘΩǎ 

currently pointing east). 

Á Direction= West (initial value, changed by the Compass and Crank) 

Á Command [turn or focus Telescope]: Disallow. No good trying to move it by 

ƘŀƴŘΦ ¸ƻǳ ŎŀƴΩǘ ōŀŎƪ ŀ ƎŜŀǊ ŀƎŀƛƴǎǘ ŀ ƎŀǎƪŜǘΣ ŀǎ ǘƘŜȅ ǎŀȅΦ 

Á Command [look through Telescope]: Check Telescope Direction. 

¶ Direction = South: Set Balloon Spotted to true. 
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o First time: !ǘ ŦƛǊǎǘ L ǘƘƛƴƪ ƛǘΩǎ ŀ Ŧƭȅ ƻƴ ǘƘŜ ƭŜƴǎΣ ōǳǘ ǿƘŜƴ ƛǘ 

ŘƻŜǎƴΩǘ ƳƻǾŜ ŀǿŀȅ L ǊŜŀƭƛǎŜ ƛǘΩǎ ǘƘŜ CƛƎǳǊŜΩǎ ƻǊƴƛǘƘƻǇǘŜǊΗ CƭȅƛƴƎ 

south, is he? 

o Other times: ¢ƘŜ CƛƎǳǊŜΩǎ ƻǊƴƛǘƘƻǇǘŜǊ ƛǎ ŎƭŜŀǊƭȅ ǾƛǎƛōƭŜ ǘƻ 

the south. 

¶ Direction = West: The huge clockface of the Cathedral ς or a tiny 

portion of it ς fills the eyepiece.  

¶ Direction = NW, SW: ¢ƘŜ /ŀǘƘŜŘǊŀƭΩǎ ǎǇƛǊŜǎ Ŏǳǘ ǘƘŜ ǾƛŜǿ ƻŦ ǘƘŜ Ŏƛǘȅ 

beyond.  

¶ Direction = N: Looking north, St Philip stretches away to the mountains 

beyond. 

¶ Direction = SE, E: Sunlight sparkles from the flickering surface of the 

Fugit, running down from the mountains towards the sea, far to the 

south. 

¶ Direction = NE: The Abbey roof looks weathered and beaten this close 

up.  

¶ !ŦǘŜǊ ŘƻƛƴƎ ǘƘƛǎ ǿƘŜƴ .ŀƭƭƻƻƴ {ǇƻǘǘŜŘ ƛǎ C![{9Σ ŀǇǇŜƴŘ άBut no sign of 

ǘƘŜ CƛƎǳǊŜ ƛƴ ǘƘƛǎ ŘƛǊŜŎǘƛƻƴΦέ 

o Object: Compass 

Á Description: Underlined portion determined by Compass Pointer value. The 

compass is a steel pointer riveted over the engraving of a compass on a brass 

disc at the telescopes based. Currently the pointer is set to west [if same as 

telescope]; the telescope points the same way[otherwise], while the telescope 

points east[end if] 

Á Pointer= West (initial value, changed by Turn command) 

Command [turn/set Compass or turn/set Compass to direction]: If a direction 

is indicated, set Pointer to that direction.  Otherwise, set Pointer counter-clockwise by 

one (north to north-west, to west, to south-west, etc.) I flip the compass-pointer round 

to east. [first time only]It moved easily: well-oiled it well-placed, as they say. 

o Object: Crank 
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Á Description: ¢ƘŜ ƭŀǊƎŜ ŎǊŀƴƪ ƛǎ ŀǘǘŀŎƘŜŘ ǘƻ ƻƴŜ ƭŜƎ ƻŦ ǘƘŜ ǘǊƛǇƻŘΦ ¢ƘŜǊŜΩǎ 

presumably an Archimedes screw inside or something connecting it to the 

compass and the telescope up top. 

Á Command [turn Crank]:  Check Telescope Direction and Compass Pointer. 

¶ If Telescope Direction is not the same as Compass Direction:  Set 

Telescope Direction to the same as Compass Pointer.  

o First time: Am I turning the crank or is the crank turning 

me? After a few rotations of whichever-it-ƛǎΣ L ŦƛƴŘ LΩƳ ƻƴ ŀ 

different side of the tower with both me and telescope 

facing east. 

o Second time: The crank turns and I find myself looking 

south. 

o Third time: This time, I turn the crank and pay attention to 

ǿƘŀǘΩǎ ƎƻƛƴƎ ƻƴΦ LǘΩǎ ƴƻǘ ǘƘŜ ǘŜƭŜǎŎƻǇŜ ǘǳǊƴƛƴƎ ς ƛǘΩǎ ǘƘŜ 

ǿƘƻƭŜ ǘƻǿŜǊ ƛǘǎŜƭŦΦ ¢ƘŀǘΩǎ ǘƘŜ ²ŜŀǘƘŜǊ DǳƛƭŘ ŦƻǊ ȅƻǳΦ ¢ƘŜ 

ƻƴƭȅ ǘƘƛƴƎ ǘƘŀǘ ŘƻŜǎƴΩǘ ǘǳǊƴ ƛǎ ǘƘŜ ŎƻƳǇŀǎǎΦ bƻǿ ǿŜΩǊŜ 

pointing east, same as it. 

o Other times: The tower rotates so the telescope is now 

pointing east. 

¶ If Telescope Direction is the same as Compass Direction: The crank 

ǿƻƴΩǘ ǘǳǊƴΦ aǳǎǘ ōŜ ǎƻƳŜǘƘƛƴƎ ǿǊƻƴƎ ǿƛǘƘ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ƳŜŎƘŀƴƛǎƳ. 

11. Weather Station 

o Description:  

This roof is covered in meters ς thermometers, 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 platform to the nortƘǿŜǎǘΦ L ŎŀƴΩǘ ǎŜŜ ŀƴȅ ƻǘƘŜǊ ǿŀȅ ƻŦŦ ǘƘƛǎ ǊƻƻŦΣ ŀƭǘƘƻǳƎƘ 

there is a closed hatch underfoot. The wooden plank I used to get here is further off than I 

thought! 
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Lƴ ƻƴŜ ŎƻǊƴŜǊΣ ŀ ǎƳŀƭƭ ǇƛǇŜ ŜƳŜǊƎŜǎ ǿƛǘƘ ŀ ǎǇƛƎƻǘ ƻƴ ǘƘŜ ŜƴŘΤ ƛǘΩǎ ƴŜȄǘ ǘƻ όŀƴŘ ǘƛŜŘ ǘƻύ ŀ 

deflated/inflated weather balloon. [If Vent is present]Just 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]: Check ElongatedChimney 

Direction. 

Á If ElongatedChimney Direction = southwest; move Vent into Weather Station 

and include a mention of the pipe extending over from the roof to the 

northeast. 

Á Otherwise: move Vent out of Weather Station. 

o Object: Vent 

Á Description: OnŜ ŜƴŘ ƻŦ ǘƘŜ ǇƛǇŜ L ŦƻǳƴŘΦ LǘΩǎ ǇǊƻŘǳŎƛƴƎ ŀ ǎǘŜŀŘȅ ōƛƭƭƻǿ ƻŦ 

steam. 

Á NOTE: Initially not in Weather Station, moved in or out by the Event above, 

determined by the Direction of the ElongatedChimney in Rooftop 5 

Á Command [take or turn Vent]: Disallow. LǘΩǎ ŦŀǊ too difficult to move 

from this end. 

o Object: Chimneys/Rods 

Á Same as before. 

o Object: Rooftop/Bridge 

Á Description: ¢ƘŜ ōƻŀǊŘ ǎǘƛŎƪǎ ƻǳǘ ƻǾŜǊ ǘƘŜ ŀƭƭŜȅ ōŜƭƻǿΦ Lǘ ŘƻŜǎƴΩǘ Ǝƻ ƘŀƭŦ ŀǎ ŦŀǊ 

ŀŎǊƻǎǎ ŀǎ L ǘƘƻǳƎƘǘ ƛǘ ŘƛŘ ǿƘŜƴ L ǘƻƻƪ Ƴȅ ƧǳƳǇΦ LΩƳ ƎƭŀŘ L ƳŀŘŜ ƛǘ ƛƴ ƻƴŜ piece! 

Á Command [Jump onto Bridge]: LǘΩǎ ǘƻƻ ŦŀǊ ŦǊƻƳ ǘƘŜ ŜŘƎŜ ƻŦ ǘƘŜ ǊƻƻŦ ǘƻ 

reach. 

o Object: Meters/Therometer/Barometer/Precipitometer 

Á Description: Varies depending on direction of the zephyrgraph (weather vane): 

Thermometers, barometers, lots of stuff you ŎŀƴΩǘ ǊŜŀŘΦ The Only one I 
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understand is the zephyrgraph, which is pointing east. [if Balloon spotted is 

FALSE].ǳǘ ƛǘΩǎ ƴƻǘ ƎƻƛƴƎ ǘƻ ǘŜƭƭ ƳŜ ǿƘƛŎƘ ǿŀȅ ǘƘŜ CƛƎǳǊŜ ǿŜƴǘΦ 

Á Command [any interaction with Meters]: Disallow. L ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŘǊŀǿ 

attention to myself by fiddling with them, do I? 

o Object: Stairs 

Á Description: A flight of metal steps, leading up to a platform. 

Á Command [climb Steps]: Move Player into Observation Platform. 

o Object: Hatch 

Á Description: A locked metal hatch in the roof. 

Á Command [enter, open or unlock Hatch]: Disallow.  LǘΩǎ ƭƻŎƪŜŘ ŦǊƻƳ ǘƘŜ ƛƴǎƛŘŜΦ 

Á bh¢9Υ ¢Ƙƛǎ ƛǎ ŀ ŘŜŎƻȅΣ ǘƘŜǊŜΩǎ ƴƻ ǿŀȅ ǘƻ ƎŜǘ ƛƴǘƻ ǘƘŜ ōǳƛƭŘƛƴƎΦ 

o Object: Weathervane / Zephyrgraph 

Á Description: Underlined portion determined by Weathervane Direction 

property. A zephyrgraph is a small sheet of metal carefully crafted to look like a 

clock-ƘŀƴŘΣ ǘƘŀǘΩǎ ŦǊŜŜ ǘƻ ǘǳǊƴ ŘŜǇŜƴŘƛƴƎ ƻƴ ǘƘŜ ǿƛƴŘ-direction. (Some people 

Ŏŀƭƭ ƛǘ ŀ άǿŜŀǘƘŜǊ ǾŀƴŜέύΦ LǘΩǎ ŎǳǊǊŜƴǘƭȅ ǇƻƛƴǘƛƴƎ east. 

Á Event [every four turns (+ 0,1,2 random) while in Weather Station]: Set 

Weathervane direction to either: south, southeast, east, or northeast, 

randomly. 

¶ The wind snaps the zephyrgraph round to point east. 

¶ The zephyrgraph moves to point south. 

¶ The zephygraph changes to the northeast. 

Á Direction = southeast (initial value, changed by Event above) 

Á Command [any interaction with Weathervane]: Disallow. The zephyrgraph is 

too high up to reach. 

o Object: Spigot 
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Á Description: A pipe sticks out of the roof and ends in a small spigot. It must be 

used for filling the balloon. The tap on the spigot is a flat screw-head, set flush 

with the pipe. 

Á Command [open, turn or turn on Spigot]:  Disallow.  The screw is set flat into 

the upper pipeΣ ŀƴŘ Ƴȅ ŦƛƴƎŜǊƴŀƛƭ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ ōŜ ŜƴƻǳƎƘ ǘƻ ƎŜǘ ƛǘ ǘƻ ǘǳǊƴΦ 

Á Command [open, turn or turn on Spigot with Knife]:  

¶ First time: I slip the knife-blade into the screw-ƘŜŀŘ ŀƴŘ ǘǳǊƴΦ ¢ƘŜǊŜΩǎ ŀ 

brief hiss ς then silence. I guess the hydrogen supply is off downstairs. 

aŀȅōŜ ǘƘŜ !ōōƻǘ Ƙŀǎ Ŧƛƴŀƭƭȅ Ŏǳǘ ǘƘŜ ²ŜŀǘƘŜǊ DǳƛƭŘΩǎ ŦǳƴŘƛƴƎΦ L ŎƭƻǎŜ ǘƘŜ 

tap up again. 

¶ Other times: No point trying again. 

Á bh¢9Υ !ƴƻǘƘŜǊ ŘŜŎƻȅΦ  ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ ǘƻ ǳǎŜ ǘƘŜ {ǇƛƎƻǘ ǘƻ Ŧƛƭƭ ǘƘŜ ōŀƭƭƻƻƴΦ 

o Object: Balloon 

Á Description: Underlined portion determined by Balloon Filled quality. A small 

weather balloon. I suppose they use it to lift instruments up into the clouds ς 

but it has a little basket underneath, and I might just be able to squeeze in. The 

CƛƎǳǊŜ ŘƻŜǎƴΩǘ ƪƴƻǿ ǿƘŀǘ ƘŜΩǎ ƭŜǘ ƘƛƳǎŜƭŦ ƛƴ ŦƻǊ ǿƛǘƘ ƳŜΣ ǘƘŀǘΩǎ ŦƻǊ ŎŜǊǘŀƛƴΦ ¢ƘŜ 

balloon is currently full/empty, and is tied by a string to the pipe and the spigot. 

Á Filled = false (initial value, changed by Fill command. 

Á Command [enter Balloon]: 

¶ If Filled = False: I try fitting myself into the basket. A squeeze ς 

got to breathe in ς but LΩƭƭ Ƨǳǎǘ ŀōƻǳǘ ƎƻΦ L ƎŜǘ ƻǳǘ ŀƎŀƛƴΣ ŀƴŘ ǘƘŀǘΩǎ 

ƴƛŎŜ ǘƻƻΦ {ƻ L Ƨǳǎǘ ƴŜŜŘ ǘƻ Ŧƛƭƭ ƛǘ ǳǇ ŀƴŘ LΩƳ ƻŦŦΗ 

¶ hǘƘŜǊǿƛǎŜΣ Řƻ ǘƘŜ /ƻƳƳŀƴŘ άǳƴǘƛŜ ōŀƭƭƻƻƴέ ƛƴǎǘŜŀŘΦ 

Á Command [take Balloon]: Disallow.  LǘΩǎ ǘƻƻ ƳǳŎƘ ƭŀǊƎŜ ǘƻ ŎŀǊǊȅ ŀǊƻǳƴŘ ς not 

heavy, but if I gathered it ǳǇ L ǿƻǳƭŘƴΩǘ ōŜ ŀōƭŜ ǘƻ ǎŜŜ ŀ ǘƘƛƴƎΦ hƴ ǘƘŜǎŜ 

ǊƻƻŦǘƻǇǎΣ ǘƘŀǘΩǎ ǿƻǳƭŘƴΩǘ ōŜ ƎƻƻŘ ŦƻǊ Ƴȅ ƘŜŀƭǘƘΗ 

Á Command [fill Balloon]: How? You want me to read the Abbey dictates into 

until its got enough hot air? 
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Á Command [fill Balloon from Spigot]: Disallow.  ¢ƘŜǊŜΩǎ ƴƻ gas coming from the 

spigot. 

Á Command [fill Balloon from Vent]: Check Balloon Filled. 

¶ If Balloon Filled = True: Disallow. The balloon is already inflated, and 

ready for take-off! 

¶ Otherwise: Set Balloon Filled to True. Pulling and shoving by turns, I get 

the mouth of the balloon over to the steam-vent ς and then in an 

ƛƴǎǘŀƴǘΣ ƛǘΩǎ ŀǎ ƭƛƎƘǘ ŀǎ ŀ ŦŜŀǘƘŜǊΣ Ŝŀǎȅ ǘƻ ƘŀƴŘƭŜΣ ōǳƭƎƛƴƎ ŀ ƭƛǘǘƭŜΣ ōƻōōƛƴƎ 

ǳǇ ƛƴǘƻ ǘƘŜ ŀƛǊΣ ŀƴŘ ōŜŦƻǊŜ L ƪƴƻǿ ƛǘΣ ƛǘΩǎ ǇƻǇǇŜŘ ƻŦŦ ǘƘŜ ǾŜƴǘ ŀƎŀƛƴ ŀƴŘ 

the little balloon is straining on the end of its rope, waiting to be 

released!  

Á Command [untie, launch or release Balloon]: Check Balloon Filled, Balloon 

Spotted, and Weathervane Direction. Respond in the following order: 

¶ If Balloon Filled = False:  Disallow.  ¢ƘŜ ōŀƭƭƻƻƴΩǎ ƴƻǘ ƎƻƛƴƎ ŀƴȅǿƘŜǊŜ 

ǿƛǘƘƻǳǘ ŀƴȅ Ǝŀǎ ƛƴ ƛǘΦ !ƴŘ ƛŦ L ŜǾŜǊ ŦƛƴŘ ŀ ǿŀȅ ǘƻ Ŧƛƭƭ ƛǘΣ LΩƳ ƎƻƛƴƎ ǘƻ ǿŀƴǘ 

it to be tied down! 

¶ Otherwise, If Balloon Spotted = False: Disallow.   

o First time: LΩƳ ƴƻǘ ǎƻ ǎǳǊŜ ŀōƻǳǘ ǘƘŀǘ ς just shoot up, and hope 

to catch the Figure by chance? I need to know which way he 

ǿŜƴǘ ŀƴŘ ƳŀƪŜ ǎǳǊŜ LΩƳ ƎƻƛƴƎ ǘƘŀǘ ǿŀȅΦ  

o Other times: LΩƳ ƴƻǘ Ƨǳǎǘ ǘƘǊƻǿƛƴƎ ƳȅǎŜƭŦ ǘƻ ǘƘŜ ǿƛƴŘǎΦ L 

want to know which way he went. 

¶ Otherwise, If Weathervane Direction does NOT equal south: Disallow.  

¢ƘŜ CƛƎǳǊŜΩǎ ƘŜŀŘƛƴƎ ǎƻǳǘƘ ς the zephyrgraph is pointing eastΦ LΩŘ ōŜ 

loosescrew to launch now! 

¶ Otherwise (that is, if Balloon Filled = True, Balloon Spotted = 

True and Weathervane Direction = South):  Text:  

I untie the rope but leave it looped around the pipe, and keep a tight hold while I 

squeeze myself into the basket. Then, with a final check of the zephyrgraph I let go. The 

balloon whisks up into the sky and the south wind whips me forward. Spinning around 
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and around in my basket ς the city below a whirl of colours ς beginning to feel a little 

giddy ς but making progress. The dark blot of the ornithopter is getting closer and 

ŎƭƻǎŜǊΦ LΩƳ ƎŀƛƴƛƴƎ ƻƴ ƘƛƳΥ ǘƘŜ ǿƛƴŘ ƘŜŀǾƛƴƎ ƳŜ ŀƭƻƴƎΦ 

ΧLƴ ŀ ŦŜǿ ƳƻƳŜƴǘǎ LΩƭƭ ōŜ alongside, close enough to demand that he takes hold of the 

ōŀƭƭƻƻƴ ǎǘǊƛƴƎΦ IŜ ŎƻǳƭŘƴΩǘ ƭŜŀǾŜ ƳŜ ǳǇ ƘŜǊŜ ƛƴ Ƴȅ ōŀƭƭƻƻƴΥ ǘƘŜ ŀƛǊΩǎ ǎƻƻƴ ƎƻƛƴƎ ǘƻ ŎƻƻƭΣ 

ŀƴŘ ǘƘŜƴ ǘƘŜ ōŀƭƭƻƻƴ ǿƛƭƭ ǎƛƴƪΧ 

The ornithopter starts moving higher. No. The ground is moving closer. Oh, Wren, 

ȅƻǳΩǾŜ ŘƻƴŜ ƛǘ ǘƘƛǎ ǘƛƳŜΣ LΩƳ ǘƘƛƴƪƛƴƎΧ 

With a rush ς ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ŦƻǊ ƛǘ ς LΩƳ ŦŀƭƭƛƴƎΦ Plummeting. The clutter of rooftops is 

ǊǳǎƘƛƴƎ ŎƭƻǎŜǊ ŀƴŘ ŎƭƻǎŜǊΦ ¢ƘŜǊŜΩǎ ŀ ǎƳŀǎƘ ς 

- splintering glass ς 

- someone thumps me hard on the back. The wind is knocked from me ς 

- good stuff, Wren. Just like clockwork.  

Begin Chapter 6. 
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Chapter VIɀ #ÏÖÁÌÔȭÓ #ÌÏÃË 3ÈÏÐ 

Map 

 

 

 

 

  

 

 

Rundown  

¢ƘŜ /ƘŀǇǘŜǊ ōŜƎƛƴǎ ŀǎ ȅƻǳ ŎǊŀǎƘ ǘƘǊƻǳƎƘ ǘƘŜ ǎƪȅƭƛƎƘǘ ƛƴ /ƻǾŀƭǘΩǎ ōŜŘǊƻƻƳΣ ȅƻǳǊ Ŧŀƭƭ broken by his bed.  
Covalt rushes in, furious, demanding to know where you came from, ravens flapping around him. 

¸ƻǳ ŎŀƴΩǘ Řƻ ŀƴȅǘƘƛƴƎ ōǳǘ ǘŀƭƪ ǘƻ /ƻǾŀƭǘΣ ŀƴŘ ƘŜΩǎ ǘƻƻ ŀƴƎǊȅ ǘƻ ƭƛǎǘŜƴ ǘƻ ȅƻǳΣ ǳƴǘƛƭ ȅƻǳ ǘŜƭƭ ƘƛƳ ŀōƻǳǘ ǘƘŜ 
Figure.  Then his demeanor changes ŎƻƳǇƭŜǘŜƭȅΦ  IŜ ƪƴƻǿǎ ŜȄŀŎǘƭȅ ǿƘƻ ȅƻǳΩǊŜ ǘŀƭƪƛƴƎ ŀōƻǳǘΣ ŀƴŘ ǘŜƭƭǎ 
ȅƻǳ ǘƘŜ CƛƎǳǊŜ ƘŀŘ ǾƛǎƛǘŜŘ Ƙƛǎ ǎƘƻǇ ŀ ŎƻǳǇƭŜ ǿŜŜƪǎ ŀƎƻΣ ŀǎƪƛƴƎ ŦƻǊ άǎƻƳŜǘƘƛƴƎ ŀǿŦǳƭΦέ IŜ ŀǎƪǎ ȅƻǳ ŦƻǊ 
details. 

At this point you get different responses to your topic list, until you talk about the Perpetuum.  Covalt 
reveals that the Figure had tried to get him to build a perpetual motion machine.  Covalt refused, both 
ōŜŎŀǳǎŜ ƘŜ ŎƻƴǎƛŘŜǊŜŘ ƛǘ ƛƳǇƻǎǎƛōƭŜΣ ŀǎ ǿŜƭƭ ŀǎ ǳƴǎǇŜŀƪŀōƭŜ ǎŀŎǊƛƭŜƎŜΦ  IŜΩŘ  ŀƭǊŜŀŘȅ ƎƻǘǘŜƴ ƛƴ ǘǊƻǳōƭŜ 
before for some of hƛǎ άƘŜǊŜǘƛŎŀƭέ ŘŜǎƛƎƴǎΦ ¸ƻǳ ŀǎƪ ƘƛƳ ǿƘŀǘ ǘƘŜ ǇŜǊǇŜǘǳǳƳ ŘƻŜǎΣ ŀƴŘ ƘŜ ǎŀȅǎ ƘŜ Ƙŀǎ 
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 Covalt about 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 
/ƻǾŀƭǘ ŘƻŜǎƴΩǘ ƪƴƻǿ ǿƘȅ ǘƘŜ CƛƎǳǊŜ ǿƻǳƭŘ ǿŀƴǘ ƛǘΦ 

!ǘ ǘƘƛǎ ǇƻƛƴǘΣ ȅƻǳ ŘŜǎǇŀƛǊ ƻŦ ŜǾŜǊ ŦƛƴŘƛƴƎ ƘƛƳ ŀƴŘ ǎǘƻǇǇƛƴƎ ƘƛƳΣ ǎƛƴŎŜ ȅƻǳΩǾŜ ƭƻǎǘ Ƙƛǎ ǘǊŀƛƭΦ  /ƻǾŀƭt laughs 
ŀƴŘ ǎŀȅǎ ƛŦ hƴƭȅ ȅƻǳ ƘŀŘ ŀŎŎŜǎǎ ǘƻ ŀ ŘƛŦŦŜǊŜƴŎŜ ŜƴƎƛƴŜΧ 

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 to the street, starting 
chapter 7 

Clock Shop 

Bedroom Outside C.7 
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bh¢9{Υ ¢ƻ ƳŀƪŜ ǘƘƛǎ ƻǇŜƴƛƴƎ ǿƻǊƪΣ ²ǊŜƴ ŎŀƴΩǘ ōƭŀŎƪ ƻǳǘ ŘǳǊƛƴƎ ǘƘŜ Ŧŀƭƭ ŦǊƻƳ /ƘŀǇǘŜǊ рΦ  ¢Ƙƛǎ ŀƭǎƻ 
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:  

Á First time: LΩƳ ƭȅƛƴƎ ƻƴ ŀ ƭŀǊƎŜ ŦŀǘƘŜǊ ōŜŘΣ ǎǳǊǊƻǳƴŘŜŘ ōȅ ōǊƻƪŜƴ Ǝƭŀǎǎ ŀƴŘ ǘƘŜ 

ǿǊŜŎƪŀƎŜ ƻŦ ǘƘŜ Ƙƻǘ ŀƛǊ ōŀƭƭƻƻƴΦ bƻǘ ǘƘŀǘ ǘƘƛǎ ǇƭŀŎŜ ǿŀǎƴΩǘ ƳŜǎǎȅ ǘƻ ǎǘŀǊǘ ǿƛǘƘΥ ƛǘ 

ƭƻƻƪǎ ƭƛƪŜ ƭŜǎǎ ƻŦ ŀ ōŜŘǊƻƻƳ ŀƴŘ ƳƻǊŜ ƻŦ ŀ ōƛǊŘΩǎ ƴŜǎǘΦ L Ŏŀƴ ōŀǊŜƭȅ ǎŜŜ ǘƘŜ Řoor 

to the north through all the clutter -  

Á Other times: ¢Ƙƛǎ Ƴǳǎǘ ōŜ ǘƘŜ ƎƛŀƴǘΩǎ ōŜŘǊƻƻƳΣ ǿƘŜǊŜ ƘŜ ŦƭƛƴƎǎ ǘƘƛƴƎǎ ŀǊƻǳƴŘΣ 

rips them up, and pulls small children apart for fun. The only escape is the door 

to the north ς ƻǊ ǘƘŜ ǎƪȅƭƛƎƘǘΣ ōǳǘ ǘƘŀǘΩǎ ƘƛƎƘ ŀōƻǾe the bed, and plugged solid 

with wrecked balloon. 

if state = 1: Lƴ ǘƘŜ ŘƻƻǊǿŀȅ ƛǎ ǘƘŜ ƎƛŀƴǘΣ ŘŜƳŀƴŘƛƴƎ ǘƻ ƪƴƻǿ ǿƘŀǘ LΩƳ ŘƻƛƴƎΦ 

If state = 2: In the doorway is Covalt, as unbudgeable as a stone but as scary as a 

bear. 

o Command [go north from Bedroom]: If Covalt is here:  ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ LΩƳ ǎƭƛǇǇƛƴƎ Ǉŀǎǘ 

ƘƛƳΦ IŜΩǎ Ǝƻǘ ōƻǘƘ Ƙƛǎ ōŜŀŘȅ ŜȅŜǎ ƻƴ ƳŜΣ ŀƴŘ ǎƻ Řƻ Ƙƛǎ ǊŀǾŜƴǎΦ  Otherwise, move player 

into Clock Shop 

o Event [first turn upon entering Bedroom]: - ǳƴǘƛƭ ƛǘΩǎ ŦƭǳƴƎ ōŀŎƪ ŀƴŘ ǎǳŘŘŜƴƭȅΣ ǘƘŜǊŜΩǎ ŀ 

giant standing there, wielding a metal club above his head and roaring at me. On either 

shoulder sits a dirt-ŎƻƭƻǳǊŜŘ ǊŀǾŜƴΣ ŎŀǿƛƴƎ ŀƴŘ ǇŜŎƪƛƴƎ ǘƘŜ ŀƛǊΦ ά²Ƙƻ ŀǊŜ ȅΩΚέ ƘŜ 

ŘŜƳŀƴŘǎΣ Ƙƛǎ ǾƻƛŎŜ ōƻƻƳƛƴƎ ƭƛƪŜ ŀ ŎŀƴƴƻƴΦ ά²Ƙŀǘ ŘΩȅΩŘƻ ǘƻ Ƴȅ ŎŜiling, interloperΚέ 

o Object: Bed 

Á 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. 

Á Command [Hide under]Υ IŜΩǎ ǊƛƎƘǘ ǘƘŜǊŜΦ IŜ Ŏŀƴ ǎŜŜ ƳŜ ŀƭǊŜŀŘȅΗ 

Á Command [Stand on]: 9ǾŜƴ ǘƘŜƴ L ŎƻǳƭŘƴΩǘ ǊŜŀŎƘ ǘƘŜ ǎƪȅƭƛƎƘǘΣ ŀƴŘ L ŘƻƴΩǘ 

think the giant would like it. 
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Á Command [Get off bed]: I get down off the bed. 

o Object: Wreckage 

Á Description: Fragments of skylight have ripped the balloon into rags of cloth. 

Bits of basket and wire trail ŘƻǿƴΦ LǘΩǎ ŀ ǎǘŀǘŜΦ 

Á Command [any interaction with Wreckage]:  Disallow.  The skylight is too far 

ƻǾŜǊƘŜŀŘΦ ¢Ƙƛǎ ǊƻƻƳΩǎ ǘŀƭƭ ŜƴƻǳƎƘ ŦƻǊ ŀ ƎƛŀƴǘΣ ŀŦǘŜǊ ŀƭƭΦ 

o Object: Ravens 

Á Description:  

¶ State = 1: The ravens sit one to a shoulder and eye me viciously. 

¶ State = 2: The ravens are flapping and chittering, clearly agitated. 

¶ State = 3: hƴŜ ƻŦ ǘƘŜ ǊŀǾŜƴǎ Ƙŀǎ ŎƭƛƳōŜŘ ƻƴǘƻ /ƻǾŀƭǘΩǎ ƘŜŀŘΦ ¢ƘŜ 

other is battling for the place. 

¶ State = 4: The ravens have taken wing and are flapping round 

madly in a tiny space above CovalǘΩǎ ƘŜŀŘΦ IŜ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ 

notice. 

¶ State = 5: ¢ƘŜ ǊŀǾŜƴΩǎ ƘŀǾŜ ǎŜǘǘƭŜŘ ŀƎŀƛƴΣ ōƻǘƘ ǘƻƎŜǘƘŜǊ ƻƴ ǘƘŜ 

same shoulder, with looks of icy determination. 

Á Command [any interaction with Ravens]:  Disallow. 

¶ State = 1,2 : bƻ ŎƘŀƴŎŜΦ ¢ƘŜȅΩǊŜ ŎƭŜŀǊƭȅ ƘƛǎΦ 

¶ State = 3: ¢ƘŜ ǊŀǾŜƴǎ ƭƻƻƪ ŀōƻǳǘ ǊŜŀŘȅ ǘƻ ǇƭǳŎƪ ƻǳǘ ŀƴ ŜȅŜ ǘƘŜȅΩǊŜ 

ǎƻ ŜȄŎƛǘŜŘΦ LΩƳ ǎǘŀȅƛƴƎ ǿŜƭƭ ŎƭŜŀǊΦ 

¶ State = 4: The ravens are all over the place. Best avoided! 

¶ State = 5: The ravens nip at my fingers.  

Á bh¢9Υ wŀǾŜƴΩǎ ƭƻŎŀǘƛƻƴ ƛǎ ǘƘŜ ǎŀƳŜ ŀǎ /ƻǾŀƭǘΩǎ ƭƻŎŀǘƛƻƴΣ ǎƻ ǘƘey move 

whenever he does. 

o Object: Penduluum weight 
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Á Description: LǘΩŘ ōŜ ŀƴ ǳƴƘƻƭȅ ǘƘƛƴƎ ǘƻ ōŜ Ƙƛǘ ōȅΣ ƛƴ ƳƻǊŜ ǿŀȅǎ ǘƘŀƴ ƻƴŜΦ 

Á Note: Carried by Covalt. 

o NPC: Covalt : 

Á bƻǘŜΥ ²ƘŜƴ ǎǘŀǘŜ Ґ мΣ ǊŜŦŜǊ ǘƻ /ƻǾŀƭǘ ŀǎ ά¢ƘŜ Ǝƛŀƴǘέ ƛƴ ŀƭƭ ǘŜȄǘΦ {ǘŀǘŜ ҔҐ 

2, refer to him ŀǎ ά/ƻǾŀƭǘέΦ 

Á Description:  

¶ State = 1: The giant is six-and-a bit feet of solid bone and grime. His 

overalls are oil-ŎƻǾŜǊŜŘ ŀƴŘ ƛƴ ƻƴŜ ƘŀƴŘ ƘŜΩǎ ŎƭǳǘŎƘƛƴƎ ŀ ǇŜƴŘǳƭǳǳƳ 

weight heavy enough to concuss a horse. 

¶ State = 2: Covalt is eyeing me intently, demanding to know more. 

IŜΩǎ ǎǘƛƭƭ ōƭƻŎƪƛƴƎ ǘƘŜ ŘƻƻǊǿŀȅΦ 

¶ State = 3: Covalt casts about his, swinging his gigantic chin this way 

and that like some enormous clock-ǿŜƛƎƘǘΦ IŜΩǎ ƭƻƻƪƛƴƎ ŦƻǊ Ƙƛǎ 

diagram. 

¶ State = 4: Covalt is deep in thought. 

¶ State = 5: Covalt seems to have relaxed a bit, and now looks only 

big, and not as colossal as he did before. I can see now how 

delicate his fingers are and how sharp his eyes. No brute after all.  

Á NOTE:  Covalt has 5 states, determined by the State value below.  CovaƭǘΩǎ 

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 

Á State = 1 (initial value, changed by actions below) 

Á Go = False (initial value, changed by Event [Counting House] below, checked 

when you try to leave the Clock Shop) 

Á Command [talk or ask about topic to Covalt]: Respond as below.  There 

ŀǊŜ ŦƛǾŜ ǊŜǎǇƻƴǎŜ ǘŀōƭŜǎΣ ŜŀŎƘ ŀǎǎƻŎƛŀǘŜŘ ǿƛǘƘ /ƻǾŀƭǘΩǎ ŎǳǊǊŜƴǘ ǎǘŀǘŜΦ CƻǊ 
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each state, a topic can only be said once. Second attempts will reply LΩǾŜ 

already talked to him about that. 

IF COVALT STATE = 1 (Angry and Scared because of your entrance, chaotic) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Self/Story ²ƘŜǊŜ ǘƻ ōŜƎƛƴΚ άLΩƳ 

²ǊŜƴΣέ L ǘŜƭƭ ƘƛƳΦ 

άbŜǾŜǊ ƳƛƴŘ ǘƘŀǘΣέ ƘŜ 

ƎǊƻǿƭǎΦ ά²Ƙŀǘ ȅƻǳ 

ŘƻƛƴƎ ƛƴ ǘƘŀǘ ǘƘƛƴƎΚέ 

He points at the 

balloon wreckage. 

Balloon/Skylight άL ǿŀǎ ǳǇ ƛƴ ōŀƭƭƻƻƴΣ 

ŎƘŀǎƛƴƎΧέ 

His face ōƻƛƭǎΦ ά/ƘŀǎƛƴƎ 

ŀŦǘŜǊ ǿƘŀǘΚέ ƘŜ 

demands. 

άaƻƻƴōŜŀƳǎ ŀƴŘ 

ǊŀƛƴōƻǿǎΚ L ŘƻƴΩǘ 

ōŜƭƛŜǾŜ ŀ ǿƻǊŘΗέ 

Abbey άL ŎƻƳŜ ŦǊƻƳ ǘƘŜ !ōōŜȅΦ 

L ƻǾŜǊƘŜŀǊŘ ǎƻƳŜǘƘƛƴƎΦέ 

ά{ƳŀǎƘ ǳǇ Ƴȅ ǎƘƻǇΣ 

ǿŀǎ ƛǘΚέ ƘŜ ŘŜƳŀƴŘǎ 

ŦƛŜǊŎŜƭȅΦ ά²Ƙƻ ǘƻƭŘ ȅƻǳ 

ǘƻ Řƻ ǘƘŀǘΚέ 

Cathedral άLǘ ǿŀǎ ƛƴ ǘƘŜ /ŀǘƘŜŘǊŀƭΣέ 

L ǘǊȅΦ άL ŎƭƛƳōŜŘ ǳǇ ƻƴǘƻ 

ǘƘŜ ǊƻƻŦ ŀƴŘ ǘƘŜƴΧέ 

ά²ƘȅΩŘΩȅΩ Řƻ ŀ ǘƘƛƴƎ 

ƭƛƪŜ ǘƘŀǘΚέ ƘŜ 

ŘŜƳŀƴŘǎΦ ά¸ƻǳ ŀ ŎǊŀȊȅ 

ǊŀǎǇΣ ŀǊŜ ȅΩΚέ 

Abbot ά¢ƘŜ !ōōƻǘΣ ȅƻǳ ǎŜŜΦ 

IŜΩǎ ƛƴ ƻƴ ƛƴ ƛǘΗέ 

ά¸ƻǳ ǿŜǊŜƴΩǘ ŎƘŀǎƛƴƎ 

no Abbot about on the 

ǊƻƻŦΣέ ǘƘŜ Ǝƛŀƴǘ ƎǊƻǿƭǎ 

ƛƴ ǊŜǇƭȅΦ ά{ƻ ǘŀƭƪ some 

truth before I snap 

ȅƻǳǊ ŀǊƳǎΦέ 

Figure in Grey άL ǿŀǎ ŎƘŀǎƛƴƎ ŀΧ ŀ Set Covalt State = 2.  
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CƛƎǳǊŜΦ ! CƛƎǳǊŜ ƛƴ DǊŜȅΦέ His eyes snap to 

ŀǘǘŜƴǘƛƻƴΦ ά! CƛƎǳǊŜ ƛƴ 

Grey? Lean? Tall? No 

ŦŀŎŜΚέ 

ά¦ƴŘŜǊ ŀ ƘƻƻŘΦέ 

ά!ȅŜΣ ƭƛƪŜ ŀ ŎƭƻŎƪ ƛƴ ŀ 

ŘŀǊƪ ŎƻǊƴŜǊΦέ IŜ ŜŀǎŜǎ 

uǇ ŀ ōƛǘΣ ǘƘƻǳƎƘ ƘŜΩǎ 

ŎƭŜŀǊƭȅ ǿƻǊǊƛŜŘΦ άLΩǾŜ 

seen your Figure. 

Came into my shop 

wanting something 

made. Came to pester 

ƻƭŘ /ƻǾŀƭǘΧ .ǳǘ ǿƘŀǘ 

did he want? Why 

were you chasing him, 

ŜƘΚέ 

Archbishop άL ǘǊƛŜŘ ǘƻ ǘŜƭƭ ǘƘŜ 

!ǊŎƘōƛǎƘƻǇΧέ 

ά5ƻƴΩǘ Ǝƻ ǉǳƻǘƛƴƎ 

church nŀƳŜǎ ƘŜǊŜΣέ 

ƘŜ ƎǊǳƳōƭŜǎΦ ά¢Ŝƭƭ ƳŜ 

ǎǘǊŀƛƎƘǘ ƻǊ LΩƭƭ 

straighten out your 

ƴŜŎƪΦέ 

Cook/Calvin/Drake/Horloge/Reloh L ŘƻƴΩǘ ǘƘƛƴƪ ƘŜΩŘ ƪƴƻǿ 

them. 

 

Covalt/giant ά²Ƙƻ ŀǊŜ ȅƻǳΚέ L ŀǎƪΦ άLΩƳ ǘƘŜ Ƴŀƴ ǿƘƻǎŜ 

ōŜŘ ȅƻǳΩǾŜ ōǊƻƪŜƴΣ 

ǿƘƻǎŜ ǿƛƴŘƻǿ ȅƻǳΩǾŜ 

ǎƳŀǎƘŜŘΣ ŀƴŘ ǿƘƻΩǎ 

about to break your 

skull. That a good 

enough answer? Now 
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ȅƻǳ ƎƛǾŜ ƳŜ ƛƴ ǊŜǘǳǊƴΦέ 

Ravens άL ƭƛƪŜ ȅƻǳǊ ǊŀǾŜƴǎΣέ L ǘǊȅΦ ά¢ƘŜȅ Ŝŀǘ ƳŜŀǘΣέ ƘŜ 

snaps back. 

Clockwork/Clocks/Saints άLΩƳ ƛƴǘŜǊŜǎǘŜŘ ƛƴ 

ŎƭƻŎƪǿƻǊƪΣέ L ǎŀȅΦ 

ά5ƻƴΩǘ Ǝƻ ŎƘŀƴƎƛƴƎ ǘƘŜ 

ōŜƭƭǎΣέ ƘŜ ǿŀǊƴǎ ȅƻǳΦ άL 

want to know what 

ȅƻǳΩǊŜ ŘƻƛƴƎ ƘŜǊŜΣ ŀƴŘ 

ŘƻƴΩǘ ǘŜƭƭ ƳŜ ȅƻǳΩǊŜ ƻƴ 

no researching trip, 

ōŜŎŀǳǎŜ ǘƘŜƴ ȅƻǳΩŘ 

have come in using the 

front door like anyone 

ŜƭǎŜΦέ 

Apologize/Sorry άLΩƳ ǎƻǊǊȅ ŀōƻǳǘ ȅƻǳǊ 

ǿƛƴŘƻǿΦέ 

ά¸ƻǳ ǿƛƭƭ ōŜΣέ ƘŜ 

ǇǊƻƳƛǎŜǎΦ ά.ǳǘ ȅƻǳΩǾŜ 

got a reason and I 

want that more than I 

ǿŀƴǘ ȅƻǳǊ ǇƛǘȅΦέ 

Perpetuum/stealing/theft/plan/plo

t /robbery 

ά¢ƘŜȅ ǿŜǊŜ ǎǘŜŀƭƛƴƎ ς I 

mean, going to steal. 

tƭŀƴƴƛƴƎΧέ 

ά¢ƘŜǊŜΩǎ ŀ they, is 

ǘƘŜǊŜΚέ ƘŜ ŘŜƳŀƴŘǎΦ 

ά.ŜŎŀǳǎŜ L ƻƴƭȅ ǎŜŜ 

one street-rat breaking 

Ƴȅ ǎǘǳŦŦΦ {ƻ ȅƻǳΩŘ 

better tell me who 

they are and faster 

ǘƘŀƴ ǘƘŀǘΦέ 

 

IF COVALT STATE = 2 (still nervous, but listening to you, cautious) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Self/Story άLΩǾŜ ōŜŜƴ ǊǳƴƴƛƴƎΣέ ά¸ŜǎΣ ŀƴŘ ǿƘŀǘŜǾŜǊ ŦƻǊΚέ ƘŜ 
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L ŎƭŀƳƻǳǊΣ άŀƴŘ 

clinging on, and 

ƧǳƳǇƛƴƎΧέ 

ŘŜƳŀƴŘǎΦ ά¸ƻǳ ŘƻƴΩǘ Ǝƻ 

ǘƘǊƻǿƛƴƎ ȅΩǎŜƭŦ ƻŦŦ ǘƘƛƴƎǎ 

ǳƴƭŜǎǎ ǘƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ 

ōŜƭƻǿ ȅƻǳΩǊŜ ŀŦǘŜǊΦ {ƻ ǿƘŀǘ 

ƛǎ ƛǘΚέ 

Balloon/Skylight άL ǿŀǎ ŎƘŀǎƛƴƎ ǘƘŜ 

Figure over the roof. 

IŜ ǘƻƻƪ ƻŦŦΣέ L 

ŜȄǇƭŀƛƴΦ άL ǘǊƛŜŘ ǘƻ 

Ŧƻƭƭƻǿ ƛƴ ǘƘƛǎΧ ǘƘŜ 

ōŀƭƭƻƻƴΦέ 

ά¢ƘŀǘΩǎ ŀ ŎǊŀȊȅ ǘƘƛƴƎ ǘƻ ŘƻΣέ 

/ƻǾŀƭǘ ƎǊƻǿƭǎ ŀǘ ȅƻǳΦ ά{ƻ 

ǿƘȅΩŘ ȅΩŘƻ ƛǘΚ ²ƘŀǘΩǎ ǘƘŜ 

ŎƻǳƴǘŜǊǿŜƛƎƘǘΣ ŜƘΚέ 

Abbey άL ƻǾŜǊƘŜŀŘ ƘƛƳ ƛƴ 

the Abbey. 

5ƛǎŎǳǎǎƛƴƎ ŀ ǇƭƻǘΦέ 

ά²Ƙŀǘ ǇƭƻǘΚέ /ƻǾŀƭǘ 

demaƴŘǎΦ άL ŘƻƴΩǘ Ŏŀƭƭ ȅƻǳǊ 

ŎǊŀǎƘƛƴƎ ƛƴ ΨŜǊŜ ŀ ǇƭƻǘΦέ 

Abbot/ Figure in Grey άL ƻǾŜǊƘŜŀǊŘ ǘƘŜ 

Figure and the 

Abbot. Discussing 

something. The 

Figure was paying 

him. Money. 

¢ƘǊŜŀǘŜƴƛƴƎ ƘƛƳΗέ 

άCƻǊ ǿƘŀǘΚέ /ƻǾŀƭǘ 

demands, menacing his 

ǇŜƴŘǳƭǳƳΦ ά¢ƘŜȅΩǊŜ ŀŦǘŜǊ 

something ς ǿƘŀǘΩǎ ƛǘΚ 

¦ƴƭŜǎǎ ȅƻǳΩǊŜ ŀ ƭȅƛƴƎ ƎǊƛǘ-

ǎǘƻƴŜ ǿƘƻ ŘƻŜǎƴΩǘ ŦƛƴƛǎƘ Ƙƛǎ 

stories. What are they 

afterΚέ 

Archbishop/Cathedral άL ǘǊƛŜŘ ǘƻ ǘŜƭƭ ǘƘŜ 

Archbishop about it, 

ōǳǘ L ŘƛŘƴΩǘ ƪƴƻǿ 

what they were out 

ǘƻ ǎǘŜŀƭ ǘƘŜƴΦέ 

ά{ƻΚέ ƘŜ ŘŜƳŀƴŘǎΦ ά²Ƙŀǘ 

are they ƻǳǘ ǘƻ ǎǘŜŀƭΚέ 

Cook/Calvin/Drake/Horloge/Reloh IŜ ǿƻǳƭŘƴΩǘ ƪƴƻǿ 

them. 

 

Covalt ά²Ƙƻ ŀǊŜ ȅƻǳΚέ L 

ŘŜƳŀƴŘΦ άIƻǿ Řƻ L 

ƪƴƻǿ ȅƻǳΩǊŜ ƴƻǘ 

ά²ƘƻŜǾŜǊ ǘƘŜȅ ŀǊŜΣέ ƘŜ 

ǎǇƛǘǎ ōŀŎƪΣ άLΩƳ ŀ 

ŎƭƻŎƪƳŀƪŜǊΦ ¢ƘŀǘΩǎ ŜƴƻǳƎƘ 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 163 

 

ǿƛǘƘ ǘƘŜƳΚέ ŦƻǊ ȅƻǳΣ ŦƻǊ ƴƻǿΦέ 

Ravens ά!ǊŜ ȅƻǳ ǊŀǾŜƴǎ 

ǊŜŀƭΚέ 

ά9ǾŜǊȅ ǘƛŎƪ ŀƴŘ ǿƛƴŘƛƴƎΣέ 

ƘŜ ǊŜǇƭƛŜǎΦ ά.ǳǘ ǘƘŜȅΩǊŜ 

nothing to do with you 

ƴŜƛǘƘŜǊΦέ 

Clockwork/Saints ά5ƻŜǎ ŜǾŜǊȅǘƘƛƴƎ 

here run on 

ŎƭƻŎƪǿƻǊƪΚέ 

ά¢ƘŜ ǿƘƻƭŜ ǿƻǊƭŘΩǎ ƻƴ ƛǘΣ 

ǘƘŀǘΩǎ ǿƘŀǘ ǘƘŜȅ ǎŀȅΦ L ƪƴƻǿ 

everything I make does, 

ǘƘŀǘΩǎ ŜƴƻǳƎƘ ŦƻǊ ƳŜΦέ 

Apologize/Sorry άLΩƳ ǊŜŀƭƭȅ ǎƻǊǊȅ 

ŀōƻǳǘ ȅƻǳǊ ǊƻƻŦΣέ L 

say. 

άLŦ ȅƻǳ ǿŜǊŜ ŎƘŀǎƛƴƎ ǘƘŀǘ 

Figure ς ǿŜƭƭΦ ¸ƻǳΩǊŜ ƭǳŎƪȅ 

ƛǘΩǎ ƻƴƭȅ ǘƘŜ ǿƛƴŘƻǿ ȅƻǳ 

broke up. But you still 

ŀǊŜƴΩǘ ǎŀȅƛƴƎ ǿƘŀǘ ȅƻǳΩǊŜ 

ŎƘŀǎƛƴΩ ƘƛƳ ŦƻǊΦέ 

Perpetuum/Theft/Robbery/etc 

(see State 1) 

άLǘΩǎ ǘƘŜ 

tŜǊǇŜǘǳǳƳΣέ L ǘŜƭƭ 

ƘƛƳΦ άLΩŘ ƴŜǾŜǊ ǎŜŜƴ 

it before today, but 

ǘƘŀǘΩǎ ǿƘŀǘ ǘƘŜȅΩǊŜ 

ŀŦǘŜǊΦέ 

Set Covalt State = 3 and 

move Covalt and Player 

into Clock Shop. 

άLΩƳ ƴƻǘ ǎǳǊǇǊƛǎŜŘΣέ /ƻǾŀƭǘ 

replies. To my great relief, 

ƘŜ ƭƻǿŜǊǎ ǘƘŜ ŎƭǳōΦ ά¢ƘŀǘΩǎ 

what this Figure was after 

here, too, before. When I 

saw him. Come here asking 

me to build one. I might be 

the best ς and the bravest, I 

told him ς ōǳǘ L ŎŀƴΩǘ ōǳƛƭŘ ŀ 

Perpetuum. Laws say, as I 

ǊŜŀŘ ǘƘŜƳΣ ǘƘŀǘ ȅƻǳ ŎŀƴΩǘ 

ƘŀǾŜ ƳƻǊŜ ǘƘŀƴ ƻƴŜΦέ 

ά.ǳǘ ǿƘŀǘ is ƛǘΚέ L ŀǎƪΦ 
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ά²Ƙŀǘ ŘƻŜǎ ƛǘ ŘƻΚέ 

άLΩǾŜ Ǝƻǘ ŀ ŘŜǎƛƎƴ 

somewhere. A diagram. 

Somewhere through here. 

/ƻƳŜ ƻƴΗέ IŜ ǇƛŎƪǎ ƳŜ ǳǇ 

by the scruff and lobs me 

through the doorway. 

 

IF COVALT STATE = 3 (Looking for diagram with Player, preoccupied) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Self/Story άLΩƳ ƎƻƛƴƎ ǘƻ ƎŜǘ 

killed when they 

ŦƛƴŘ ƻǳǘ LΩƳ ƎƻƴŜΦέ 

ά¢ƘŀǘΩǎ ƴƻ-ǎŜƴǎŜΣέ ƘŜ 

ǊŜǇƭƛŜǎΦ ά¢ƘŜȅ ŎŀƴΩǘ ƪƛƭƭ ȅƻǳ 

ǿƘƛƭŜ ȅƻǳΩǊŜ ƎƻƴŜΣ Ŏŀƴ 

they? And you come back 

ǿƛǘƘ ǘƘŀǘ CƛƎǳǊŜΩǎ ƘŜŀŘ ƻƴ ŀ 

ǎǘƛŎƪΣ ǘƘŜȅΩƭƭ ǘƘŀƴƪ-you. 

Except the Abbot, maybe. 

hǊ ƳŀȅōŜ ƛƴŎƭǳŘƛƴƎΦέ 

Balloon/Skylight άLΩŘ Ǉŀȅ ŦƻǊ ǘƘŜ 

ǎƪȅƭƛƎƘǘΧέ L ōŜƎƛƴΦ 

ά.ǳǘ ȅƻǳΩǾŜ Ǝƻǘ ƭŜǎǎ ǘƻ ȅƻǳǊ 

name than my cousin K. I 

ǎŜŜ ƛǘΦ wŀǘΦέ 

Abbey ά¢ƘŜȅ ƴŜǾŜǊ ǘƻƭŘ ǳǎ 

about the 

Perpetuum at the 

!ōōŜȅΦέ 

άbƻǘ ȅŜǘΣ ƳŀȅōŜΦ !ǎ ǎŜŎǊŜǘǎ 

go ς mysteries ς ƛǘΩǎ ŀ 

deeper one. Deep in all this 

ƧǳƴƪΣ ǘƻƻΣέ ƘŜ ŀŘŘǎΣ 

scornfully. 

Cathedral άL ǿŀǎ ƛƴ ǘƘŜ 

/ŀǘƘŜŘǊŀƭ ŜŀǊƭƛŜǊΣέ L 

ǘŜƭƭ ƘƛƳΦ άL ǎŀǿ ǘƘŜ 

tŜǊǇŜǘǳǳƳΦέ 

άbƻǘ ƳǳŎƘ ǘƻ ƭƻƻƪ ŀǘΣέ ƘŜ 

ǎŀȅǎ ŘƛǎƳƛǎǎƛǾŜƭȅΦ ά[ƛƪŜ 

Ƴƻǎǘ ƻŦ ǳǎΦ LǘΩǎ ǘƘŜ ǿƻǊƪƛƴƎǎ 

ǘƘŀǘ ŎƻǳƴǘΦέ 
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Abbot άL ŎŀƴΩǘ ōŜƭƛŜǾŜ ǘƘŜ 

Abbot would ǎǘŜŀƭΗέ 

άI9 Ƴǳǎǘ ǘƘƛƴƪ ƘŜ ƪƴƻǿǎ 

ǿƘŀǘΩǎ ŘƻƛƴƎΣέ /ƻǾŀƭǘ 

ƳǳǎŜǎΦ άbƻǘƘƛƴƎ ƘŀǇǇŜƴǎ ŀǘ 

ǊŀƴŘƻƳΦέ 

ά!ǇŀǊǘ ŦǊƻƳ ƳŜ 

ƻǾŜǊƘŜŀǊƛƴƎ ǘƘƛǎΣέ L ǎŀȅΦ 

ά!ƛƴǘ ƴƻ ŎƘŀƴŎŜǎ ƛƴ ǘƘŀǘΣέ 

ƘŜ ƎǊǳƳōƭŜǎΦ άbƻǊ ƛƴ Ƴȅ 

skylight you falling through. 

/ƻǾŀƭǘ ǘƘŜ ƘŜǊŜǘƛŎΥ ǿŜΩǊŜ 

well matched, you ŀƴŘ ƳŜΦέ 

Figure in Grey ά²Ƙƻ ƛǎ ǘƘŜ 

CƛƎǳǊŜΚέ 

άbƻ ƛŘŜŀΣέ /ƻǾŀƭǘ ǎŀȅǎ 

ǎƛƳǇƭȅΦ άbƻǘ ŀ ǘƻƻǘƘ ƻŦ ƻƴŜΦ 

/ƻǳƭŘƴΩǘ ǎŜŜ Ƙƛǎ ŦŀŎŜΦ .ǳǘ 

you find me this diagram 

ŀƴŘ LΩƭƭ ǎƘƻǿ ȅƻǳ ǿƘŀǘ ƘŜΩǎ 

ŀŦǘŜǊΦέ 

Archbishop άL ǘǊƛŜŘ ǘƻ ǘŜƭƭ ǘƘŜ 

!ǊŎƘōƛǎƘƻǇΦέ 

άaƛƎƘǘ ŀǎ ǿŜƭƭ ǘǊȅ ǎƘƻǳting 

ǘƻ ŀ ǘƘǳƴŘŜǊŎƭƻǳŘΣέ /ƻǾŀƭǘ 

ǎŀȅǎΦ άhǊ ǘǳǊƴ ŀ Ǌŀǘ ƛƴǘƻ ŀ 

ratchet. I tried to stick him 

on my new devices. 

Heretical, he said. So. 

{ƻƳŜǘƘƛƴƎǎ ŎŀƴΩǘ ōŜ ŘƻƴŜΦέ 

Cook/Calvin/Drake/Horloge/Reloh IŜ ǿƻƴΩǘ ƪƴƻǿ 

them. 

 

Covalt ά²Ƙƻ ŀǊŜ ȅƻǳΚέ ά! ŎƭƻŎƪƳŀƪŜǊΦ !ƴ 

inventory. Aint meant to do 

ōƻǘƘΣέ ƘŜ ǎƳƛƭŜǎΦ ά.ǳǘ 

ǘƘŜȅΩǊŜ ŀ ƭƛǘǘƭŜ ǘƻ ǎŎŀǊŜŘ ǘƻ 

ǎǘƻǇ ƳŜΦ .ŜǎƛŘŜǎΣ LΩƳ ǘƘŜ 

only one who knows how to 
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mend the rose clock up, so, 

they call me heretic but 

they need me to keep both 

ǘƘǳƳōǎΦέ 

Ravens ά5ƻ ȅƻǳ Ǌavens 

ƘŀǾŜ ƴŀƳŜǎΚέ 

ά/ƻǳǊǎŜ ǘƘŜȅ ŘƻΦ IǳƎƛƴΦ 

Mummin. If that aint old 

Celtic for hours and 

ƳƛƴǳǘŜǎΣ ǿŜƭƭΣ ƛǘ ǎƘƻǳƭŘ ōŜΦέ 

Clockwork/clocks/clock άIƻǿ ƭƻƴƎ ƘŀǾŜ ȅƻǳ 

been doing 

ŎƭƻŎƪǿƻǊƪΚέ 

He waves an arm around 

the room, nearly taking my 

ƘŜŀŘ ǿƛǘƘ ƛǘΦ ά¢ŀƪŜǎ a 

lifetime to build up this. I 

trained in Geneva. To be a 

ƳƻƴƪΦ 5ƛŘƴΩǘ ƭƛƪŜ ƛǘΦ 

/ƻǳƭŘƴΩǘ ǎŜŜ ǿƘȅ L ŎƻǳƭŘƴΩǘ 

swing clock parts and, well. 

{ƻǊǊȅΦέ Iƛǎ ǘƘƛŎƪ ŎƘŜŜƪǎ ǘǳǊƴ 

ŀ ƭƛǘǘƭŜ ǊŜŘΦ άaŀȅōŜ ȅƻǳΩǊŜ 

too young for a full life 

ǎǘƻǊȅΦέ 

Saints ά²Ƙƻ ǿŜǊŜ ǘƘŜ 

SaintǎΚέ 

άtŜƻǇƭŜ ƭƛƪŜ ƳŜΣέ /ƻǾŀƭǘ 

ǎŀȅǎΣ ōǊŀȊŜƴƭȅΦ άhƴƭȅ ǿƘŜƴ 

they built something new, 

ǘƘŜȅ ǿŜǊŜƴΩǘ ƘŜǊŜǘƛŎǎ ǘƘŜȅ 

were geniuses. I should 

show you my new designs. I 

ǎƘƻǳƭŘΦ .ǳǘ ƛŦ L ŘƛŘΣ LΩŘ ƘŀǾŜ 

ǘƻ ƪƛƭƭ ȅƻǳΦέ IŜ ƎǊƛƴǎ 

sharply. 

Apologize άLΩƳ ǎƻǊǊȅΧέ άhƘΣ ǎǘƻǇ your 

ǿƘƛƳǇŜǊƛƴƎΣέ ƘŜ ǎŎƻƭŘǎΦ 

άCƛƴŘ ǘƘŀǘ ŘƛŀƎǊŀƳ ǎƻ L Ŏŀƴ 
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ǎƘƻǿ ȅƻǳ ǘƘƛǎ tŜǊǇŜǘǳǳƳΦέ 

Perpetuum ά²Ƙŀǘ ƛǎ ǘƘŜ 

tŜǊǇŜǘǳǳƳΚέ 

ά! ǊŜƭƛŎΦ hŦ ŀ ǘƛƳŜ ǘƘŜȅ 

ƳŀŘŜ ƛƳǇƻǎǎƛōƭŜ ǘƘƛƴƎǎΦ LǘΩƭƭ 

be easier with the diagram, 

L ŎŀƴΩǘ ŜȄǇƭŀƛƴ ŀƴȅǘƘƛƴƎ ǿƛǘƘ 

ŀ ŘƛŀƎǊŀƳΦέ {ŀƳŜ ŀǎ 

Brother Horloge says. 

Heretical Designs / Heresy / New 

designs 

ά²Ƙŀǘ ǿŜǊŜ ȅƻǳ 

ƴŜǿ ŘŜǎƛƎƴǎΚέ 

ά²ŜƭƭΣέ ƘŜ ǎŀȅǎΣ ǇŀǳǎƛƴƎ ǘƻ 

ƭƻƻƪ ŦƭŀǘǘŜǊŜŘΦ άaƻǎǘƭȅ 

voltaics. Wires, filaments. 

Was thinking about candles, 

see. Nothing clockwork in a 

ŎŀƴŘƭŜΣ ƛǎ ǘƘŜǊŜΚέ 

I mention the candles on 

tracks in the Abbey, and he 

nods. 

ά{ŜŜΚ ¢ƘŜȅΩǾŜ ōǳƛƭǘ ǘƘŀǘ 

because ǘƘŜǊŜΩǎ ƴƻ 

clockwork in candles. Well. I 

was working on that. Fixing 

ƛǘΦ .ǳǘΦέ IŜ ŘǊŀǿǎ ŀ ƭƻƴƎ 

ōǊŜŀǘƘΦ ά¢ƘŜ /ƘǳǊŎƘ ǎŜƴǘ 

me a very nice letter about 

it and I decided to stop. And 

you tell them that when you 

ƎŜǘ ōŀŎƪΣ ǿƻƴΩǘ ȅƻǳΦ ¢ƘŜǊŜΩǎ 

ŀ ƎƻƻŘ ǎǇǊŀǘΦέ 

Various Devices ά¢Ŝƭƭ ƳŜ ŀōƻǳǘ the 

workbenchΦέ  

ά²ƘŀǘΩǎ ǘƘƛǎΚέ L ŀǎƪΣ 

point at the tools. 

Responses are given in the 

table of Workshop stuff, 

below. 
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ά!ǊŜ ǘƘŜȅ 

ƛƳǇƻǊǘŀƴǘΚέ L ŀǎƪΣ 

nodding at the 

bench. 

Pick a random line. 

Underline indicates 

various.  

 

IF COVALT STATE = 4 (Working out what to do about the Figure, thinking) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Difference Engine / 

Different / Difference 

ά²Ƙŀǘ ŘƛŦŦŜǊŜƴǘΚέ L 

ask, confused. 

Set Covalt State = 5 and perform Covalt 

Event [Counting House] on the next turn. 

άhŦ ŎƻǳǊǎŜΗέ ƘŜ ŜȄŎƭŀƛƳǎΣ ŀ ƘǳƎŜ ǎƳƛƭŜ 

ŎǊŀŎƪƛƴƎ Ƙƛǎ ŦŀŎŜ ƻǇŜƴ ƭƛƪŜ ƘŜΩŘ Ƨǳǎǘ Ƙƛǘ 

himself with that penduluum of his. 

ά{ƻƳŜǘƛƳŜǎ ȅƻǳǊ ƳƻǳǘƘ ƪƴƻǿǎ ŜǾŜƴ ǿƘŜƴ 

your ōǊŀƛƴ ŘƻƴΩǘΦ !ƴŘ ǎƻƳŜǘƛƳŜǎ ŀ ƳŀŎƘƛƴŜ 

knows. A knowing machine. The Difference 

Engine. You heard of it? You should have. 

Call yourself a monk. We need ourselves 

ǘƘŜ 5ƛŦŦŜǊŜƴŎŜ 9ƴƎƛƴŜΦέ 

ά²Ƙŀǘ ŘƻŜǎ ƛǘ ŘƻΚέ 

ά²ŜƭƭΣ ŦƛǊǎǘ ȅƻǳΩǾŜ Ǝƻǘ ǘƘŜ ŎŀƭŎǳƭŀǘƻǊΣ ǊƛƎƘǘΚ 

And the calculator calculates. Give it some 

numbers, it works out a product. Well, the 

difference with the Difference is the 

numbers are ideas. Ideas are messages, 

and messages can be written as big 

numbers. So you take two ideas. Two 

numbers. hƴŜΩǎ ŀƴ !ŎǘƻǊΣ ȅƻu see, the 
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ƻǘƘŜǊΩǎ ŀƴ !ŎǘƛƻƴΦ ¢ƘŜƴ ȅƻǳ ǿƘŀŎƪ ΨŜƳ ƛƴǘƻ 

a Difference Engine, and work out what 

they makeΦέ IŜ ǎƘŀƪŜǎ Ƙƛǎ ƘŜŀŘ ǿƛǘƘ 

pleasure, like ƘŜΩǎ trying to dislodge that 

ƎǊƛƴ ƻŦ ƘƛǎΦ άDǊŜŀǘ ōƛǘ ƻŦ ŎƭƻŎƪǿƻǊƪΦ !ōƻǳǘ 

the size of four elephants and no part in it 

ōƛƎƎŜǊ ǘƘŀƴ ŀ ǿƻƻŘƭƻǳǎŜΦ ¢ƘŀǘΩǎ real 

ŎƭƻŎƪǿƻǊƪΦ ¢Ƙŀǘ ƛǎΦέ 

Any other topic results 

in one from a list of 

responses, listed 

opposite. If the last one 

is printed, then on the 

next turn, his response 

ǘƻ ά5ƛŦŦŜǊŜƴŎŜ 9ƴƎƛƴŜέ 

is printed as an Event 

(withouǘ ²ǊŜƴΩǎ ƭƛƴŜ 

proceeding it). 

At random: 

¶ άLΧέ 

¶ ά.ǳǘΧέ 

¶ άaŀȅōŜΧέ 

¶ ά!ƴŘΧέ 

¶ ά¸ŜǎΧέ 

¶ ά²ƘŜǊŜΧέ 

¶ ά²ƘŀǘΧέ 

¶ I swallow. 

¶ IŜ ƛƴǘŜǊǊǳǇǘǎ ȅƻǳǊ ǉǳŜǎǘƛƻƴΦ ά[ƻƻƪΣ 

we need to work all this through. 

tƭŀƴ ƛǘ ƻǳǘΦ [Ŝǘ ƳŜ ǘƘƛƴƪΣ ŘƻƴΩǘ 

ǇŜǎǘŜǊ ƳŜΦέ 

¶ ά¢ƘŜǊŜΩǎ ǾŀǊƛŀōƭŜǎ ƘŜǊŜΦ [ŜǾŜǊǎ ƭŜŦǘ 

and right. We need to work out 

ǿƘŀǘΩǎ ƴŜȄǘ ǘƻ ǎŜŜ ǿƘŀǘ ǿŜ Řƻ ƴŜȄǘΦ 

Something different needs to be 

ŘƻƴŜΦέ 

¶ άtǊƻōƭŜƳ ǎƻƭǾƛƴƎΣέ /ƻǾŀƭǘ ƛƴǘŜǊƧŜŎǘǎΦ 

άLǎ ŎƭƻŎƪǿƻǊƪΣ ǘƻƻΦ ! ŘƛŦŦŜǊŜƴǘ ƪƛƴŘ 

ƻŦ ŎƭƻŎƪǿƻǊƪΣ ōǳǘ ǎǘƛƭƭ ŎƭƻŎƪǿƻǊƪΦέ 

¶ ά²ƘŀǘΩǎ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜΚέ ƘŜ 

remarks to himself, not listening to 

ƳŜΦ ά¢ƘŀǘΩǎ ǘƘŜ ǉǳŜǎǘƛƻƴΦέ 

¶ ά²Ŝ Ƨǳǎǘ ƴŜŜŘ ǘƻ ǘƘƛƴƪ ƻŦ ǎƻƳŜ 

ŘƛŦŦŜǊŜƴǘ ǿŀȅ ǘƻ Ǝƻ ŀōƻǳǘ ǘƘƛǎΣέ ƘŜ 

grumbles. 

¶ IŜ ǿŀǾŜǎ Ƴȅ ŎƻƳƳŜƴǘ ŀǿŀȅΦ άbƻΣ 

no. Something different. Really 

differentΦέ 
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IF COVALT STATE = 5 (Figured out what to do, hope in sight) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Self ά{ƻ ǿƘŀǘ ǎƘƻǳƭŘ L Řƻ 

ƴƻǿΚέ L ŀǎƪΦ 

άDƻ ŀƴŘ ŦƛƴŘ ƻǳǘΣέ ƘŜ 

replies, cheerfully. 

Difference Engine άL ŘƻƴΩǘ ǳƴŘŜǊǎǘŀƴŘ 

ŀōƻǳǘ ǘƘƛǎ 9ƴƎƛƴŜΦέ 

άhŦ ŎƻǳǊǎŜ ȅƻǳ ŘƻƴΩǘΦ 

Clockwork and High 

aŀǘƘŜƳŀǘƛƪ ŀƭƭ ƛƴ ƻƴŜΦ LǘΩǎ 

like understanding being on 

ŦƛǊŜ ǿƘŜƴ ȅƻǳΩǊŜ ŘǊƻǿƴƛƴƎ 

ǳƴŘŜǊǿŀǘŜǊΦέ IŜ ƎǊƛƳŀŎŜǎΦ 

ά{ǘΦ .ŀōōŀƎŜ ς he was a 

ƎŜƴƛǳǎΦ ¢ƘŀǘΩǎ Ƙƻǿ ƛǘ ǿƻǊƪǎΦ 

.ǳǘ ƛǘΩǎ ŦƻǊ ǿƘŀǘ ƛǘ ŘƻŜǎ ς 

ǘƘŀǘΩǎ ǿƘŀǘ ȅƻǳΩǊŜ ƴŜŜŘƛƴƎ 

ƛǘ ŦƻǊΦ {ƻ Ƙƻǿ ŘƻŜǎƴΩǘ ǊŜŀƭƭȅ 

ƳŀǘǘŜǊΦέ 

Abbey άaŀȅōŜ L ǎƘƻǳƭŘ Ǝƻ 

ōŀŎƪ ǘƻ ǘƘŜ !ōōŜȅΚέ 

άLŦ ȅƻǳΩǾŜ Ǝƻǘ ŀƴȅ ǎŜƴǎŜ 

ȅƻǳΩƭƭ ǎǘŀȅ ƻǳǘ ƻŦ ǘƘŜǊŜ ŦƻǊ 

the next twenty years at 

ƭŜŀǎǘΣέ /ƻǾŀƭǘ ǎŀȅǎΦ άbƻ 

place of a mind, working 

chores and all that copying 

ƻǳǘΦέ 

Cathedral ά²Ƙŀǘ ŀōƻǳǘ 

guarding the 

/ŀǘƘŜŘǊŀƭΚέ 

ά5ŜǎƛƎƴ ōŜŦƻǊŜ ȅƻǳ ŘƻΣέ 

/ƻǾŀƭǘ ƎǊƻǿƭǎΦ άbƻ Ǉƻƛƴǘ 

rushing in and standing 

ŀǊƻǳƴŘΦ ¢Ƙŀǘ ǿƻƴΩǘ ōǊƛƴƎ 

your Uncle back to life, as 

ǘƘŜȅ ǎŀȅΦέ  

Abbot άL ǘƘƛƴƪ ǘƘŜ !ōōƻǘ 

ǿŀǎ ǎŎŀǊŜŘΣέ L ǎŀȅΦ 

ά{ƘƻǳƭŘ ōŜΣέ /ƻǾŀƭǘ ǎƳƛƭŜǎΣ 

άǿƛǘƘ ȅƻǳ ƻƴ Ƙƛǎ ŦŜŜƭǎΦ 

Taking in to the air in a 
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balloon! Mad as a monkey-

ǿǊŜƴŎƘΗέ 

Figure in Grey άIƻǿ ǿƛƭƭ L ŎŀǘŎƘ ǘƘŜ 

CƛƎǳǊŜΚ IŜΩǎ ŦŀǎǘŜǊ ς 

and probably 

ǎƳŀǊǘŜǊΣ ǘƻƻΧέ 

ά[ƛƪŜ LΩǾŜ ǘƻƭŘ ȅƻǳΦ [ƛƪŜ ǘƘƛǎ 

Difference Engine will tell 

you. Time for some decent 

ŀŘǾƛǎƛƴƎΣ ǘƘŀǘΩǎ ǿƘŀǘ ƛǘ ƛǎΦ 

Right now, if you look at it, 

ȅƻǳΩǾŜ Ǝƻǘ ƴƻǘƘƛƴƎ ōǳǘ Ƴȅ 

demented ramblings and 

your own half-baked 

ƛŘŜŀǎΣέ ς he holds up a 

palm ς άƴƻ ƻŦŦŜƴŎŜΣ ōǳǘ 

ȅƻǳΩǊŜ ǎƘƻǊǘŜǊ ǘƘŀƴ Ƴȅ 

ƴŀǾŜƭ ǎƻ ȅƻǳ ŎŀƴΩǘ ōŜ ǘƘŀǘ 

well-ǊŜŀŘΦ {ƻΦέ IŜ ǎƘǊǳƎǎΦ 

Archbishop ά{ƘƻǳƭŘƴΩǘ ǿŜ ǿŀǊƴ 

ǘƘŜ !ǊŎƘƛōƛǎƘƻǇΚέ 

ά¸ƻǳ ŘƛŘ ŀƭǊŜŀŘȅΣέ ƘŜ ǎŀȅǎΣ 

ƛƳǇŀǘƛŜƴǘƭȅΦ ά!ƴȅǿŀȅΣ ƛŦ ǿŜ 

start trying to do things the 

/ƘǳǊŎƘ ǿŀȅ ǿŜΩƭƭ ōŜ ƎƻƛƴƎ 

round and round a 

clockface when we should 

ōŜ ƎƻƛƴƎ ǳǇ ƛƴ ǘƘŜ ŀƛǊΦέ Ie 

ƎǊƛƴǎΣ ǎǳŘŘŜƴƭȅΦ άL ƳŜŀƴǘ 

that as a figure of speech, 

ōǳǘ L ƎǳŜǎǎ ǘƘŀǘΩǎ ǿƘŀǘ ȅƻǳ 

did, there, in your balloon. 

{ƻ ŦŀƴŎȅ ǘƘŀǘΦέ 

Cook/Calvin/Drake/Horloge/Reloh IŜ ǿƻƴΩǘ ƪƴƻǿ 

them. 

 

Covalt ά²Ƙŀǘ ǿƛƭƭ ȅƻǳ ŘƻΚέ άaŜΚ YŜŜǇ Ƴȅ ƘŜŀŘ Řƻǿƴ 

and fix my skylight. TƘŜǊŜΩǎ 

nothing else for me to do. 

LΩƳ ƴƻǘ ƘŀǾƛƴƎ ƳŜ 
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suspected of theft, heresy 

ƛǎ ǉǳƛǘŜ ŀ ŎƘŀǊƎŜ ŜƴƻǳƎƘΦέ 

Ravens άL ƭƛƪŜ ȅƻǳǊ ǊŀǾŜƴǎΦέ ά²ŜƭƭΣ ǘƘŜȅ Ƴǳǎǘ ƭƛƪŜ ȅƻǳΣέ 

ƘŜ ǊŜǇƭƛŜǎΣ άƻǊ ǘƘŜȅΩŘ ƘŀǾŜ 

ƘŀŘ ȅƻǳǊ ŜȅŜǎ ƻǳǘ ōȅ ƴƻǿΦέ 

Clockwork ά{ƻ ȅƻǳ ƪƴƻǿ ŀƭƭ 

about clockwork, 

ǘƘŜƴΦέ 

άaȅ ŦƛƴƎŜǊǎ ƪƴƻǿΦέ IŜ 

ǿŀǾŜǎ ƻƴŜΦ LǘΩǎ ŀōƻǳǘ ǘƘŜ 

ǎƛȊŜ ƻŦ ŀ ǎƳŀƭƭ ŘƻƎΦ άLΩƳ ŀ 

doer, not so much a 

thinker. I find things out 

instead of dreaming them 

ǳǇΦ ¢ƘŀǘΩǎ Ƴȅ ǿŀȅΦ Half-

bothered.έ 

Saints ά¸ƻǳ ƪƴƻǿ ŀōƻǳǘ 

ǘƘŜ {ŀƛƴǘǎΚέ 

άLƴǾŜƴǘƻǊǎΣ ŘŜǎƛƎƴers. 

Good, mind. Very good. But 

ƳƻǊŀƭƛǘȅΣ ǿŜƭƭΣ ǘƘŜǊŜΩǎ 

ŀƴƻǘƘŜǊ ǘƘƛƴƎΦ L ŘƻƴΩǘ ƪƴƻǿ 

ǎǳŎƘΦέ IŜ ƭƻǿŜǊǎ Ƙƛǎ ǾƻƛŎŜΦ 

άL Ǝƻǘ Ƴȅ Řƻǳōǘǎ ƻƴ 

Babbage, say. And Newton? 

They say he lost it once his 

fame got out and it wound 

up with him locked in a cell 

somewhere, ravƛƴƎ ƭƻƻƴȅΦέ 

IŜ ǿƛƴƪǎΦ ά.ǳǘ ŘƻƴΩǘ ǘŜƭƭ 

ΨŜƳ L ǘƻƭŘ ȅƻǳ ǿƘŜƴ ȅƻǳ ǘŜƭƭ 

ǘƘŜ ƻǘƘŜǊ ǎǇǊŀǘǎΣ ŜƘΚέ 

Apologize άLΩƳ ǎƻǊǊȅ ŀōƻǳǘ 

dragging you into 

ǘƘƛǎΣέ L ǘŜƭƭ ƘƛƳΦ 

άbƻǘ ŀ ƎǊƛǘ-ƎǊƛƳŜΣ ŘƻƴΩǘ 

ǿƻǊǊȅΦ LΩƳ ŘǊŀƎƎƛƴƎ ƳȅǎŜƭŦ 

straight back out again the 

ǎŜŎƻƴŘ ȅƻǳ ƭŜŀǾŜΦέ 

Perpetuum άLǎ ǘƘŜ tŜǊǇŜǘǳǳƳ ά²ŜƭƭΣέ ŀƴŘ ƘŜ ǎŎǊŀǘŎƘŜǎ Ƙƛǎ 
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ƛƳǇƻǊǘŀƴǘΚέ chin with a noise like a cart 

ƻǾŜǊ ŎƻōōƭŜǎΦ ά5ŜǇŜƴŘǎΦ 

Thing is, that right now, it 

ƛǎƴΩǘ ŀƴȅ ǳǎŜΦ Wǳǎǘ ŦƻǊ 

looking at. Powers itself 

and nothing else. I think 

ǘƘŀǘΩǎ right. The universe 

does its grind and the 

Perpetuum does it other. 

hǊ ƳŀȅōŜ ǘƘŜȅΩǊŜ ǊŜƭŀǘŜŘΦέ 

IŜ ǎƘŀƪŜǎ Ƙƛǎ ƘŜŀŘΦ άL ŘƻƴΩǘ 

know. I get fuzzy about 

Book VIII of Euclid, you 

ŘƻƴΩǘ ǿŀƴǘ ǘƻ ōŜ ŀǎƪƛƴƎ 

ƳŜΦέ 

Heretical Designs/Designs/New 

designs/voltaic 

As state 3 As state 3 

Various Devices  Exactly the same 

behaviour as for state 3. 

 

Á Event [every five turns when Covalt is in Player location and not talking 

to Covalt on that turn]:  

¶ State =1:  

o Before talking to Covalt at all: The huge man in the 

doorway is waiting for me to tell him my story. 

o After: at random: 

Á  ά{ƻΚέ ǘƘŜ Ǝƛŀƴǘ ŘŜƳŀƴŘǎΦ 

Á ¢ƘŜ ōƛƎ ƳŀƴΩǎ ŦŀŎŜ ƛǎ ŎǳǊƭŜŘ ǳǇ ƛƴǘƻ ŀ ƎǊƻǿƭΦ 
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Á ά²ŜƭƭΚ Ψtƭŀƛƴ ȅƻǳǊǎŜƭŦΣέ ǘƘŜ Ǝƛŀƴǘ ŘŜƳŀƴŘǎΦ άaŀƪŜ 

ȅƻǳǊǎŜƭŦ ǇƭŀƛƴΦέ 

Á The giant shifts his weight, making the floor creak. 

Á The massive penduluum rises and falls with a 

thunk. 

Á άIƻǿΩŘ ȅƻǳ ŜƴŘ ǳǇ ƘŜǊŜΣ ŜƘΚέ ƘŜ ŘŜƳŀƴŘǎΦ 

¶ State = 2: Random from: 

o ά{ƻΚ ²ƘŀǘΩǎ ŀ CƛƎǳǊŜ ǘƻ Řƻ ǿƛǘƘ ȅƻǳΚέ 

o άIƻǿΩŘ ȅƻǳ ƎŜǘ ǎǘŀǊǘŜŘ ƻƴ ǘƘƛǎΚέ /ƻǾŀƭǘ ŘŜƳŀƴŘǎΦ ά9ƘΚέ 

o ά²ƘŀǘΩǎ ǘƘŜ ǎǘƻǊȅ ƘŜǊŜΚέ /ƻǾŀƭǘ ŘŜƳŀƴŘǎΦ ά!ƭƭ ǘƘŜ ǎǘƻǊȅΦέ 

o ά²ƘŀǘΩǎ ǘƘŜ ƎǊŜŀǘ ǇƭƻǘΣ ŜƘΚέ /ƻǾŀƭǘ ŘŜƳŀƴŘǎΦ 

o ά¸ƻǳΩŘ ōŜǘǘŜǊ ŜȄǇƭŀƛƴ ŀƴŘ ǉǳƛŎƪΣέ /ƻǾŀƭǘ ƎǊƻǿƭǎΦ 

o ¢ƘŜ ǇŜƴŘǳƭǳǳƳ ǎǿƛƴƎǎ ŀ ƭƛǘǘƭŜΦ IŜΩǎ ŎƭŜŀǊƭȅ ƴƻǘ ŀ ǇŀǘƛŜƴǘ 

angry giant. 

o ά¸ƻǳ ǘŜƭƭ ƳŜ ǿƘŀǘ ǘƘŀǘ CƛƎǳǊŜ ǿŀǎ ŀŦǘŜǊΣέ ƘŜ ŘŜƳŀƴŘǎΦ 

¶ State = 3: Covalt is hunting in the shop for the diagram. He will 

ƭƻƻƪ ƛƴ ǇƭŀŎŜǎ ōŜƭƻǿ όōǳǘ ƛƴŎƭǳŘƛƴƎύ ά¢ƻƻƭǎέ ƛƴ ǘƘŜ ǘŀōƭŜ ƻŦ /ƭƻŎƪ 

{ƘƻǇ ǘƘƛƴƎǎ όǎŜŜ ŦǳǊǘƘŜǊ ŘƻǿƴύΦ ¢Ƙƛǎ ŘƻŜǎ ƛƴŎǊŜŀǎŜ ǘƘŜ άƭƻƻƪŜŘ 

ŀǘέ ǾŀƭǳŜΦ LŦ ǘƘƛǎ ǾŀƭǳŜ ҔҐмлΣ ƘŜ ǿƛƭƭ ŦƛƴŘ ǘƘŜ ŘƛŀƎǊŀƳΦ όbh¢9Υ LŦ 

this value >=6, the player will find it; so hopefully, the player will 

still get there first). Text: 

o /ƻǾŀƭǘ ǊǳƳƳŀƎŜǎ ǘƘǊƻǳƎƘΧ 

o /ƻǾŀƭǘ ƛǎ ƭƻƻƪƛƴƎ ŀǘ ΧΦ Σ ƘƻǇƛƴƎ ǘƻ ŦƛƴŘ Ƙƛǎ ŘƛŀƎǊŀƳΦ 

o /ƻǾŀƭǘ ǎǘǊŀƛƎƘǘŜƴǎ ǳǇ ŦǊƻƳ ΧΦ άbƻǘƘƛƴƎ ǘƘŜǊŜΣέ ƘŜ ǊŜǇƻǊǘǎΦ 

o /ƻǾŀƭǘ ƛǎ ǎƘŀƪƛƴƎ Ƙƛǎ ƘŜŀŘΦ άLǘΩǎ ƴƻǘ ǿƛǘƘ ΧΦΦέ 
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¶ State = 4: NOTE: In order NOT at random 

o άLΩǾŜ Ǝƻǘ ŀ ŘƛŦŦŜǊŜƴǘ ƛŘŜŀ ŦƻǊƳƛƴƎΣέ ƘŜ ƳǳǎŜǎΦ 

o ά²Ŝ Ǝƻǘ ǘƻ Řƻ ǎƻƳŜǘƘƛƴƎ ŜƭǎŜΣέ ƘŜ ƳǳǊƳǳǊǎΦ 

ά{ƻƳŜǘƘƛƴƎΧέ 

o ά¢ƘŜǊŜΩǎ ŀƴ ƛŘŜŀ ƻƴ ǘƘŜ ǘƛǇ ƻŦ ƳȅΧέ ƘŜ ōŜƎƛƴǎΣ ƭƻƻƪƛƴƎ 

ǇǳȊȊƭŜŘΦ ά{ƻƳŜǘƘƛƴƎΦ bƻΦ 9ƭǎŜΦ 9ǊΧέ 

o άLǘΩƭƭ ŎƻƳŜ ǘƻ ƳŜΣ LΩƳ ǎǳǊŜΣέ /ƻǾŀƭǘ ǎŀys. 

o Print the Difference Engine Response Line ς Covalt 

remembers and the scene moves on. 

¶ State = 5: at random, but never repeat 

o Covalt looks pleased with himself. 

o Covalt is waiting for me to go. 

o LǘΩǎ ǘƛƳŜ L Ǝƻǘ ƻƴΦ 

o ¢ƘŜ CƛƎǳǊŜΩǎ ƻǳǘ ǘƘŜǊŜΣ ǊƛƎƘǘ ƴƻǿΗ L ƴŜŜŘ to hurry up! 

Á Event [Counting House: on the turn after Player asks about Difference 

Engine in state 4]:  Move Scrap into Inventory, set Covalt Go = true. 

Text: 

άbƻǿΣέ /ƻǾŀƭǘ ŎƻƴǘƛƴǳŜǎΦ ά²ƛǘƘ ȅƻǳǊ /ƘǳǊŎƘ ǿŀȅǎ ŀƴŘ ǊŀƎǎ ŀƴŘ ŀƭƭΣ ȅƻǳ 

might get in the Counting IƻǳǎŜ ŀƭƭ ǊƛƎƘǘΦ ¢ƘŀǘΩǎ ǿƘŜǊŜ ǘƘŜȅ ƪŜŜǇ ƛǘΦ ¢ƘŜ 

9ƴƎƛƴŜΦ IŜǊŜΦ LΩƭƭ ƎƛǾŜ ȅƻǳ ǘƘŜ ŀŘŘǊŜǎǎΦ ¸ƻǳ Ŏŀƴ ǊŜŀŘΣ ŎŀƴΩǘ ȅƻǳΚέ L ƴƻŘΦ Lƴ 

reply he produces, from nowhere I can see, a scrap of paper and a quill, 

and he scratches down an address. He presses it into my haƴŘΦ ά¢ƘŀǘΩǎ 

the place. Now. SkidaddleΦέ 

Á Command [attack or escape Covalt]:   

¶ If Covalt State = 1 or 2, Disallow. IŜΩǎ ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ !ōōŜȅ ŘƻƻǊǎΦ LΩƳ 

not getting past him, no chance! 
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¶ Otherwise, disallow. LΩƳ ƴƻǘ ǇƛŎƪƛƴƎ ŀ ŦƛƎƘǘΣ ƴƻǘ ƴƻǿ ƘŜ ǎŜŜƳǎ ǘƻ ƘŀǾŜ 

calmed down a bit. 

2. Clock Shop 

o Description:  

²ƘŜƴ L ǎŀȅ LΩƳ ƛƴ /ƻǾŀƭǘΩǎ ǎƘƻǇ LΩƳ ƳŜŀƴ LΩƳ ƪƴŜŜ-ŘŜŜǇ ƛƴ ƛǘΦ LǘΩǎ ŜǾŜǊȅǿƘŜǊŜΦ LǘΩǎ 

Ǝƻǘ ƳƻǊŜ ōƛǘǎ ǘƘŀƴ ƻƴŜ ƻŦ /ƻƻƪΩǎ ǎƻǳǇǎΣ ŀƴŘ ǘƘŜǊŜΩǎ ƴƻǘ ŀ ǎŎǊŀǇ ƻŦ ǎǇŀŎŜ ǘƘŀǘ 

ƛǎƴΩǘ ŦƛƭƭŜŘ ǿƛǘƘ ŎƭǳǘǘŜǊΦ LǘΩŘ ƭƛƪŜ ǎǘŀƴŘƛƴƎ ƛnside an intricate mechanism if there 

ǿŀǎ ŀƴȅ DƻƻŘ hǊŘŜǊ ƻǊ tǊŜŎƛǎƛƻƴ ŀǘ ŀƭƭΦ ¢ƘŜǊŜΩǎ ŀ ǘŀōƭŜ ǎƻƳŜǿƘŜǊŜ ƛƴ ǘƘƛǎ ƳŜǎǎΣ 

ŀƴŘ ǘƘŜ ŘƻƻǊ ǘƻ ǘƘŜ ǎǘǊŜŜǘ ǎƻǳǘƘŜŀǎǘΣ ōǳǘ ŜǾŜƴ ǘƘŀǘΩǎ ƘǳƴƎ ǿƛǘƘ ŀ ǊŀŎƪ ƻŦ ǎƘŜƭǾŜǎΦ 

Covalt himself stands near the bedroom door to the south. 

o Command [go southwest from Clock Shop]: Check Covalt Go value 

Á If Covalt Go = true:  

ά¢ƘŀǘΩǎ ǘƘŜ ǇƭŀŎŜΣέ /ƻǾŀƭǘ ƛƴǎƛǎǘǎΣ ǘŀǇǇƛƴƎ ǘƘŜ ŀŘŘǊŜǎǎ ǿƛǘƘ ŀ ŦƛƴƎŜǊ ƭƛƪŜ ŀ ǊƻƻŦƛƴƎ ƳŀƭƭŜǘΦ ά¢ƘŜ 5ƛŦŦŜǊŜƴŎŜ 

9ƴƎƛƴŜΩƭƭ ǘŜƭƭ ȅƻǳ ŀƭƭ ȅƻǳ ǿŀƴǘΦ L ƘƻǇŜΦ LŦ ȅƻǳ Ŏŀƴ ƎŜǘ ŀ ŎƭŜŀǊ ƛŘŜŀ ǿƘŀǘ ȅƻǳΩǊŜ ǿŀƴǘƛƴƎ ŀƴŘ ς well, 

ŀƴȅǿŀȅΦέ IŜ ǇǳŦŦǎ Ƙƛǎ ŎƘŜŜƪǎΦ άhƴŜ ŘŜŀŘ ŀƛǊ ōŀƭƭƻƻƴ ǎŀȅǎ ȅƻǳΩƭƭ Řƻ ȅƻǳǊ ōŜǎǘΦέ 

ά¢ƘŀƴƪǎΣέ L ǎŀȅΦ ¢ƘŜ ŦƛǊǎǘ ǇŜǊǎƻƴ ǘƻ ōŜ ƴƛŎŜ ǘƻ ƳŜ ς ǿŜƭƭΣ ŜǾŜǊ ǊŜŀƭƭȅΦ άL ŀǇǇǊŜŎƛŀǘŜ ȅƻǳǊ ƘŜƭǇΦέ 

ά²ŜƭƭΣ ƴƻǘƘƛƴƎΩǎ ǘƻƻ ƎƻƻŘ ŦƻǊ a raǘΣέ ƘŜ ǎƴŀǊƭǎΦ ά!ƴŘ Řƻ ǇƻǇ ōŀŎƪ ƘŜǊŜ ƭŀǘŜǊ ƛŦ ȅƻǳ ƴŜŜŘ ǘƻΦ L ŘƻƴΩǘ ǘƘƛƴƪΦ 

.ǊƛƴƎƛƴƎ ǘƘŜ IŜǊŜǘƛŎ ǇƻƭƛŎŜ ŀƴŘ ǘƘŀǘΦ Dƻ ƻƴΗ DŜǘ ƻǳǘ ƻŦ ƛǘΦέ !ƴŘ ǿƛǘƘ ǘƘŀǘΣ ƘŜ ōƻƻǘǎ me through the door 

and slams it with relish. 

Move Player into Street and begin chapter 7. 

Á Otherwise, disallow.  άbƻǘ ǎƻ ŦŀǎǘΣέ /ƻǾŀƭǘ ƎǊƻǿƭǎΦ ά¸ƻǳ ŎŀƴΩǘ Ǝƻ ǊǳƴƴƛƴƎ ƻŦŦ 

ǿƛǘƘ ƴƻ ƛŘŜŀ ŜƭǎŜ ǿƘŀǘΩǎ ƴŜȄǘ ƻǊ ȅƻǳΩƭƭ ǿƛƴŘ ǳǇ ŘŀƴŎƛƴƎ ƛƴ ǘƘŜ ŎƛǊŎǳǎ ƻǊ 

something and what kind of story would that be, eh? So settle down, quit with 

ȅƻǳǊ ƭŜƎƎƛƴƎ ƛǘΣ ŀƴŘ ƭŜǘΩǎ ƎŜǘ ǘƘƛƴƪƛƴƎΦέ 

o Event [first turn upon entering Clock Shop]: άbƻǿΣ ǘƘŀǘ ŘƛŀƎǊŀƳΣέ /ƻǾŀƭǘ ƳǳǘǘŜǊǎΣ ŀƴŘ 

starts nosing around in the clutter that fills the room. 

o Looked At = 0 (initial value, increased by one each time the Player looks at  an object 

in the room, checked by Diagram Found Event. 
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o NOTE:  This room works differently! The room is full of objects, 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, but many 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, the next time the 

Player looks at an object, the Diagram Found Event will be performed.  Should the 

counter reach 10 (because Covalt looking around will increase the counter as well) 

then Covalt will find it. 

Á If you look somewhere Covalt has already looked, he will comment after the 

normal description: άbƻǘ ǘƘŜǊŜΣέ /ƻǾŀƭǘ ǎŀȅǎΦ κ άL ǘǊƛŜŘ ǘƘŀǘΣέ /ƻǾŀƭǘ ǊŜƳŀǊƪǎΦ κ 

άbƻ ƎƻƻŘΣέ /ƻǾŀƭǘ ǎŀȅǎΦ  κ  άL ŀƭǊŜŀŘȅ ǘǊƛŜŘ ǘƘŜǊŜΣέ /ƻǾŀƭǘ ǊŜƳŀǊƪǎΦ 

Á LŦ ȅƻǳ ƭƻƻƪ ǎƻƳŜǿƘŜǊŜ ŀƴŘ ŘƻƴΩǘ άŦƛƴŘέ ǘƘŜ ŘƛŀƎǊŀƳΣ ŀǇǇŜƴŘ ǘƻ ǘƘŜ ŦƛǊǎǘ ǘƘǊŜŜ 

only (not random): No sign of the diagram. / Not diagram there. / No luck.  

Á LŦ ȅƻǳ άŦƛƴŘ ǘƘŜ ŘƛŀƎǊŀƳέΣ ŀǇǇŜƴŘΥ !ƴŘ ƘŜǊŜΩǎ Ƙƛǎ ŘƛŀƎǊŀƳ ǘƻƻΦ L Ǉǳƭƭ ƛǘ ƻǳǘ ŀƴŘ 

hand it over to him. Then run Diagram Found Event. 

Á LŦ /ƻǾŀƭǘ άŦƛƴŘǎ ǘƘŜ ŘƛŀƎǊŀƳέΣ ŀǇǇŜƴŘΥ ά!ƘΗ IŜǊŜΩǎ the snake from its hollow 

ƭƻƎΗέ IŜ Ǉǳƭƭǎ ƻǳǘ ŀ ŦƻƭŘŜŘ ǎƘŜŜǘ ƻŦ ǇŀǇŜǊΦ Then run Diagram Found Event. 

NAME Mention 

ƛƴΧ 

Description /ƻǾŀƭǘΩǎ ǊŜǎǇƻƴǎŜ ǘƻ !{Y NOTE 

Clutter Room Clutter is assorted stuff 

ŦƛƭƭƛƴƎ ǳǇ ǎǇŀŎŜΦ LǘΩŘ ōŜ 

better to say this room 

Ƙŀǎ άƎŀǇǎέΣ ƻƴŜ ƻŦ 

ǿƘƛŎƘ LΩƳ ǎǘŀƴŘƛƴƎ ƛƴ 

ŀƴŘ ŀƴƻǘƘŜǊ LΩƳ ǳǎƛƴƎ 

to breathe. The rest is 

filled by the 

workbench, the wall of 

pendulums of all 

shapes and sizes, and, 

everywhere else, clock 

parts. 

άL ŘƻƴΩǘ ƴŜŜŘ ǘƛŘȅΣέ ƘŜ ƎǊƻǿƭǎΦ 

ά¢ƛŘȅ ƛǎ ƴƻ ƎƻƻŘΦ LΩƭƭ ŀƭƭ Ǝƻ ƛƴ ŀ 

ōƻȄ ǿƘŜƴ L ŘƻΦέ 

 

Shelves Room A rack of shelves hang 

on the back of the door 

ά!ƛƴǘ ŜƴƻǳƎƘ ǎǇŀŎŜΣέ ƘŜ 

ƎǊǳƳōƭŜǎΦ άwŜƴǘ ƛƴ ǘƘƛǎ ŎƛǘȅΚ 
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to the street. They 

mostly hold clocks 

(mainly whole clocks), 

although I can see a 

monkey-head sticking 

up at the back. 

LǘΩǎ ŀ ŎǊƛƳŜΦ .ǳǘ ȅƻǳΩǊŜ ǎŜŜƴ 

how much space the 

Cathedral takes up? So think 

ŀōƻǳǘ ǘƘŀǘ ǿƘŜƴ ȅƻǳΩǊŜ 

ƭŜŀǊƴƛƴƎ ȅƻǳǊ 5ŜǾƻǘƛƻƴǎΦέ 

Table Room The solid table is 

covered with piles and 

piles and piles of 

paper, rather than the 

tools littering the 

workbench. 

ά¢ƘŀǘΩǎ ǿƘŜǊŜ L ŘƻŜǎ ǘƘŜ 

ǘƘƛƴƪƛƴƎΣέ ƘŜ ǎŀȅǎΦ ά¢ƘƛƴƪƛƴƎ ƛǎ 

four-ŦƛŦǘƘǎ ƻŦ ŀƴȅ ŎƭƻŎƪΦέ IŜ 

looks suddenly abashed. 

ά¢ƘƻǳƎƘΤ L ŘƻŜǎ Ƴƻǎǘ ƻŦ Ƴȅ 

thinking with my fingers, I 

ǎǳǇǇƻǎŜΦέ 

 

Clocks Shelves The clocks are every 

shape and size 

(including one with an 

oval dial whose hands 

extend and shrink as 

ǘƘŜȅ Ǝƻ ǊƻǳƴŘΤ ƛǘΩǎ 

creepy to watch). A 

water clock keeps time 

by dripping water 

through a tiny hole. 

And at the back, 

ǘƘŜǊŜΩǎ ŀ ǎƳŀƭƭ 

mechanical monkey 

and a strange device 

made of wires and 

metal plates. 

ά¸ƻǳ ŀǊŜƴΩǘ ǎǳǊǇǊƛǎŜŘΣ ŀǊŜ 

ȅƻǳΚέ ƘŜ ŘŜƳŀƴŘǎΦ ά²Ƙŀǘ Řƻ 

you expect a clockmaker to be 

ǎǘƻŎƪƛƴƎΚ DŜŜǎŜΚέ IŜ ƎƛƎƎƭŜǎΣ 

ǉǳƛǘŜ ǳƴŜȄǇŜŎǘŜŘƭȅΦ ά¢ƘŀǘΩŘ 

be a cluckƳŀƪŜǊΣ ǎǳǊŜƭȅΗέ 

 

Workbench Clutter The workbench is 

fitted with tools, with 

more tools piled on 

ǘƻǇΦ LǘΩǎ ǘƘŜƴ ŘǳǎǘŜŘ 

over with clock parts, 

some so careful and 

delicate they deserve 

individual felt cushion 

ς this Covalt is clearly a 

lunatic, scattering 

them about like this. In 

άDƻǘ ǘƻ ǿƻǊƪ ƻƴ ǎƻƳŜǘƘƛƴƎΣέ 

ƘŜ ƎǊǳƳōƭŜǎΦ άLǘΩǎ ŀ ōƛǘ ƭŜǎǎ 

ǘƘŀǘ LΩŘ ƭƛƪŜΣ ōǳǘ L ƳŀƪŜ ŘƻΦ 

IŜƭǇǎΣέ ƘŜ ŀŘŘǎ ƳȅǎǘŜǊƛƻǳǎƭȅΣ 

άǘƘŀǘ LΩƳ ǘŀƭƭΦέ 

 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 179 

 

one corner of the 

ǿƻǊƪōŜƴŎƘΣ ǘƘŜǊŜΩǎ 

also a strange brown 

lump. 

Tools Workbench Tools of every size and 

denomination. This is a 

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. 

¢ƘŜȅΩǊŜ ƭŀōŜƭƭŜŘ Ҍ ŀƴŘ -

. 

άLΩǾŜ ƴƻǘ Ǝƻǘ ǉǳƛǘŜ ǘƘŜ ǘƻƻƭǎ 

LΩŘ ƭƛƪŜΣέ /ƻǾŀƭǘǎ ǎŀȅǎΦ ά¢ƘŜǊŜ 

are times I need to borrow a 

few, from down the road. The 

ƻǘƘŜǊǎΦ bƻǘ ǘƘŀǘ ǘƘŜȅΩǊŜ ƘŀǇǇȅ 

ǘƻ ƭŜƴŘ ǘƘŜƳΦ LǘΩǎ Ŏǳǘ-throat, 

LΩƭƭ ǘŜƭƭ ȅƻǳΦ wŜŀƭƭȅ ƛǎΦέ IŜ 

thinks about that for a 

ƳƻƳŜƴǘΦ ά{ǇŜŎƛŀƭƭȅ ƛŦ ȅƻǳ 

ŀǊŜƴΩǘ ŎŀǊŜŦǳƭ ǿƘŀǘ ȅƻǳΩǊŜ 

ŘƻƛƴƎΦέ 

 

Clock Parts Workbench/

Clutter 

Springs, pistons, rods, 

screws ς ǘƘŜǊŜΩǎ ŀ 

whole litany of parts in 

here. 

άLΩǾŜ ŀ ŦŜǿ ƳƻǊŜ ƻŦ ǘƘŜƳ ǘƘŀƴ 

L ǎƘƻǳƭŘΣέ ƘŜ ǎŀȅǎΦ άL ƳƛƎƘǘ 

have left a few out along the 

ǿŀȅΦέ 

 

Water Clock Clocks It works by droplets, 

falling onto a pan that 

gradually drags down 

on a rotating wooden 

tumblers. No winding 

and no hands! 

άaŜŀƴǘ ǘƻ Ǝƻ ƻǳǘǎƛŘŜΣέ ƘŜ 

ǊŜƳŀǊƪǎΦ ά¢ƻǇǇŜŘ ǳǇ ōȅ ǊŀƛƴΣ 

see, so it runs for months. 

Only trouble is the sun dried it 

up again. Should a built a 

sundial on top, really, had 

both working together. Fine 

ǳƴƭŜǎǎ ƛǘ ǎƴƻǿǎΦέ 

 

Batteries Tools ¢Ƙƛǎ ƛǎ ŀ ǊƛŘŘƭŜΦ ²ƘŀǘΩǎ 

a box that has no lid? 

Two pins but no teeth 

for them to meet? 

5ƻŜǎƴΩǘ ƭƻƻƪ ƭƛƪŜ ƛǘ 

does anything, but 

solidly built and 

carefully sealed up? 

ά¢ƘŀǘΚέ /ƻǾŀƭǘ ƎǊƛƴǎΦ ά¢Ƙŀǘ 

ȅƻǳ ŘƻƴΩǘ ƪƴƻǿ about and 

you never saw. But I tell you, 

ƛǘΩǎ ǘƘŜ ŦǳǘǳǊŜΦ ¢ƘŜ ǿƘƻƭŜ 

ŦǳǘǳǊŜΣ ƛƴ ƻƴŜ ƭƛǘǘƭŜ ǇŀŎƪŀƎŜΦέ 

Take: 

ά5ƻƴΩǘ 

touch 

ǘƘŀǘΗέ 

Covalt 

barks. 

Bible Papers A copy of the Bible. 

Leafing through, it 

looks fairly standard. 

άDƻǘ ǎƻƳŜ ƎƻƻŘ ōƛǘǎΣέ /ƻǾŀƭǘ 

remarks. ά5ƛŀƎǊŀƳǎ ƻŦ 

escapements, mostly. A nice 

bit about the design of the 
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hƴŜ ¢ǊǳŜ /ƻƎΦέ 

Wall of Pendulums Clutter LǘΩǎ ƭƛƪŜ ŀ ǎǿƻǊŘ-fighter 

might have, only each 

ǇŜƴŘǳƭǳǳƳ ƻƴ /ƻǾŀƭǘΩǎ 

wall is stubby and 

brass.  

ά¢ƘŜȅΩǊŜ ƻǊŘŜǊŜŘ ōȅ ƭŜƴƎǘƘΣέ 

ƘŜ ǘŜƭƭǎ ƳŜΦ άtŜƻǇle still order 

them by mass in some places. 

tǊƛƳƛǘƛǾŜǎΦέ 

 

Mechanical monkey Shelves LǘΩǎ ŀ ǘƻȅΣ ƻǊ ŀ ǇŜǘΣ ƭƛƪŜ 

DǳōōƭŜǊΩǎ ǎŀƭŀƳŀƴŘŜǊ 

(and about the same 

ǎƛȊŜύΦ wƛƎƘǘ ƴƻǿ ƛǘΩǎ 

wound down. 

άL ōǳƛƭǘ ǘƘŀǘ ŦƻǊ ŀ ŎƻǳƴŎƛƭƭƻǊΦ 

Of course, then he turns 

round and teƭƭǎ ƳŜ ƘŜ ŘƻŜǎƴΩǘ 

really want to pay for it. 

/ƘŜŜƪȅΣ ǘƘŀǘΩǎ ǿƘŀǘ L ǘƘƛƴƪΦέ 

Wind: No 

key. 

Strange device Clocks Hard to say. It looks 

like a cross between a 

plant and a box of 

screwdrivers. Hard to 

believe it does 

anything. 

ά¢ƘŀǘΣέ ŀƴŘ /ƻǾŀƭǘ ōŜŀƳǎΣ άƛǎ 

enough to get my shop shut 

down. Or burnt down, maybe. 

hŦ ŎƻǳǊǎŜΣ ǘƻ ǘƘŜ /ƘǳǊŎƘΣ ƛǘΩǎ 

just a sculpture. None of them 

would even know how to turn 

ƛǘ ƻƴΦέ 

Turn on: I 

ŎŀƴΩǘ 

really see 

how! 

Butter Toffee / Brown 

Lump 

Workbench LǘΩǎ ǘƻŦŦŜŜΦ .ǳǘǘŜǊ 

toffee. 

άIŜƭǇ ȅƻǳǊǎŜƭŦΦέ Eat: I 

nibble a 

corner. 

Wren, 

ȅƻǳΩǊŜ 

ƘǳƴƎǊȅΧ 

Papers Table The desk is covered in 

papers ς few complete 

blueprints, though; 

ǘƘŜȅΩǊŜ Ƴƻǎǘƭȅ 

sketches. In the middle 

of the pile is a well-

thumbed Bible, 

marked with several 

more bookmarks 

(more papers). 

ά5ƻƴΩǘ ǿƻǊǊȅ ŀōƻǳǘ ǘƘŜ 

ƻǊŘŜǊΣέ /ƻǾŀƭǘ ǎŀȅǎΦ άaƻǎǘƭȅΣ 

ƻƴŎŜ LΩǾŜ ǿǊƛǘǘŜƴ ǎƻƳŜǘƘƛƴƎ 

ŘƻǿƴΣ ǘƘŀǘ ƳŜŀƴǎ LΩǾŜ 

memorised it enough to not 

need the paper. I just use that 

ǇƛƭŜ ǘƻ ǊŜƳƛƴŘ ƳŜ ǿƘŀǘ LΩǾŜ 

Ǝƻǘ ǳǇ ƘŜǊŜΦέ !ƴŘ ƘŜ ǘŀǇǎ Ƙƛǎ 

forehead. 

 

Door Room On the back of the 

door to the street is a 

series of shelves, each 

ά¸ƻǳ ǿŀƴǘ ǘƻ ƎƻΣ Řƻ ȅƻǳΚ LǘΩǎ 

ƴƻǘ ǎŀŦŜǊ ƻǳǘ ǘƘŜǊŜΣ LΩƭƭ ǘŜƭƭ ȅƻǳ 

ǘƘŀǘΦέ 

Comman

d [enter 

Door] is 
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bristling with all 

manner of clocks. 

the same 

as 

Comman

d [go 

southwes

t from 

Clock 

Shop] 

 

o Object: Diagram 

Á Description: It shows a series of diagrams: the first, the rack for the ball-bearing 

just like I saw in the Cathedral. But below, well, then it gets really complicated. 

Cogs forming snake like chains across several levels, all intersecting and then re-

ƛƴǘŜǊǎŜŎǘƛƴƎ ǿƛǘƘ ǘƘŜƳǎŜƭǾŜǎΦ Lǘ ƭƻƻƪǎ ƭƛƪŜΣ ƛŦ ƛǘ ǿŀǎƴΩǘ ǊǳƴƴƛƴƎΣ ƛǘΩŘ ōŜ ƭƻŎƪŜŘ ǳǇ 

solid and tight. But because ƛǘΩǎ ǊǳƴƴƛƴƎΣ ǘƘŜǊŜΩǎ ŀƭǿŀȅǎ ŀ ƎŀǇ ŦƻǊ ǘƘŜ ƴŜȄǘ ǘƻƻǘƘ 

to take.  

άLǘΩǎ ƴƻǘ ǘƘŜ Ŧǳƭƭ ǇƛŎǘǳǊŜΣέ /ƻǾŀƭǘ ǊŜƳŀǊƪǎΦ ά¸ƻǳ ŎŀƴΩǘ ƎŜǘ ƛǘ ŦǊƻm just one angle. 

¸ƻǳ Ǝƻǘ ƭƻƻƪΣ ƭƻǘǎ ƻŦ ǿŀȅǎΦ {ƻΣ ȅƻǳ ƪƴƻǿΦ ¢Ƙƛǎ ǇƛŎǘǳǊŜΩǎ ƳƻǊŜ ŦƻǊ inspiration than 

to actually build ƻƴŜΦ ¢ƘŀǘΩǎ ǿƘŀǘ L ǘƻƭŘ ǘƘŜ CƛƎǳǊŜΣ ǎŜŜΦέ 

Á Event [Found: Occurs when the player Looks At or Searches an object in Clock 

Shop when CloŎƪ {ƘƻǇ [ƻƻƪŜŘ !ǘ ǾŀƭǳŜ Ҕ Ґ сΣ ƻǊ /ƻǾŀƭǘ άǎŜŀǊŎƘŜǎέ ŀƴ LǘŜƳ 

when Looked At >=10 ]: Set Covalt State = 4 and move Diagram into inventory. 

Text: 

/ƻǾŀƭǘ ǎǇǊŜŀŘǎ ǘƘŜ ǇŀǇŜǊ ƻǳǘΦ ά¢ƘŜ tŜǊǇŜǘǳǳƳΣέ ƘŜ ǿƘƛǎǘƭŜǎ. ά.uilt by St. 

Babbage. Not drawn, you understand. Drawing it came after. Babbage, they 

say he saw it, in his head. Just sat down and made it. Cog-only knows how, I 

think it must have all been running while ƘŜ ǿŀǎ ǇǳǘǘƛƴƎ ƛǘ ǘƻƎŜǘƘŜǊΦ LǘΩǎ ǎŜƭŦ-

checking, self-affecting. Self-winding. Been done once and now it just runs. 

[ƻƻƪΣέ ŀƴŘ ƘŜ Ǉƻƛƴǘǎ ǘƻ ǇŀǊǘǎ ƻŦ ǘƘŜ ŘƛŀƎǊŀƳΣ ǿƘŜǊŜ ŎƻƎǎ ŀǘǘŀŎƘŜŘ ǘƻ ƻǘƘŜǊ 

ŎƻƎǎ ǘƘŀǘ ŀǘǘŀŎƘ ōŀŎƪ ǘƻ ǘƘŜƳǎŜƭǾŜǎΦ άbƻ ǎǇǊƛƴƎΦ !ƴŘ ƴƻǿƘŜǊŜ ŦƻǊ ŀƴȅ ƻŦ ƛǘ 

to go. Like a miniature universe, of its own. So the books say. Keep it 

separate and all is weƭƭΦ .ǳǘ ȅƻǳǊ CƛƎǳǊŜΣ ƛŦ ƘŜ ƎŜǘǎ ƻƴŜΦ ²ŜƭƭΣ L ŘƻƴΩǘ ƪƴƻǿΦέ 

ά²Ƙŀǘ Řƻ ȅƻǳ ǘƘƛƴƪ ǘƘŜ CƛƎǳǊŜ ǿŀƴǘǎ ǿƛǘƘ ƛǘΚέ L ŀǎƪΦ 
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ά.Ŝŀǘǎ ƳŜΦ L ŘƻƴΩǘ ƪƴƻǿΦ LΩǾŜ ǿƻƴŘŜǊŜŘ ŜǾŜǊ ǎƛƴŎŜ ƘŜ ǘǳǊƴŜŘ ǳǇ ŀǎƪƛƴƎ ƳŜ ǘƻ 

build one ς ƭƛƪŜ L ŜǾŜƴ ŎƻǳƭŘΦ L ƳŜŀƴΣ ǘƘƛǎ ŘƛŀƎǊŀƳΣ ƛǎƴΩǘ ŀ full diaƎǊŀƳΦ LǘΩǎ 

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? I guess 

ƘŜ ǿŀƴǘǎ ƛǘ ΨŘŀǇǘŜŘΦ CƻǊ ǎƻƳŜ ƴŜǿ ǇǳǊǇƻǎŜΦ {ƻƳŜǘƘƛƴƎ ǉǳƛǘŜ ŘƛŦŦŜǊŜƴǘΧέ IŜ 

trails off, quite suddenly, lost in thought. 

Á NOTE:  Initially not in Clock Shop, introduced by Diagram Event [Found] above. 

o Object: Scrap 

Á Description: ά¢ƘŜ /ƻǳƴǘƛƴƎ IƻǳǎŜέΦ .Ŝƭƻǿ ς an address. Thriftsteal street. 

Government quarter. 

Á NOTE:  Initially not in Clock Shop, introduced by Covalt Event [Counting House] 

above. 
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Chapter VII ɀ The Counting House 

Map 

 

 

 

 

 

 

 

 

 

 

 

 

 

Rundown  

The Chapter begins with your arrival in the Street, having made the journey here, to the 

ƎƻǾŜǊƴƳŜƴǘŀƭ ǉǳŀǊǘŜǊ ƻŦ ǘƘŜ ŎƛǘȅΣ ƴŜŀǊ ǘƘŜ IƻǳǎŜ ƻŦ tŀǊƭƛŀƳŜƴǘΣ ŦǊƻƳ /ƻǾŀƭǘΩǎΦ 

Initially, the guards refuse you access to the Counting House, but you can gain entry by showing 

ǘƘŜƳ {ŀΩŀǘΩǎ ǿƻǊƪ ƻǊŘŜǊΦ 

LƴǎƛŘŜ ǘƘŜ /ƻǳƴǘƛƴƎ IƻǳǎŜΣ ƛǘΩǎ ŀƭƭ ƳŀǊōƭŜ ŦƭƻƻǊs and frosted glass doors..  Through beveled glass 

doors in the Grand Foyer you can see the atrium that houses the Difference Engine, but two 

ǿƻƳŜƴ ŀǊŜ ǎǘŀƴŘƛƴƎ ǘƘŜǊŜΣ ǎƻ ȅƻǳ ŎŀƴΩǘ ǿŀƭƪ ǊƛƎƘǘ ƛƴΦ 

Upon entering either balcony, you duck down to overhear a two turn scene between Calculatrix 

tǊƛǎǘƛƴŀ ŀƴŘ 5ǳŎƘŜǎǎ 5ǳ aŜǊΦ   ¸ƻǳ ǊŜŎƻƎƴƛȊŜ ƘŜǊ ŦǊƻƳ ƎƭƛƳǇǎŜǎ ŘǳǊƛƴƎ Ǿƛǎƛǘǎ ǎƘŜΩǎ ƳŀŘŜ ǘƻ ǘƘŜ 

Cathedral. The first part of the scene involves the Duchess sweetly asking 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 

ǿƘŜǊŜ ǘƘŜȅΩǊŜ ǎǘŀƴŘƛƴƎΦ  {ƘŜ ǘŀƪŜǎ ŀ key from a ribbon on her neck and demonstrates setting 

one of the dials. 

On the second turn of the scene, Pristina suggests that it took some very careful calibration of 

ǘƘŜ ƳŀŎƘƛƴŜ ǘƻ ŀƴǎǿŜǊ ŀƭƭ ƘŜǊ ǉǳŜǎǘƛƻƴǎΣ ŜǎǇŜŎƛŀƭƭȅ ǘƘŜ ƻŘŘ ƻƴŜǎ ƛƴǾƻƭǾƛƴƎ ǘƘƛǎ άwŜƭŀǘƛǾƛǘȅέ 

business.  Without loosing her sweet, naïve 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 

controls requires thŜ ǳǎŜ ƻŦ ŀ ƪŜȅ ƭƛƪŜ tǊƛǎǘƛƴŀΩǎ ǘƘŀǘ ȅƻǳ Ŏŀƴ ŦƛƴŘ ƭŜŦǘ ƛƴ ƻƴŜ ƻŦ ǘƘŜ ǎŜƴǎƛǘƛǾŜ 

dials within the workings of the machine.  

¦ǎƛƴƎ ǘƘŜ Ƴŀƛƴ ŎƻƴǘǊƻƭǎ ŀƴŘ ǘƘŜ ǉǳŜǎǘƛƻƴ ŎƭǳǘŎƘΣ ȅƻǳ Ŏŀƴ ŦƻǊƳǳƭŀǘŜ ǘƘŜ ǉǳŜǎǘƛƻƴ ά²Ƙŀǘ ƛǎ ǘƘŜ 

DǊŜȅ CƛƎǳǊŜ ¦Ǉ ¢ƻΚέΦ  IƻǿŜǾŜǊΣ ǿƘŜƴ ȅƻǳ ǎŜt the machine running, the giant driving springs 

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 long hall, where 

one of the office doors is now open.  You dash through and out into the alley. 

¢ƘŜ ƎǳŀǊŘǎ ǎƻƻƴ Ǌǳƴ ǘƘǊƻǳƎƘ ǘƘŜ ŀƭƭŜȅΣ ōǳǘ ȅƻǳΩǾŜ ƘƛŘŘŜƴ ƛƴ ŀ ǇƛƭŜ ƻŦ ǊǳōōƛǎƘΣ ŀƴŘ ǘƘŜȅ ǊǳǎƘ 

past.  You finally have a moment to read the answer card, which directs you to the 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 continue onto 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 provided but these should be determined by which room is 

entered into or which object is examined firstΦ ¢Ƙƛǎ ƻōƧŜŎǘ ǘƘŜƴ άƻǿƴǎέ ǘƘŜ ŦƛǊǎǘ ŘŜǎŎǊƛǇǘƛƻƴ 

and its partner object is allocated the second description. (So the first is decorative and the 

second is short and 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 below underlines the sections 

which need to vary, and is written to assume that the Eastern version is used first on all 

occasions. 

There are also ς confusingly ς some paired objects (the abacuses, the sign boards) which use 

ŀ ŎƻƳƳƻƴ ŘŜǎŎǊƛǇǘƛƻƴ ŎƻǳƴǘŜǊΦ ¢ƘŜ ŦƛǊǎǘ ǘƛƳŜ ŜƛǘƘŜǊ ƛǎ ŜȄŀƳƛƴŜŘ ƛǘΩƭƭ ǇǊƻǾƛŘŜ ŘŜǘŀƛƭ ς second 

and later attempts to describe either will produce a short-hand version. 

The detail below includes several backdrop items which are listed separately in each section 

but can be accumulated into single objects.  

The Calculatrix and Duchess objects need to be visible from several locations. 

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 NOTE: Not a place, just a counter that produces flavor text while sneaking around the 

Counting House.  Activated by events in certain rooms.  

o 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 above) 

Á People are talking quietly in the offices on either side. 

Á Somewhere nearby, a floorboard creaks. 

Á Someone approaches from down the corridor. I throw myself into a doorway 

ǳƴǘƛƭ ǘƘŜȅΩǊŜ ǎŀŦŜƭȅ ǇŀǎǘΦ 

Á  From behind one of the doors I can hear voices, deep in conversation. 

Á A door-handle turns. I freeze! But then the handle relaxes again and footfalls 

move away from the door. 

Á If each room has just one person in it, that means at least forty ways I could get 

ŎŀǳƎƘǘΣ ŀƴŘ ŜƛƎƘǘȅ ǇŀƛǊǎ ƻŦ ŦŜŜǘΧ 
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Á LŦ ƛǘ ǿŜǊŜƴΩǘ ŦƻǊ ǘƘŜ ŎŀǊǇŜǘ ƛƴ ǘƘƛǎ ǇƭŀŎŜ Ƴȅ ŦƻƻǘǎǘŜǇǎ ǿƻǳƭŘ have alerted 

everyone here by now! 

Á LŦ ƻƴƭȅ ǘƘŜ ŘƻƻǊǎ ƘŀŘ Ǝƭŀǎǎ ǇŀƴŜƭǎΦ ¢ƘŜƴ ŀǘ ƭŜŀǎǘ LΩŘ ƎŜǘ ǎƻƳŜ ǿŀǊƴƛƴƎΗ 

1. Street 

Description: Either side, sour-faced buildings that look like a council of bored old 

men. The Counting House to the northeast looks more like that woman with the 

big dress who delivers vegetables to the monks once a week. Stocky, solid and all 

dressed up ς 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 I find my 

way to the foot of the Counting House steps.  

LŦ ŀƴȅƻƴŜ ŦǊƻƳ ǘƘŜ !ōōŜȅ ǎŀǿ ƳŜ ƻǳǘ ƘŜǊŜ ǘƘŜȅΩŘ ƘŀǾŜ Ƴȅ Ǝǳǘǎ ŦƻǊ ǿƘŜŜƭ-belts. But 

luckily, this is a side-street off a side-street, the kind of place where no-one stops an 

urchin and anyway, all the important people passing by are riding in closed carriages. 

¶ Command [Go NE]: Move Player to Counting House Steps. Text: I climb the steps, one 

at a time, trying to look serious.  

o Object: Buildings 

¶ Description: LǘΩǎ ŀ ǊƛŎƘ ǇŀǊǘ ƻŦ ǘƻǿƴ ς ǎǘǊŀƴƎŜ ǘƘŜ ǎǘǊŜŜǘ ƛǎ ǎƻ ŘƛǊǘȅΦ ¢ƘŜǊŜ ŀǊŜƴΩǘ 

even any lamps. By night its probably pitch dark.. 

¶ Command [any interaction with Houses]: LΩŘ ōŜǘǘŜǊ ƪŜŜǇ Ƴȅ ƳƛƴŘ ƻƴ ǘƘŜ 

/ƻǳƴǘƛƴƎ IƻǳǎŜΦ LΩƳ ƴƻǘ ŀ ǘƻǳǊƛǎǘΗ 

o Object: Counting House 

Á Description: ¢ƘŜ ǎǘŜǇǎ ŀǊŜ ǘƻ ǘƘŜ ƴƻǊǘƘŜŀǎǘ ƻŦ ǿƘŜǊŜ LΩƳ ǎǘŀƴŘƛƴƎΦ 

Á Command [Enter house, Climb steps]: Same as Go NE 

Á Command [any interaction with Counting House]: The Counting House itself is 

up the stairs. 

o Object: Parliment 
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Á Description: Command [any interaction with Counting House]: Disallow, too 

far away. 

2. Counting House Steps 

o Description: The steps are wide 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 House:] Perform the entering the Counting House text for the first time 

text. 

o Command [Go DOWN]: No turning back now. The Figure in Grey has got to be stopped. 

o Command [Enter, North or Up from Counting House Steps]:  

Á First time: ¢ƘŜ ƎǳŀǊŘΩǎ ǎǇŜŀǊǎ ƳƻǾŜ ƭƛƪŜ well-oiled pinions to cross in front of 

ǘƘŜ ŘƻƻǊǎΦ bƻǘ ƭƛƪŜ L ǿƻǳƭŘƴΩǘ ƴŜŜŘ ǘƘŜƛǊ ƘŜƭǇƛƴƎ ƻǇŜƴƛƴƎ ǘƘŜƳ ŀƴȅǿŀȅΦ 

Ψ¢Ƙƛǎ ōǳƛƭŘƛƴƎ ƛǎ ǊŜǎǘǊƛŎǘŜŘΣέ ǘƘŜ ŦƛǊǎǘ ƎǳŀǊŘ ǎŀȅǎΦ άLΩƳ ŀŦǊŀƛŘ ǳƴƻŦŦƛŎƛŀƭ 

Ǿƛǎƛǘǎ ŀǊŜƴΩǘ ŀǳǘƘƻǊƛȊŜŘΦέ 

άtǳǎƘ ƻŦŦΣ ǎǘǊŜŜǘ-ǊŀǘΣέ ǘƘŜ ǎŜŎƻƴŘ ƎǳŀǊŘ ǘǊŀƴǎƭŀǘŜǎΦ ά.Ŝŀǘ ƛǘ ƻǊ ǿŜΩƭƭ ōŜŀǘ 

ȅƻǳΦέ 

άLΩƳ ƘŜǊŜ ƻƴ ōǳǎƛƴŜǎǎΣέ L ǘŜƭƭ ǘƘŜƳΣ ǾƻƛŎŜ ǎƘŀƪƛƴƎΦ  

άLΩƳ ŀŦǊŀƛŘ ǿŜΩŘ ƴŜŜŘ ǘƻ ǎŜŜ ǎƻƳŜ ǾŜǊƛŦƛŎŀǘƛƻƴ ƻŦ ǘƘŀǘΣΩ ǎŀȅǎ ǘƘŜ ŦƛǊǎǘΦ 

ά¢ƘƛŜŦΩǎ ōǳǎƛƴŜǎǎΚέ ŘŜƳŀƴŘǎ ǘƘŜ ǎŜŎƻƴŘΦ 

Á Remaining times: ά±ŜǊƛŦƛŎŀǘƛƻƴΣέ ǘƘŜ ŦƛǊǎǘ ƎǳŀǊŘ reminds you. Their spears 

stay crossed. 

o Object: Buildings 

Á Same as object in the Street. 

o Object: Counting House 

Á Description: The Counting House is shaped like a big block of hard cheese, all 

straight edges and smooth surfaces. Even the brass doors have a yellowy luster 

ǘƘŀǘ ƳƛƎƘǘ ōŜ ƎƻƭŘ ƻǊ ƳƛƎƘǘ ōŜ ƻƛƭΦ ¢ƘŜȅΩǾŜ ŜƴƎǊŀǾŜŘΣ ƻŦ ŎƻǳǊǎŜΣ .ŀōōŀƎŜΣ DƻŘŜƭ 
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ŀƴŘ !Řŀ ƻŦ [ƻǾŜƭŀŎŜΣ ǿƘƻ LΩƳ ǉǳƛǘŜ ǎǳǊŜ ƛǎƴΩǘ ŀ ǊŜŀƭ ǎŀƛƴǘ ŜǾŜƴ ǘƘƻǳƎƘ ǎƘŜΩǎ Ǝƻǘ 

the cog-wheel over head like all the others. 

Á Command [enter Counting House]: Same as Counting House Steps Command 

[Enter, North, or Up from Counting House Steps] 

o NPC: Guards 

Á Description: The guards are dressed in full livery: bright red uniforms with 

pendulums hanging from both shoulders, embroidered cog-links and knee-high 

black boots tipped 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. 

Á Command [talk or ask about topic to Guards]: Respond as below.   

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Entry ά¸ƻǳΩǾŜ Ǝƻǘ ǘƻ ƭŜǘ ƳŜ ƛƴΦ LΩƳ ŦǊƻƳ 

ǘƘŜ /ŀǘƘŜŘǊŀƭΦέ 

The guards look unimpressed. 

ά²ƛǘƘƻǳǘ ǇǊƻƻŦ LΩƳ ŀŦǊŀƛŘ ȅƻǳ ŎƻǳƭŘ 

just as well be from the cock-fighting 

ǇƛǘǎΣ ƭƻƻƪƛƴƎ ǘƻ ǎŜŜ ǿƘƻΩƭƭ ǿƛƴ 

ǘƻƴƛƎƘǘΦέ 

Business/Proof ά²Ƙŀǘ ǎƻǊǘ ƻŦ ǇǊƻƻŦ Řƻ ȅƻǳ ƴŜŜŘΚέ 

I ask. 

TƘŜ ŦƛǊǎǘ ƎǳŀǊŘ ǎƘǊǳƎǎΦ άbƻǊƳŀƭƭȅ 

ƛǎƴΩǘ ƳǳŎƘ ƻŦ ŀƴ ƛǎǎǳŜ ƻŦ ǿƘŀǘΣέ ƘŜ 

ǎŀȅǎΣ ǳƴŎŜǊǘŀƛƴƭȅΦ άaƻǎǘ ǇŜƻǇƭŜ ƘŀǾŜ 

got something with them and just 

ǎƘƻǿ ƛǘΦέ 

ά²Ŝ ŘƻƴΩǘ ǳǎǳŀƭƭȅ Řƻ ǾŜǊȅ ƳǳŎƘΣέ 

the second guard agrees. 

Cathedral/Church/Abb

ott/Archbishop/Abbey 

άLΩƳ ƻƴ ōǳǎƛƴŜǎǎ ŦƻǊ ǘƘŜ ŎƘǳǊŎƘΣέ L 

tell them. 

¢ƘŜ ŦƛǊǎǘ ƎǳŀǊŘ Ǌƻƭƭǎ Ƙƛǎ ŜȅŜǎΦ ά[ƻƻƪΣ 

ǿǊŜǘŎƘƛƴΦ ²ŜΩŘ ƴƻǘ ōŜ ƎǳŀǊŘƛƴƎ ǘƘƛǎ 

place if you could talk your way in, 

ǿƻǳƭŘ ǿŜΚέ 

Figure in Grey άL ƴŜŜŘ ǘƻ ŦƛƴŘ ƻǳǘ ŀōƻǳǘ ǘƘŜ CƛƎǳǊŜ άtƭŜƴǘȅ ƻŦ ƎǊŜȅ ŦƛƎǳǊŜǎ ƛƴ ƘŜǊŜΣέ ǘƘŜ 

second guard says. The first shoots 
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ƛƴ DǊŜȅΣέ L ōƭǳǊǘΦ him an icy look. 

Cook/Calvin/Drake/Hor

loge/Reloh/Covalt 

L ŘƻƴΩǘ ǘƘƛƴƪ ǘƘŜȅΩŘ ƪƴƻǿ ǘƘŜƳΦ  

Difference Engine ά¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ǘƘŜȅ ƪŜŜǇ ǘƘŜ 

5ƛŦŦŜǊŜƴŎŜ 9ƴƎƛƴŜΣ ƛǎƴΩǘ ƛǘΚέ L ŀǎƪΦ 

ά¢Ƙƛǎ ƛǎ ǘƘŜ /ƻǳƴǘƛƴƎ IƻǳǎŜ of St 

tƘƛƭƛǇΣέ ǘƘŜ ŦƛǊǎǘ ƎǳŀǊŘ ǊŜǇƭƛŜǎΦ άLŦ ȅƻǳ 

ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ ƛǘΩǎ ƛƴ ƛǘ ȅƻǳ 

ǇǊƻōŀōƭȅ ŘƻƴΩǘ ƘŀǾŜ ŀƴȅ ǊƛƎƘǘ ǘƻ 

ƪƴƻǿΦέ 

ά¢ƘŜ ƪƛŘ ŘƻŜǎ ƪƴƻǿΣέ ǘƘŜ ǎŜŎƻƴŘ 

guard points out. 

ά²ŜƭƭΣέ ǘƘŜ ŦƛǊǎǘ ǎŀȅǎ ǘƻ ȅƻǳΦ ά²Ŝ ǎǘƛƭƭ 

ǿƻƴΩǘ ƭŜǘ ȅƻǳ ƛƴΦέ 

Counting House ά²ƘŀǘΩǎ ǘƘŜ /ƻǳƴǘƛƴƎ IƻǳǎŜ ŦƻǊΚέ L 

ask. 

The guards look baffled for a 

ƳƻƳŜƴǘΦ άtƻƭƛǘƛŎǎΣέ ǎǳƎƎŜǎǘǎ ǘƘŜ 

ŦƛǊǎǘΦ ά/ƻǳƴǘƛƴƎΣέ ŀƴǎǿŜǊǎ ǘƘŜ 

second. 

Clockwork ά.ǳǘ Ƙƻǿ ŘƻŜǎ ŎƭƻŎƪǿƻǊƪ ǿƻǊƪΚέ ¢ƘŜ ŦƛǊǎǘ ƎǳŀǊŘ ǎƘǊǳƎǎΦ ά¸ƻǳΩǊŜ ŦǊƻƳ 

ǘƘŜ !ōōŜȅΣ ŀǊŜƴΩǘ ȅƻǳΚ ¸ƻǳ ǘŜƭƭ ǳǎΦέ 

Saints άWhich are those saints on the 

ŘƻƻǊΚέ L ŀǎƪΦ 

ά¢ƘŜ ǎŀƛƴǘǎ ƻŦ ƴƻ-you-ŎŀƴΩǘ ŀƴŘ Ǝƻ-

pester-someone-ŜƭǎŜΣέ ǘƘŜ ǎŜŎƻƴŘ 

guard replies. The first rolls his eyes 

but says nothing. 

 

Á Event [two turns after arriving in the Counting House steps when the 

player has not tried to Enter the Counting House]: Perform enter the 

counting house action. 

Á Event [random, every four turns while in Counting House Steps]: One of 

the following:  

¶ A carriage rattles along the cobbled street behind me. 
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¶ The guards stand as motionless as hour hands; although one 

seems to have an itch on his nose. 

¶ The sun shining off the brass doors of the Counting House is 

almost blinding. 

¶ A few pigeons scatter between the pillars of the Counting House. 

Á Command [show WorkOrder to Guards]:  Move Player into Grand 

Foyer. Text: 

άIƻǿ ŀōƻǳǘ ǘƘƛǎΚέ L ǘǊȅΣ ǇǊƻŘǳŎƛƴƎ {ŀΩŀǘΩǎ ǿƻǊƪ ƻǊŘŜǊΦ 

The guards take one look at the seal and look deeply unimpressed. I 

ǎǳǇǇƻǎŜ L ǿŀǎƴΩǘ ƎƻƛƴƎ ǘƻ Ŧƻƻƭ ǘƘŜ ƎǳŀǊŘǎ ǘƘƛǎ ǿŀȅ ǘǿƛŎŜΦ .ǳǘ ǘƘŜƴ ǘƘŜ 

ǎǇŜŀǊǎ ǳƴŎǊƻǎǎ ŀƴŘ ǘƘŜ ŦƛǊǎǘ ƎǳŀǊŘ ǎŀȅǎΣ άŀƭƭ ǊƛƎƘǘ ǘƘŜƴΦέ ¢ƘŜ ǎŜŎƻƴŘ ƻǇŜƴǎ 

the doors for me and I go inside. 

Probably neither of them can read. 

3. Grand Foyer 

o Description: The hall is wide and lofty and filled with stars that shine from the sparkling 

ōǊŀǎǎ ŦƛǘǘƛƴƎǎΦ LǘΩǎ ƭƛƪŜ 5ǊŀƪŜΩǎ ŘŜǎŎǊƛǇǘƛƻƴǎ ƻŦ ǘƘŜ !ōōƻǘǘΩǎ ǇǊƛǾŀǘŜ ōŀǘƘ-house: gleaming 

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 filled by broken 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]: Disallow. bƻ ǘƘŀƴƪǎΦ LΩǾŜ Ǝƻǘ Ǉŀǎǘ ǘƘƻǎŜ ƎǳŀǊŘǎ 

ƻƴŎŜΣ ǘƘŜǊŜΩǎ ƴƻ ǊŜŀǎƻƴ ǘƻ ǘǊȅ ƛǘ ŀƎŀƛƴΦ  

o Command [north from Grand Foyer]: Check if Duchess Seen. 

Á If true,  

¶ Move Player into Main Platform.  

¶ I slip through the glass doors, between the first blocks of the enormous 

machine and up onto the central platform. 
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Á Otherwise, disallow.   

¶ First time: My hand freezes on the door-ƘŀƴŘƭŜ ŀǎ L ƻǾŜǊƘŜŀǊ ŀ ǿƻƳŀƴΩǎ 

ǾƻƛŎŜΦ ά¢ƘŜ ƳŀŎƘƛƴŜ ǿƻǊƪǎ ǉǳƛŎƪƭȅΦέ tŜŜǊƛƴƎ ǘƘǊƻǳƎƘ ǘƘŜ ŘƻƻǊ L Ŏŀƴ 

make out two figures on the other side, their bodies stretched and bent 

by the warps in the glass.  

¶ Second time: L ŘƻƴΩǘ ǿŀƴǘ ǘƻ get caught and even if the two women 

ōŜƘƛƴŘ ǘƘŜ ŘƻƻǊ ŘƻƴΩǘ ǎŜŜ ƳŜ ǘƘŜȅΩŘ ōŜ ōƻǳƴŘ ǘƻ ǎƳŜƭƭ ƳŜ ƛŦ L ǿŜƴǘ 

inside. 

o Command [up from Grand Foyer]: Which way? East or west?   

o Object: East Stairs 

Á Description: of both East Stairs and West Stairs.  

¶ First staircase description: Marble steps one after the other, all thickly 

carpeted with a deep patterned carpet. I thought the Cathedral was 

lavishly decorated then this place is just extravagant! 

¶ Second staircase description:  These stairs are the exact double of 

the others. 

Á Command [climb East Stairs]: Move Player into Eastern Stairs.  

¶ My feet barely make a sound on the stairs. 

o Object: West Stairs 

Á Description: see East Stairs object. 

Á Command [climb West Stairs]: Move Player into Western Stairs. Same text as 

for East Stairs. 

o Object: Desk STANDARD TABLE OBJECT 

Á Description: A sturdy oak table, probably made from the timbers of a sunken 

Spanish ship or something. [if not empty]On the table is [list of things on the 

table][end if]. 

Á NOTE:  Objects on the table ǎƘƻǳƭŘƴΩǘ ǎƘƻǿ ǳǇ ŘƛǊŜŎǘƭȅ ƛƴ ǘƘŜ ǊƻƻƳ 

description. 
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o Object: Leather Folder 

Á Description: ! ƭŜŀǘƘŜǊ ŦƻƭŘŜǊ ŎƻƴǘŀƛƴƛƴƎ ŀ ŦŜǿ ŘƻŎǳƳŜƴǘǎΦ LǘΩǎ ǎǘŀƳǇŜŘ ǿƛǘƘ ǘƘŜ 

Parliamentary seal of a spiked wheel. 

Á Command [take Folder]: Allow, move Folder into Player Inventory. 

Á Location: On Desk in Grand Foyer 

Á Command [Open/ Look inside/ read Folder]:   

Inside are a few documents stamped with Parliament seals. άLƴ ǘƘŜ !ōǎŜƴŎŜ ƻŦ 

his Lordship the honourable and worthy minister etc etc. Raffles du Mer, fighting 

on the Main for cog and country, her Ladyship the honourable and austere etc 

etc Duchess has been sanctioned to undertake War Office administrative 

ǊŜǎǇƻƴǎƛōƛƭƛǘƛŜǎΦ ²Ŝ ƘƻǇŜ ŀƴŘ ǇǊŀȅ ŦƻǊ ƘŜǊ ƘǳǎōŀƴŘΩǎ ǎǿƛŦǘ ǊŜǘǳǊƴΧέ 

The next sheet has a hand-written note attached: άvǳŜǎǘƛƻƴǎ ŀǇǇǊƻǾŜŘΦ aƻǎǘ 

ǳƴǳǎǳŀƭΚ tƻƭƛǘƛŎŀƭƭȅ ƳƻǘƛǾŀǘŜŘΚέ Beneath that is a sheet of numbers: must be an 

accounts list or something. 

o Object: North Doors 

o Description: Check if Duchess Seen. 

Á If true: Beyond the glass doors is the complex and intricate machine, its pinions 

bent by the warped glass into meaningless shapes.  

Á Otherwise: In front of the machine I can make out two ladies, one short and 

dark-haired wearing a long white gown, the other elegant, thin and dressed up 

like a princess at a ball. 

Á Command [enter or open North Doors]: Same as going north. 

o Object: South Doors 

Á Description: The large brass doors are padded on this side with thick red 

leather. 

Á Command [enter or open South Doors]: Same as going 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. 

Á First location description: The grand staircase sweeps out sideways and up like 

ǘƘŜ ƘŜƳ ƻŦ ŀ ŘŀƴŎƛƴƎ ŘŀƳŜΩǎ ŘǊŜǎǎΦ L ŎƻǳƭŘ ŎƭƛƳō ǘƻ ǘƘŜ northwest, head down 

to the west, or cling to the rail like a windswept sailor. 

Á Second description: This staircase is the exact mirror of the other: I almost 

expect to see another Wren standing and waving across the hallway to the east. 

I could go up to the northeast. 

o Command [up from Eastern Stairs]: Move player into Eastern Landing. 

o Command [down from Eastern Stairs]: Move player into Grand Foyer. Text: I swoop 

back down to the Foyer. 

o Object: Stairs 

Á 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.  

Á Command [climb East Stairs]: Same as going up 

5. Western Stairs 

o Description: 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. Text: same as 

down from Eastern Stairs. 

o Object: Stairs 

Á Description: Same as stairs in Eastern Stairs location. 

Á Command [climb West Stairs]: Same as going up. 

6. Eastern Landing 

o Descriptions: for Eastern Landing and Western Landing.  
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Á First description: At the top of the stairs is a grand and silent hallway, like 

someone took the whole of the Abbey and chucked out all the candles, icons, 

wax, grease, soot, echoes and mothballs. I feel dirty just breathing the air. 

It continues north. Doors of frosted glass line up on either side, but all are 

closed. 

Á Second description: 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. 

Á If not true, move player into Eastern Stairs.  

Á If true however, disallow.  Text: Right into the arms of the guards? That 

ǿƻǳƭŘƴΩǘ ōŜ ŎƭŜǾŜǊ ς ŀƴŘ ƘŀƴƎƛƴƎ ǊƻǳƴŘ ƘŜǊŜ ǿŀƛǘƛƴƎ ǿƻǳƭŘƴΩǘ ōŜΣ ŜƛǘƘŜǊΦ 

o Event [every 5 turns while in Eastern Landing]:  

Á Check Calculatrix Chasing.  If true, do nothing.   

Á Otherwise, Check Global Anxiety Counter (see first page of this chapter 

design).   

Á 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 

Á Description: Check Calculatrix Chasing.   

¶ If not true: The stairs lead down, a kind of waterfall of rich carpet and 

gleaming marble. 

¶ If true: !ŘŘ άƎǳŀǊŘǎέ ŀǎ ǎȅƴƻƴȅƳ ŦƻǊ ǘƘƛǎ ƻōƧŜŎǘΦ Text: Guards are 

racing up the stairs, in almost total silence because of the thick carpet. 

Á Command [descend Stairs]: Same as go down. 

o Object: Doors 

Á 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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Á Description: The doors have labels: Office of Paradox, Bureau of Rhetorical 

Simplification, Archive of Unanswerable Queries, Department of Departmental 

!ƭƭƻŎŀǘƛƻƴ ƴŜȄǘ ǘƻ ǘƘŜ 5ŜǇŀǊǘƳŜƴǘ ƻŦ wŜŎǳǊǎƛƻƴΣ 5ŜǇŀǊǘƳŜƴǘ ƻŦ 5ŜǇŜƴŘŜƴŎƛŜǎΧ 

Á Command [open or enter Doors]: Disallow.  L ŎŀƴΩǘ ǎŜŜ ǿƘƻŜǾŜǊΩǎ ƛƴǎƛŘŜ 

wanting to help me. 

7. Western Landing 

o Description: see Eastern Landing object 

o Command [go southeast or down from Western Landing]: Same as going down 

from Eastern Landing 

o Event [every 5 turns while in Western Landing]:  (Same as Eastern Landing) 

Á Check Calculatrix Chasing.  If true, do nothing.   

Á Otherwise, Check Global Anxiety Counter (see first page of this chapter 

design).   

Á 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 

Á Description: Same as stairs in Eastern Landing 

Á Command [descend Stairs]: Same behaviour as stairs in Eastern Landing. 

o Object: Doors 

Á Description: The doors have labels: Governor of Logic, Prime Roster, 

Department of Conceptual Multiplication, Department of Efficiency and 

LƴǾŜǊǎƛƴƎΣ .ǳǊǎŀǊȅ ŀƴŘ 9ȄǇŜƴǎŜǎΧ 

Á Command [open or enter Doors]: Same 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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Á First description: The hall continues, soundless and empty. It curves a little 

here, from south to northwest. Of the doors lining either side one stands out to 

the west ς instead of the usual white wood-ǇŀƴŜƭƭƛƴƎΣ ƛǘΩǎ ŀ ōǊŀǎǎ ƎǊƛƭƭŜΣ ǿƛǘƘ 

Parliamentary cogwheels worked into the mesh. 

Á Second description: This hall is the same as on the other side of the building: 

curving from south to northeast, with a brass grille set into the east wall. 

Labelled doors line either wall, all closed. 

o Event [every 5 turns while in Eastern Hall]: (Same as previous) 

Á Check Calculatrix Chasing.  If true, do nothing.   

Á Otherwise, Check Global Anxiety Counter (see first page of this chapter 

design).   

Á 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. 

Á If Calculatrix Chasing = True: Disallow. Text: No good trying to hide on the 

balcony -  I need to get out of here! 

Á Move Player into Western Balcony. Text:  

¶ First time: I stride through the brass grille and then have to catch myself 

from falling, because beyond it is nothing but a short balcony and a long 

drop. 

¶ Other times: I go out onto the balcony over the Engine. 

o Object: Grille  

Á 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 

ŦƭƻƻǊ ŀǘ ƴƛƎƘǘΦ LǘΩǎ ŀ door, leading onto a small balcony on the inside of the 

building. 

Á Command [open or enter Grille]: Same as Eastern Hall Command [go West 

from Eastern Hall] 

o Object: Doors 
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Á Description: The doors have labels: Geographic to Semantic Mapping, Future 

Dating, Office of Deliberate and Indeliberate Misinformation, Catering and 

Festivities.  

Á Command [open or enter Doors]: Same as previous. 

9. Western Hall 

o Description: See Eastern Hall 

o Event [every 5 turns while in Western Hall]:  (Same as previous) 

Á Check Calculatrix Chasing.  If true, do nothing.   

Á Otherwise, Check Global Anxiety Counter (see first page of this chapter 

design).   

Á 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  

Á Description: Same as previous grille object. 

Á Command [open or enter Grille]: Same as Western Hall Command [go East 

from Western Hall] 

o Object: Doors 

Á Description: The doors have labels: Department of Communications, Office of 

Lubrication, Translation -  Retranslation ς Obfuscation, Secretarial Pool and 

Showers. 

Á Command [open or enter Doors]: Same as previous. 

10. Long Hall 

o Description:  

¢ƘŜ Ƙŀƭƭǿŀȅ ŎƻƴǘƛƴǳŜǎ ƘŜǊŜΣ ǎƻǳǘƘǿŜǎǘ ǊƻǳƴŘ ǘƻ ǎƻǳǘƘŜŀǎǘΣ ǳƴƭŜǎǎ LΩƳ Ƨǳǎǘ ǿŀƭƪƛƴƎ 

forwards and someone is pulling the carpet back underneath me. If I took down all 
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ǘƘŜ ƭŀōŜƭǎ ƻŦŦ ǘƘŜ ŘƻƻǊǎ ƘŜǊŜ ŀƴŘ ǎǿŀǇǇŜŘ ǘƘŜƳ ŀǊƻǳƴŘ L ŘƻƴΩǘ ǘƘƛƴƪ ŀƴȅƻƴŜ ǿƻǳƭŘ 

ever find their own room again.  

If Calculatrix Chasing is true, append: Except 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  object ŘƻŜǎƴΩǘ ŀǇǇŜŀǊ ǳƴǘƛƭ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ /ƘŀǎŜ 9ǾŜƴǘΦ 

o Command [go East from Long Hall]: Check Calculatrix Chasing.   

Á If false, disallow, printing usual refusal message. 

Á Otherwise: Move Player into Office. Text: LǘΩǎ ŀǎ ƎƻƻŘ ŀ Ǉƭŀƴ ŀǎ ŀƴȅΦ L ŘǳŎƪ 

through into an office and slam the door behind. 

o Event [every 5 turns while in Long Hall]:  (Same event as previously). 

Á Check Calculatrix Chasing.  If true, do nothing.   

Á Otherwise, Check Global Anxiety Counter (see first page of this chapter 

design).   

Á 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: Doors 

Á Description: The doors have labels: Office of Indexing, Department of 

Information Intersection, Department of Prophecy Management and Suitable 

Doubt, Minister for Consolidation. 

Á Command [open or enter Doors]: Same as before. 

o Object: Open Door 

Á Description: ¢ƘŜ ŘƻƻǊΩǎ ƭŀōŜƭ ƛǎ ƘƛŘŘŜƴ ōŜŎŀǳǎŜ ƛǘΩǎ ƻǇŜƴΦ !ƴŘ ǊƛƎƘǘ ƴƻǿΣ ǘƘŀǘΩǎ 

all that matters. That and the office beyond is empty. 

Á Command [open or enter Open Door]: Same as going East. 

Á NOTE: Initially not in Long Hall, moved in by Calculatrix Chase Event. 

11. Eastern Balcony 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 199 

 

o Descriptions for Eastern Balcony and Western Balcony. Underlines indicate variation 

depending on which location appears first. 

Á First description: LΩƳ ǘŜŜǘŜǊƛƴƎ ƻƴ ŀ ǘƛƴȅ ōŀƭŎƻƴȅ ǿƛǘƘ ƴƻ ǊŀƛƭƛƴƎΣ ǘƘŀǘ ǎǘƛŎƪǎ ƻǳǘ 

ƻǾŜǊ ŀ ǎŜŀ ƻŦ ƳŀŎƘƛƴŜǊȅΦ /ƻƎǎ ǿƛǘƘƛƴ ŎƻƎǎΥ ƛŦ L ŦŜƭƭ ƻŦŦ ƛǘΩŘ ƎǊƛƴŘ ƳŜ ǘƻ ŀ ǇƻǿŘŜǊΦ 

²ƘƛŎƘ ƛǎ ǿƘȅ LΩǾŜ Ǝƻǘ Ƴȅ ŦƛƴƎŜǊǘƛǇǎ ƘƻƻƪŜŘ ǘƘǊƻǳƎƘ ǘƘŜ ƎǊƛlle to the west.  

There is a ladder for going down to ground level from here. And looking across 

the open space of the Counting House, I can see ς of course ς another identical 

balcony on the other side.  

Á Second description: This balcony is the same as the first 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. 

o NOTE: At first, the Calculatrix and Duchess are visible from both balconies, although 

they are, of course, too distant to interact with. 

o Event [first turn while in Eastern/Western Balcony]: The following three-turn event is 

visible from either balcony. Should the player leave the balcony, the scene will 

άǇŀǳǎŜέ ŀƴŘ ŎƻƴǘƛƴǳŜ ǿƘŜƴ they return. 

Á First, check Duchess Seen.  If true (that is, this scene has already been played), 

then do nothing. 

Á Otherwise:  

¶ In the middle of the machine below is a wide circular platform, on which 

two women are in deep discussion, their voices echoing through the 

domed hall. 

ά!ƴȅ ƛŘŜŀΚ !ƴȅ ŀǘ ŀƭƭΚέ ǘƘŜ ǘŀƭƭ ǿƻƳŀƴ ƛǎ ŀǎƪƛƴƎΦ 

άCƛǾŜ ŘƛƎƛǘǎΣέ ǊŜǇƭƛŜǎ ǘƘŜ ƻǘƘŜǊΣ ǎƳŀƭƭŜǊ ǿƻƳŀƴΣ ōŜŦƻǊŜ ǎƘŜ ǇŀǳǎŜǎ ǘƻ 

ǇǳǎƘ ŀ ǇŀƛǊ ƻŦ ǎǇŜŎǘŀŎƭŜǎ ōŀŎƪ ǳǇ ƘŜǊ ƴƻǎŜΦ άCƛǾŜ ŀƴŘ ŦƛǾŜΦ !ƭƭ ǉǳŜǎǘƛƻƴǎ 

have an actor and an action, and each ƛǎ ŀ ŦƛǾŜ ŘƛƎƛǘ ƴǳƳōŜǊΦ ¢ƘŜƴ ƛǘΩǎ ŀ 

ǎƻǊǘ ƻŦ ǎǳƳ ǿŜ ŘƻΧέ 

άIƻǿ ŘƛǾƛƴŜΗέ ǊŜƳŀǊƪǎ ǘƘŜ ǘŀƭƭ ǿƻƳŀƴΦ  

άvǳƛǘŜΣέ ǘƘŜ ƻǘƘŜǊ ǊŜǇƭƛŜǎΦ 

o Event [second turn while in Eastern/Western Balcony]: 
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Á First, check Duchess Seen.  If true (that is, this scene has already been played), 

then do nothing. 

Á Otherwise:  

¶ The shorter woman is indicating an elaborate steel abacus by her elbow. 

ά¢ƘŜ ƴǳƳōŜǊǎ ŀǊŜ ŜƴǘŜǊŜŘ ƘŜǊŜΣ ŀƴŘ ƻǾŜǊ ƻƴ ǘƘŜ ƻǘƘŜǊ ǎƛŘŜΦ {ǘΦ 

.ŀōōŀƎŜΩǎ ƻǊƛƎƛƴŀƭ ǿŀǎ ŦǊŜŜ ǘƻ ōŜ ǳǎŜŘ ōȅ ŜǾŜǊȅƻƴŜ ōǳǘ ƻŦ ŎƻǳǊǎŜΣ ƻƴŎŜ 

the Government seǉǳŜǎǘŜǊŜŘ ǘƘŜ ƳŀŎƘƛƴŜΧέ 

ά¸ƻǳ ƘŀǾŜ ŀ ŎƻǇȅ ƻŦ ǘƘŜ ƪŜȅΚέ ǘƘŜ ǘŀƭƭ ǿƻƳŀƴ ŘŜƳŀƴŘǎΦ IŜǊ ŦŀŎŜ ƛǎ 

ŦŀƳƛƭƛŀǊ ŦǊƻƳ ǎƻƳŜǿƘŜǊŜΣ ōǳǘ L ŎŀƴΩǘ ǇƭŀŎŜ ƛǘΦ 

άhŦ ŎƻǳǊǎŜ L ŘƻΗέ ¢ƘŜ ǎƘƻǊǘŜǊ ǿƻƳŀƴ ƭŀǳƎƘǎΣ ŀƴŘ ƭƛŦǘǎ ǳǇ ŀ ƪŜȅ ƻƴ ŀ 

ribbon around her neck. It is made of a brilliant red material that 

ǎǇŀǊƪƭŜǎ ƛƴ ǘƘŜ ƭƛƎƘǘΦ άIƻǿ ŜƭǎŜ ŎƻǳƭŘ L ŎƻƳǇǳǘŜ ȅƻǳǊ ŀƴǎǿŜǊǎΚέ 

ά/ŀƭŎǳƭŀǘǊƛȄ tǊƛǎǘƛƴŀΣέ ǘƘŜ ǘŀƭƭ ǿƻƳŀƴ ŀǎƪǎΣ ǾŜǊȅ ǎŜǊƛƻǳǎƭȅΦ ά5ƛŘ ƛǘ ŀƴǎǿŜǊ 

Ƴȅ ǘƘǊŜŜ ǉǳŜǎǘƛƻƴǎΚ ²ŀǎ ƛǘ ŎŀǇŀōƭŜΚέ 

o Event [third turn while in Eastern/Western Balcony]: 

Á First, check Duchess Seen.  If true (that is, this scene has already been played), 

then do nothing. 

Á Otherwise:  

¶ ¢ƘŜ /ŀƭŎǳƭŀǘǊƛȄ ōŜƭƻǿ ƛǎ ƴƻŘŘƛƴƎΦ άLǘ Ŏŀƴ ŀƴǎǿŜǊ ŀƴȅ ǉǳŜǎǘƛƻƴΣ ŜǾŜƴ 

ƻƴŜΩǎ ǎƻ ǾŜǊȅΧέ {ƘŜ ǎƘƛŦǘǎΣ ŀǿƪǿŀǊŘƭȅΦ ά{ƻ ǾŜǊȅ ƛƴŎƻƳǇŀǘƛōƭŜΦέ 

άbŜǾŜǊ ƳƛƴŘ ǘƘŀǘΣέ ǘƘŜ tall woman replies with sudden fierceness. 

¢ƘŀǘΩǎ ǿƘŜƴ L ǇƭŀŎŜ ƘŜǊΥ ǘƘŜ 5ǳŎƘŜǎǎ Řǳ aŜǊΣ ǘƘŜ ƻƴƭȅ ǿƻƳŀƴ ƛƴ 

Parliament, who gained the place after her husband disappeared along 

ǿƛǘƘ Ƙƛǎ ōƻŀǘ ƻƴ ǘƘŜ {ǇŀƴƛǎƘ aŀƛƴΦ {ƘŜΩǎ ǾƛǎƛǘŜŘ ǘƘŜ !ōōƻǘǘ ōŜŦƻǊŜ ŀƴŘ 

always seemed quite kind.  

ά!ƭƭ LΩƳ ǘǊȅƛƴƎ ǘƻ ŜȄǇƭŀƛƴΣέ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ǊŜǇƭƛŜǎΣ ǾƻƛŎŜ ǉǳƛǾŜǊƛƴƎΣ άƛǎ 

ǘƘŀǘ wŜƭŀǘƛǾƛǘȅ ƛǎ ƘŀǊŘ ǘƻ ŦƻǊƳǳƭŀǘŜ ƛƴ ŎƭƻŎƪǿƻǊƪΦ !ƴŘ ǘƘŜ ƳŀŎƘƛƴŜΩǎ 

answers may only be the projection of the truth onto the space of the 

9ƴƎƛƴŜΦέ 

The Duchess is ǿŀǾƛƴƎ ŀ ƘŀƴŘŦǳƭ ƻŦ ǎƳŀƭƭ ŎŀǊŘǎΦ ά.ǳǘ ŀǊŜ ǘƘŜǎŜ ǊŜƭƛŀōƭŜ 

ŀƴǎǿŜǊǎΚέ 
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ά¢ǊǳŜΣ ȅŜǎΣέ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ŀƴǎǿŜǊǎΦ ά.ǳǘ ǊŜƭƛŀōƭŜΚ ²ŜƭƭΣ ǊŜƭŀǘƛǾŜƭȅΣ 

ǇŜǊƘŀǇǎΧέ 

The two women walk away towards the glass doors, still in 

conversation. 

Á Set Duchess Seen to true.  Move Duchess and Calculatrix out of Main Platform. 

o Command [go Down]:  

¶ if Duchess Seen is true: Move Player into Inside the Engine. Text: The 

ladder might be thin, but unlike the one to where I sleep its solid metal 

ŀƴŘ ŘƻŜǎƴΩǘ ōŜƴŘ ƭƛƪŜ ŀ ǊƛǾŜǊ-ǊŜŜŘΦ LΩƳ Řƻǿƴ ƛƴ ŀ flash. 

¶ If Calculatrix Chasing is true: disallow. ¢ƘŜǊŜΩǎ ƻƴŜ ƎǳŀǊŘ ƭŜŦǘ Řƻǿƴ 

ǘƘŜǊŜΦ aƻǊŜ ǘƘŀƴ ŀ ƳŀǘŎƘ ŦƻǊ ƳŜ ƛŦ LΩƳ ŎŀǳƎƘǘΦ 

¶ Otherwise, disallow.  Text: If I move, the two women would surely see 

me. 

o Command [go east]: I slip back through the grille door. 

o Object: Balcony / Ladder 

Á Description: The balcony juts out over the workings of the Engine, perhaps the 

provide technicians with a view for repairs ς or perhaps just to try and decipher 

how it works. A thin ladder leads down from one edge to ground level. 

Á Command [descend Balcony]: Same as going Down. 

o Object: Roof 

Á Description: Overhead, a dome of iron girders and pale green glass. With the 

movement below, it makes the whole room feel the way I imagine the ocean to 

be. 

Á Command [any interaction:] The dome is far out of reach. 

o Object: Engine 

Á Description: The Engine is a neat cube of springs, levers and vertical rods laced 

ǿƛǘƘ ŎƻƎǎΣ ŀƴŘ ǳƴƭƛƪŜ ŀƴȅ ƻŦ ǘƘŜ ŎƭƻŎƪǎ LΩǾŜ ǇƻƭƛǎƘŜŘ ƛǘΩǎ ƻǊƎŀƴƛȊŜŘ ƛƴ ŀ ǘƛŘȅ ŀƴŘ 

symmetric way. Each part looks the same as the parts beside it (and all the bits 
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inside look the same agŀƛƴΣ ƻƴƭȅ ǎƳŀƭƭŜǊύΦ LǘΩǎ ƭƛƪŜ ƭƻƻƪƛƴƎ ŀǘ ŀ ǎǳƎŀǊ-crystal close 

up, and only the platforms and scaffolds that weave around inside break it up at 

all.  

Á Command [touch or turn on Engine]:  The Engine is a good way below me at the 

foot of the thin ladder. 

Á Command [enter Engine]: Same as going Down from balcony. 

o Object: Grille  

Á Description: The grille leads back to the corridor. 

Á Command [open or enter Grille]: Same as going east. 

12. Western Balcony 

o Description: See Eastern Balcony for description 

o Event: Same event as plays in the Eastern Balcony. 

o Command [go Down]:  (Same as for Eastern Balcony) 

¶ if Duchess Seen is true: Move Player into Inside the Engine. Text: The 

ladder might be thin, but unlike the one to where I sleep its solid metal 

ŀƴŘ ŘƻŜǎƴΩǘ ōŜƴŘ ƭƛƪŜ a river-ǊŜŜŘΦ LΩƳ Řƻǿƴ ƛƴ ŀ ŦƭŀǎƘΦ 

¶ Otherwise, disallow.  Text: If I move, the two women would surely see 

me. 

o Command [go west]: I slip back through the grille door. 

o Object: Balcony 

¶ Same as Balcony object in Eastern Balcony.  

o Object: Roof 

Á Same as roof in Eastern Balcony 

o Object: Engine 

¶ Same as Engine object in Eastern Balcony 
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o Object: Grille  

Á Same as Grille in Eastern Balcony 

Á Except entering it is the same as going west. 

13. In the Engine 

o Description: LΩƳ ǎǘŀƴŘƛƴƎ ƛƴ ǘƘŜ ƳƛŘŘƭŜ ƻŦ ǘƘŜ ŜƴƎƛƴŜΥ ƭƛƪŜ ōŜƛƴƎ ŀ Ǝƛant in a pine forest. 

All around are straight brass strands with cogs for branches and tiny teeth for needles 

ǘƘŀǘ ōǊǳǎƘ ŀƎŀƛƴǎǘ ǘƘƻǎŜ ƻŦ ǘƘŜƛǊ ƴŜƛƎƘōƻǳǊǎΦ LǘΩǎ ŀƭƭ ƳƻǾƛƴƎΣ ŀƭƭ ǘƘŜ ǘƛƳŜΣ ǎǘƛǊǊŜŘ ōȅ ŀ 

breeze ς shivers start from the main platform to the south and 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.  

o Object: Roof 

Á Description: Same as above. 

o Object: Engine 

Á Description: Check Calculatrix Chasing. 

¶ If not true: The Engine 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 moment by my feet 

and suddenly back over at the platform. 

And if Covalt thinks this machine can tell me where I can find the 

Figure in Grey, then I guess it can. 

 

¶ Otherwise: The machine moves like a corn-field in a thunderstorm. It 

seems like every cog is turning, and each spine is clunking up and down, 

ŎƘŀƴƎƛƴƎ ǘƘŜ ǿŀȅ ǘƘŜȅ ƛƴǘŜǊƭŀŎŜŘΦ LǘΩǎ ƭƛƪŜ ǘƘŜ ƳŜŎƘŀƴƛǎƳ ŎƻǳƭŘ ǎƘŀƪŜ 

ƛǘǎŜƭŦ ƭƻƻǎŜ ŀǘ ŀƴȅ ƳƛƴǳǘŜΦ L ŘƻƴΩǘ ǿŀƴǘ ǘƻ ōŜ ǎǘŀƴŘƛƴƎ ƛƴ ǘƘŜ ƳƛŘŘƭŜ 

when it does. 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 204 

 

Á Command [touch or turn on Engine]:  I run my fingers along one of the spindles 

ς ǘƘŜƴ ǎƴŀǘŎƘ ǘƘŜƳ ōŀŎƪ ōŜŦƻǊŜ ǘƘŜȅΩǊŜ ǎǘǳƴƎΦ 

o Object: West Ladder 

Á Description: A thin ladder leads up to the balcony overhead. 

Á Command [climb West Ladder]:  Move Player into Western Balcony. Text: LΩƳ 

quickly back up above the machine. 

o Object: East Ladder 

Á Same as West ladder. 

o Object: Dials 

Á Description: Check Ruby Key Taken 

¶ If true: Every spindle is topped by a tiny dial. 

¶ If false: Move Ruby Key into In the Engine. Describe the dials: Every 

spindle is topped by a tiny dial, marked with tiny numbers 0 to 9, along 

with a question mark, an exclamation mark and an ampersand.  

Sticking from one dial is a ruby-glass key. 

Á Command [turn or set Dials]:  LΩǾŜ ƴƻ ƛŘŜŀ ǿƘŀǘ ǘƘŜȅ ŘƻΣ ŀƴŘ ƛŦ L ŎƘŀƴƎŜŘ ŀƴȅ ƻŦ 

ǘƘŜƳ LΩŘ ƴŜǾŜǊ ōŜ ŀōƭŜ ǘƻ ǊŜƳŜƳōŜǊ Ƙƻǿ ǘƘŜȅ ǿere set before. 

o Object: Ruby Key 

Á Description: A small key of blood-coloured glass. It seems pretty fragile, but 

then I could probably break the engine if I sneezed on it. 

Á NOTE: Initially not located in In the Engine. Moved in by examining the Dials. 

Á Command [take Ruby Key]:  Move Ruby Key into Player Inventory. Set Ruby 

Key Taken to True. Text: I 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 Punch Card:] LΩƳ ƴƻǘ ƎƻƛƴƎ ŀƴȅǿƘŜǊŜ ǘƛƭƭ L ƎŜǘ Ƴȅ ŀƴǎǿŜǊ ŦǊƻƳ ǘƘŜ ƳŀŎƘƛƴŜΦ 
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Without that, then all this might as well have been greasing the wheels of the Ocean for 

ǘƘŜ ƎƻƻŘ ƛǘΩƭƭ Řƻ ƳŜΦ 

o Description: A circular platform deep in the heart of the Engine, but the only mechanism 

ƛǎ ŀ ǎƛƴƎƭŜ ƭŜǾŜǊΦ LǘΩǎ ŀōƻǳǘ ƭŀǊƎŜ ǘƘŜ ǎƛȊŜ ȅƻǳΩŘ ƴŜŜŘ ǘƻ ƘƻƭŘ ōŀŎƪ ŀ ǎǇǊƛƴƎ ǘƘŜ ǎǘǊŜƴƎǘƘ ƻŦ 

ŀ ƘƻǊǎŜΦ ¢ƘŜǊŜΩǎ ŀƭǎƻ ŀ ǇŜŘŜǎǘŀƭ ŘŜŀŘ ŎŜƴǘǊŜ ǿƛǘƘ ǎƻƳŜǘƘƛƴƎ .ǊƻǘƘŜǊ wŜƭƻƘΩǎ ǘȅǇŜǿǊƛǘŜǊ 

on top. Next to that machine is a small box full of grey pamphlets. 

To east and west thin catwalks lead towards panels fitted with controls. I could also go 

back north, or south towards the glass doors of the Foyer.  

o Object: Roof 

Á Description: Same as before. 

o Object: Engine 

Á Description: same as before (in In The Engine) 

o Object: Box of Pamphlets 

Á Description: Move Pamphlet to Player. Text: The box is full of grey 

papers stamped with a Parliamentary seal. On the top of each one is 

ǿǊƛǘǘŜƴ ά{¢wL/¢ /hbCL59b¢L![έΦ [if first time] I take one out.[end if] 

Á Command [take box]: 

¶ LŦ ȅƻǳ ƘŀǾŜƴΩǘ ¢ŀƪŜƴ ǘƘŜ ǇŀƳǇƘƭŜǘΥ {ŀƳŜ ŀǎ ŜȄŀƳƛƴŜ 

¶ If you have: L ŘƻƴΩǘ ǿŀƴǘ ŀƴȅ ƳƻǊŜ ƻŦ ǘƘŜƳΦ hƴŜ ǿŀǎ ōƻǊƛƴƎ 

enough. 

o Object: Pamphlet 

Á NOTE: This is not in the location. The player obtains it by 

taking/examining the Box of Pamphlets 

Á Description:  

ά! v¦L/Y {¦aa!w hC ¢I9 9{{9b¢L![ b¦a9wL/![{ hC {¢ Dh59[Φέ 

 LǘΩǎ ŀ ǇǊŀŎǘƛŎŀƭ ƘŀƴŘƻǳǘΣ ǇǊŜǎǳƳŀōƭȅ ŦƻǊ ǳǎƛƴƎ ǘƘŜ ƳŀŎƘƛƴŜΦ bƻƴŜ ƻŦ ƛǘ ƳŀƪŜǎ ŀƴȅ 

ǎŜƴǎŜΥ άǉǳƛƴǘŜǎǎŜƴǘƛŀƭ ƴǳƳŜǊƛŎǎέΣ άŀŘƧǳǎǘŜŘ ƳŜǘƘƻŘƻƭƻƎƛŜǎέΣ άǘǊǳǘƘ-state 
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ŘŜǘŜǊƳƛƴƛǎǘƛŎ ƳƻŘƛŦƛŜǊǎέΦ IƻǿŜǾŜǊΣ ŀǘ ǘƘŜ ōƻǘǘom in larger letter is a table 

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 Will  in St. Phillip wash  To build  Food? 
9 Can  lost  live  To own  Immortality? 

 

o Object: Foyer Doors 

Á Description: The glass doors to the south lead through the Foyer. 

Á Command [enter or open Foyer Doors]: Check if Calculatrix is in the location. 

¶ If true, disallow. Text: ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ Ǉŀǎǘ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ŀƴŘ ƘŜǊ 

guards. 

¶ Check Punch card condition mentioned above. 

¶ Otherwise, Move Player into Grand Foyer. 

o Object: Platform 
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Á Description: The platform seems to be very slightly sprung. Something to do 

with the lever, no doubt. 

o Command [Jump, while on the platform]: The platform bounces underfoot. 

o Object: Printer / Device / Typewriter 

Á Description: LǘΩǎ ƴƻǘ ǉǳƛǘŜ ƭƛƪŜ wŜƭƻƘΩǎ ǿǊƛǘŜǊΥ ƛǘ ŘƻŜǎƴΩǘ ƘŀǾŜ ŀƴȅ ƪŜȅǎΣ Ƨǳǎǘ ŀ ǎƭƻǘ 

for cards to come out. It must be connected to the Engine by something in the 

pedestal. 

Á Command [any interaction with Printer]: Disallow. IƻǿŜǾŜǊ ƛǘ ǿƻǊƪǎΣ ƛǘΩǎ ǇŀǊǘ 

ƻŦ ǘƘŜ 9ƴƎƛƴŜ ŀƴŘ L ŎŜǊǘŀƛƴƭȅ ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ǘƻ ǳǎŜ ǘƘŀǘΦ 

o Object: Clutch 

Á 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 must be 

holding back a lot of force. 

Á Command [pull or puch Clutch]: Check ActionControl Ready and ActorControl 

Ready 

¶ If both are Ready=True: Set Calculatrix Chasing=True. Move Open Door 

object into Long Hall room.  

o Text: ²ƛǘƘ ŀƭƭ ǘƘŜ ǎǘǊŜƴƎǘƘ LΩǾŜ Ǝƻǘ ƭŜŦǘ ŀŦǘŜǊ ǊƻƻŦǘƻǇǎ ŀƴŘ Ǝƛŀƴǘ 

bell-towers and ladders and all the rest, I 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 

moǾŜƳŜƴǘ ǎǇǊŜŀŘƛƴƎ ŀŎǊƻǎǎ ŀƭƭ ŀǊƻǳƴŘ ǘƘŜ ǊƻƻƳΦ LǘΩǎ ƭƛƪŜ ƪƛŎƪƛƴƎ 

over an ant hill.  

And then the noise begins. 

o Begin Calculatrix Chase Event. 

o NOTE: This command turns on the machine, and initiates the 

big complex chase sequence.  That sequence is contained in 

the Calculatrix object below. 

¶ If the player has operated one of the Actor/Action controls, disallow 

with text: L ŘƻƴΩǘ ƪƴƻǿΦ LΩƳ ƴƻǘ ŀǘ ŀƭƭ ǎǳǊŜ LΩǾŜ ǇƘǊŀǎŜŘ ǘƘŜ ǉǳŜǎǘƛƻƴ ǿŜƭƭ 
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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 way ς for 

now at least ς LΩƳ ƻƴƭȅ ƎƻƛƴƎ ǘƻ ƎŜǘ ƻƴŜ ǎƘƻǘ ŀǘ ǘƘƛǎΦ 

¶ Otherwise, disallow.  I ought to get some idea of how this machine 

works before I turn it on. 

o Object: Duchess 

Á Description: 

¶ From Grand Foyer: L ŎŀƴΩǘ ǎŜŜ ŀ ƭƻǘ ǘƘǊƻǳƎƘ ǘƘŜ ōǳōōƭŜŘ ƎƭŀǎǎΦ 

¶ Otherwise: hƴŜ ǘƘƛƴƎΩǎ ǎǳǊŜΥ ǎƘŜΩǎ ŀ ōŜŀǳǘƛŦǳƭ ƭŀŘȅΦ [ƻƴƎ ƎƭŜŀƳƛƴƎ ƘŀƛǊ 

like fresh oil, cheekbones arched like pinions arms. She could be the 

Goddess of Klockwerk brought to life if the Church allowed such a 

ridiculous idea outside of the Newtonmass stories of children. 

Á Visible from East Balcony, West Balcony, and Grand Foyer 

Á NOTE:  The Duchess object is in the platform despite never being here when 

the Player arrives (seeing the scene with her in either of the Balconies moves 

her out). 

Á Seen = false (initial value, change by witnessing the cut scene from the 

Balconies) 

Á Command [any interaction with Duchess]: If she or anyone else found me here, 

ǘƘŜȅΩŘ ƘŀǾŜ ƳŜ ǎƪƛƴƴŜŘ ƛƴ ŀ ǎŜŎƻƴŘ ŀƴŘ ǳǎŜ Ƴȅ ōƻƴŜǎ to build a whirligig 

machine.  

o Object: Calculatrix 

Á Description: Check Self Chasing 

¶ If Self Chasing = False and in Grand Foyer: L ŎŀƴΩǘ ǎŜŜ ŀ ƭƻǘ ǘƘǊƻǳƎƘ ǘƘŜ 

bubbled glass. 

¶ If Self Chasing = False and not in Grand Foyer: The Calculatrix is short 

ŀƴŘ ǎǉǳŀǘΣ ǿƛǘƘ ŀ  ŦƭƻǇ ƻŦ ōǊƻǿƴ ƘŀƛǊ ŀƭƳƻǎǘ ŎƻǾŜǊƛƴƎ ƘŜǊ ƎƭŀǎǎŜǎΦ LΩǾŜ 

heard the monks mutter that it takes a certain kind of woman to work 

clockwork ς ǿƘŀǘ ǘƘŜȅ ƳŜŀƴΣ L ŘƻƴΩǘ ƪƴƻǿΣ ōǳǘ L ƎǳŜǎǎ ǘƘƛǎ ǇǊƛƳ ŀƴŘ 
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awkward-looking woman must have it since she tends one of the most 

important machines in the world. 

¶ Otherwise: {ƘŜΩǎ ǿƘƛǘŜ ǿƛǘƘ ŦǳǊȅΦ hƴ ŜƛǘƘŜǊ ǎƛŘŜ ƻŦ ƘŜǊ ŀǊŜ ƎǳŀǊŘǎΣ 

bristling with rage and anger.  

Á Visible from East Balcony, West Balcony, and Grand Foyer 

Á NOTE:  The Calculatrix object is in the platform despite not being here when 

the Player arrives (seeing the scene with her in either of the Balconies moves 

her out).  She later returns, during the Calculatrix Chasing scene. 

Á Chasing = false (initial value, change by turning on the Engine using the Clutch) 

Á Command [any interaction with Calculatrix]: The less I have to do with her the 

better. 

Á Chase Event [one turn after activating the Clutch in Main Platform]: The doors 

Ŧƭȅ ƻǇŜƴΦ {ǘŀƴŘƛƴƎ ōŜǘǿŜŜƴ ǘƘŜƳ ƛǎ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄΣ ǎǘŀǊƛƴƎ ƛƴ ŘƛǎōŜƭƛŜŦΦ ά{ǘƻǇΚέ 

ǎƘŜ ǿŀƛƭǎΣ ōǳǘ ǘƘŜ 9ƴƎƛƴŜ ŘƻŜǎƴΩǘ ƭƛǎǘŜƴΦ !ǘ Ƨǳǎǘ ǘƘŀǘ ƳƻƳŜƴǘΣ ǘƘŜ ǘȅǇƛƴƎ 

ƳŀŎƘƛƴŜ ƻƴ ǘƘŜ ǇŜŘŜǎǘŀƭ ǿƘƛȊȊŜǎ ǳǇ ƛƴǘƻ ƭƛŦŜ ŀƴŘ ǇǳƴŎƘŜǎ ƻǳǘ ŀ ŎŀǊŘΦ LǘΩǎ ǘƘŜ 

answer to my question. Move Calculatrix into Main Platform. Move PunchCard 

to the pedestal. 

Á Chase Event [two turns following activating Clutch]:  Calculatrix Pristina has 

ōŜŜƴ ƧƻƛƴŜŘ ōȅ ǘǿƻ ƎǳŀǊŘǎΦ ά{ǘƻǇ ǘƘŀǘΦΦΦ ŎƘƛƭŘΗέ ǎƘŜ ŘŜƳŀƴŘǎΦ ¢ƘŜ ǘǿƻ ƎǳŀǊŘǎ 

push forwards. Time to get out of here! 

If the player has not taken the PunchCard, perform taking the PunchCard. 

Á Chase Event [three turns following activating Clutch]:  Check Player 

location. 

¶ If Player location = Main Platform: 

o The player is caught. 

o Text: ¢ƘŀǘΩǎ ƛǘΦ LΩƳ ǘŜƭƭƛƴƎ ƳȅǎŜƭŦΣ ²ǊŜƴΣ ȅƻǳΩǊŜ ǘƻƻ ǎƭƻǿΣ 

ōǳǘ ǿƘŀǘ L ǎƘƻǳƭŘ ƘŀǾŜ ōŜŜƴ ǘƘƛƴƪƛƴƎ ǿŀǎΣ ²ǊŜƴΣ ȅƻǳΩǊŜ 

too late. The guards have flanked me. There are spears 

ŜǾŜǊȅǿƘŜǊŜΦ ²ƛŘŘŜǊǎƘƛƴǎΗ ¢ƘŜǊŜΩǎ ƴƻ ŜǎŎŀǇŜ ŦǊƻƳ ǘƘƛǎ 

one! 
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o Move the player, Calculatrix and guards to the Caught 

location. 

¶ Otherwise: άDŜǘ ƘƛƳΣ ȅƻǳ ƛŘƛƻǘΗέ ǎǉǳŜŀƭǎ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄΦ {ƘŜΩǎ ōȅ 

the pedestal now, maybe not certain whether to ask it who I am 

ƻǊ ǘƻ ǘǊȅ ŀƴŘ ōŜŀǘ ƛǘ ƻǳǘ ƻŦ ƳŜΦ .ǳǘ ǘƘŜ ƎǳŀǊŘǎ ŀǊŜƴΩǘ ǳƴŎŜǊǘŀƛƴΦ 

¢ƘŜȅΩǊŜ ǇƛƭƛƴƎ ƛƴǘƻ ǘƘŜ 9ƴƎƛƴŜΣ Ƙƻǘ ƻƴ Ƴȅ ƘŜŜƭǎΗ 

Á Chase Event [four turns following activating Clutch]:  Check Player 

location. 

¶ If Player location = In the Engine, East Platform or West 

Platform: Run the Caught Event as before. 

¶ Otherwise: ά.ŀŎƪ ǘƘƛǎ ǿŀȅΗ ¢ƘŜ ǎǘŀƛǊǎΗέ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ŜȄŎƭŀƛƳǎΦ 

The guards piƭŜ ōŀŎƪ ǘƘǊƻǳƎƘ ǘƘŜ 9ƴƎƛƴŜΥ LΩƳ ǎŀŦŜ ŦƻǊ ƴƻǿΣ ōǳǘ ƛƴ ŀ 

ŦŜǿ ƳƻƳŜƴǘǎ LΩƳ ƎƻƛƴƎ ǘƻ ōŜ ŦƭŀƴƪŜŘ ƻƴ ōƻǘƘ ǎƛŘŜǎΗ 

¶ Move Calculatrix into Grand Foyer.  

Á Chase Event [fifth  turn following activating Clutch]:  I can hear guards 

approaching on both sides. Quickly, Wren, ōǳǘ ǘƛƳŜΩǎ ǘƛŎƪƛƴƎΗ 

Á Chase Event [sixth turn following activating Clutch]:  Check Player 

location. 

¶ If Player Location is not the Long Hallway: Caught event. 

¶ Otherwise: I can hear them on both sides! The punch-ŎŀǊŘΩǎ ƛƴ Ƴȅ 

ƘŀƴŘΣ ǎƻ ǘƘŜǊŜΩǎ Ǝƻǘ ǘƻ ōŜ ŀ ǿŀȅ ƻut of here!  

Á Chase Event [seventh turn following activating Clutch]:  Quickly, 

ǉǳƛŎƪƭȅΧ 

Á Chase Event [eighth turn following activating Clutch]:  Check Player 

location. 

¶ If Player Location = Office: The guards are right outside the door. 

LΩƳ ƘŀǊŘƭȅ well-hidden ς time to put some distance between us! 
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¶ Otherwise: Caught Event 

Á Chase Event [ninth turn following activating Clutch]:  Check Player 

location. 

¶ If Player Location = Office: Caught Event. 

o Object: PunchCard 

Á Description:  

¶ If Calculatrix Chasing is true: LǘΩǎ ŀ ȅŜƭƭƻǿ ǊŜŎǘŀƴƎƭŜ ƻŦ ŎŀǊŘΦ tǳƴŎƘŜŘ ƛƴ 

are a series of holes. More than that ς L ŘƻƴΩǘ ƘŀǾŜ ǘƛƳŜ ǘƻ ŦƛƴŘ ƻǳǘΦ 

¶ If location = Caught: The card is just a series of punched holes, like 

waterbiscuits after the mice have got ǘƻ ǘƘŜƳΦ Lǘ ŘƻŜǎƴΩǘ ƳŜŀƴ 

anything! 

¶ (Should be no other possible cases.) 

Á Command [taking PunchCard from the pedestal]: I whip the card out of the 

typing machine. Move PunchCard into Player inventory. 

Á NOTE: Originally not in Main Platform.  Moved automatically into Player 

inventory by Calculatrix Chase Event. 

Á Command [Give PunchCard to Calculatrix when the location is Caught]: Skip 

and perform to Caught event no. 4. 

15. Caught 

o Description: LΩƳ ǎǳǊǊƻǳƴŘŜŘΦ CƛǾŜ ƎǳŀǊŘǎ ǿƛǘƘ ŦƛǾŜ ǎǇŜŀǊǎ ŀƴŘ L Ŏŀƴ ǎŜŜ the sharp 

ŜƴŘ ƻŦ ŀƭƭ ǘƘŜƳΦ hƴƭȅ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ƛǎ ǳƴŀǊƳŜŘ ōǳǘ ǘƘŜƴ ǎƘŜΩǎ Ǝƻǘ ǘƘƻǎŜ ōǳǊƴƛƴƎ 

ŜȅŜǎΦ L ŘƻƴΩǘ ǎŜŜ ŀƴȅ ǿŀȅ ƻǳǘ ƻŦ ǘƘƛǎ ƻƴŜΦ LΩǾŜ ƭŜǘ /ƻǾŀƭǘ ŘƻǿƴΦ 

o Note: ¢Ƙƛǎ ƛǎƴΩǘ ǊŜŀƭƭȅ ŀ ƭƻŎŀǘƛƻƴ ŀǎ ǎǳŎƘΣ ōǳǘ ƛǘ Ŏŀƴ ōŜ ƛƳǇƭŜƳŜƴǘŜŘ ŀǎ ƻƴŜΗ 

o Event: Plays each turn after arriving in Caught 

Á 1: άIŀƴŘ ƛǘ ƻǾŜǊΣέ ǎƘŜ ƎǊƻǿƭǎΦ ¢ƘŜ ƎǳŀǊŘǎ ǊŀǘǘƭŜ ǘƘŜƛǊ ǎǇŜŀǊǎ ŀǘ ƳŜΦ 
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Á 2: άDƛǾŜ ƳŜ ǘƘŀǘ ǇǳƴŎƘ-ŎŀǊŘΦ ¢ƘŜ 9ƴƎƛƴŜ ŘƻŜǎƴΩǘ ŎƻƳǇǳǘŜ ŀƴȅǘƘƛƴƎ 

ǿƛǘƘƻǳǘ ǇǊƻǇŜǊ ǎŀƴŎǘƛƻƴƛƴƎΗέ {ƘŜΩǎ ŀƭƳƻǎǘ ǎǘŀƳǇƛƴƎ ƘŜǊ ŦŜŜǘ ƛƴ ŦǳǊȅΦ 

Á 3: ά¸ƻǳΦέ {ƘŜ ǎƴŀǇǎ ŀǘ ŀ ŦƛƴƎŜǊ ŀǘ ƻƴŜ ƻŦ ƘŜǊ ƳŜƴΦ Lƴ ŀ ƳƻƳŜƴǘΣ ƘŜΩǎ Ǝƻǘ 

my arm up behind my back, higher and higher ς ƛǘΩǎ ƴƻǘƘƛƴƎ ǿƻǊǎŜ ǘƘŀƴ 

Calvin does every day but it still makes my fingers open with the pain ς 

ŀƴŘ ǘƘŀǘΩǎ ƛǘΣ LΩǾŜ ŘǊƻǇǇŜŘ ǘƘŜ ŎŀǊŘΗ  

Á 4: The Calculatrix snatches ǳǇ ǘƘŜ ŎŀǊŘΣ ŀƴŘ ǘƘŜƴ ŦǊƻǿƴǎΦ ά²Ƙŀǘ ŘƻŜǎ ǘƘƛǎ 

ƳŜŀƴΚέ ǎƘŜ ŘŜƳŀƴŘǎΦ {ƻƳŜƘƻǿΣ ǎƘŜΩǎ ǊŜŀŘƛƴƎ ǘƘŜ ǇǳƴŎƘ-holes on the 

ŎŀǊŘΦ άпсн hƭŘ tƭŀŎŜΣ 5ƻŎƪƭŀƴŘǎΦ ²ƘŀǘΩǎ ǘƘŜǊŜΚ ¢Ŝƭƭ ƳŜΗέ 

Á 5: άhƘΣ ƎŜǘ ǘƘƛǎ ŎƘƛƭŘ ƻǳǘ ƻŦ ƘŜǊŜΗέ ǎƘŜ ǎƴŀǇǎΣ ƛǊǊƛǘŀōƭȅΦ άLΩƭƭ ŀǎƪ ǘƘŜ 

machine, of cƻǳǊǎŜΦ DǳŀǊŘǎΚ 5ǳƳǇ ǘƘŀǘΧ ǘƘŀǘ ǘƘƛƴƎΧ ƻǳǘǎƛŘŜΦέ 

L ŘƛŘƴΩǘ ŜǾŜƴ ƪƴƻǿ Ƴȅ ƴŜŎƪ ƘŀŘ ŀ ǎŎǊǳŦŦ ǳƴǘƛƭ ǘƘŜ ƎǳŀǊŘΩǎ ƘŀƴŘǎ ƘŀǾŜ 

ƎǊŀōōŜŘ ƳŜ ōȅ ƛǘΦ LΩƳ ŘǊŀƎƎŜŘ ƪƛŎƪƛƴƎ ŀƴŘ ŎƻƳǇƭŀƛƴƛƴƎ ŀƭƻƴƎ ŀƭƭ ǘƘŀǘ 

beautiful carpet into an empty office. Are they going to murder me? 

One guard opens a window and then the other raises me up like a 

counterweight and tosses me outside. 

I land on a pile of junk. Pick myself up and shake myself down. Time for 

some answers. Am I still alive? Definitely. How do I feel? Proud. Where is 

the Figure? 462 Old Place, Docklands.  

¢ƘŜǊŜΩǎ ƴƻ ǘƛƳŜ ǘƻ ƭƻǎŜΦ ¢ƘƛƴƎ ŀōƻǳǘ ǘƛƳŜ ƛǎΣ ƛǘ always ƛǎΦ {ƻ ǊƛƎƘǘ ƴƻǿ ƛǘΩǎ 

ǘƛƳŜ ǘƻ ƎŜǘ ƳƻǾƛƴƎΦ .ŜŎŀǳǎŜ ƛŦ L ŘƻƴΩǘ ǎǘƻǇ ǘƘŜ CƛƎǳǊŜ ǎǘŜŀƭƛƴƎ ǘƘŜ 

Perpetuum, no-one will. Begin Chapter 8.  

o Object: Calculatrix 

o Description: She looks crossed and pleased with herself, all at the same time. 

o Command [Talk to her]:  

Á If Event number 4 has happened: 

¶ aȅ ǾƻƛŎŜ ƛǎ ǎƘŀƪƛƴƎ ǿƛǘƘ ŦŜŀǊΦ άLΧέ 

Play event 5 directly. 
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Á First time: άLΧέ 

άLΩƳ ƴƻǘ ƘŜǊŜ ǘƻ ƳŀƪŜ ŎƘƛǘ-ŎƘŀǘΣέ ǘƘŜ /ŀƭŎǳƭŀǘǊƛȄ ǎƴŀǇǎΦ 

Á Other times: L ŘƻƴΩǘ think she wants to talk to me. 

o Object: Guards 

o Description: Five spears are saying hello, like a cog was turned inside out. 

o Command [talk]: ¢ƘŜȅ ŀǊŜƴΩǘ ƎƻƛƴƎ ǘƻ ƭƛǎǘŜƴ ǘƻ ƳŜΗ 

o Command [push, attack]: ¢ƘŜȅΩǊŜ ǉǳƛǘŜ ŀ ōƛǘ ōƛƎƎŜǊ ǘƘŀƴ ƳŜΦ !ƴŘ ǘƘose 

spears look sharp enough to cut any bravery I 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. 

Á First: This is a small platform to the east of 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 spider-webs of my 

room after the rain has got in.  

Hanging above the platform is a large wooden signboard. 

Second: This platform is the mirror-image of the one to the east, except that the 

words on the painted signboard above the abacus are different. 

o Object: Roof 

Á Same as before 

o Object: Engine 

Á Same as before 

o Object: Platform 

Á Description: I get the impression that the platform was built underneath the 

abacus rather than the abacus being built onto the platform.  
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o Object: Action Display 

¶ First description: Suspended over the abacus is a painted board, a little 

like the one they use for recording field-Canasta scores in the summer. 

Painting across its surface is the following unlikely message: [print sign 

board message] 

¶ Other times: The board reads [print sign board message] 

Á The Sign Board Message is read out from the following table, using the 

ActionControl Number. (eg. A number of 34512 reads How wicked chose to 

ōǊŜŀƪ aƻƴŜȅΚέ) 

 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 Will  in St. Phillip  wash  To build  Food?  

9 Can lost  live  To own  Immortality?  

 

Á Command [ any interaction with Action Display]: Disallow. LǘΩǎ ǿŜƭƭ ƻǳǘ ƻŦ 

reach. 

o Object: ActionControl 

Á Description:  

Á First time: The abacus is fitted with tiny gears for beads, that interlock and lace 

with small teeth set into the frame. Fine chains run from the back and away into 

the Engine, as well as up to the signboard overhead. If I remember my 

Mathematik right the current number is [print Self NumberϐΦ ¢ƘŜǊŜΩǎ ŀƭǎƻ ŀ ǘƘƛƴ 

keyhole right at the top of the abacus. 

Á Other times: The number of the abacus reads [print self number]. At the 

top of the abacus is a thin keyhole. 

Á Number = 32149 (initial value, can be set by Set action) 
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Á Locked = true (initial value, changed by Unlock action) 

Á Command [unlock ActionControl]: Check self Locked and Ruby Key location. 

¶ If self Locked=false, disallow. ¢ƘŜ ŀōŀŎǳǎ ƛǎ ŀƭǊŜŀŘȅ ǳƴƭƻŎƪŜŘΦ L ǿƻǳƭŘƴΩǘ 

want to shatter the key by turning it too hard. 

¶ LŦ ǘƘŜ tƭŀȅŜǊ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ wǳōȅ YŜȅ ƛƴ ǘƘŜƛǊ ƛƴǾŜƴǘƻǊȅΣ ŘƛǎŀƭƭƻǿΦ   

LΩŘ ƴŜŜŘ ǎƻƳŜ ƪƛƴŘ ƻŦ ƪŜȅΣ ǎǳǊŜƭȅΦ 

¶ Otherwise, set self Locked to False.   

o First time: The abacus emits a series of tiny clicks as I 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. 

o Second time: I unlock the abacus. 

Á Command [set or change ActionControl to NUMBER]: Check if self Locked and 

self Ready 

¶ If self Ready=true, disallow.  LΩǾŜ Ǝƻǘ ǘƘƛǎ ǇŀǊǘ ŀǎ ƎƻƻŘ ŀǎ ƛǘΩǎ ƎƻƛƴƎ ǘƻ 

get, I think. 

¶ If self Locked=true, disallow.   

o First time: I try moving ǘƘŜ ōŜŀŘǎ ƻƴ ǘƘŜ ŀōŀŎǳǎ ōǳǘ ǘƘŜȅΩǊŜ ŀƭƭ 

ŦƛǊƳƭȅ ŦƛȄŜŘ ƛƴ ǇƭŀŎŜΦ {ǳǊŜƭȅ ŀƴ ŀōŀŎǳǎ ǿƘŜǊŜ ȅƻǳ ŎŀƴΩǘ ƳƻǾŜ ǘƘŜ 

beads is as much use a clock where you have to move the 

hands? 

o Other times: ¢ƘŜ ƎŜŀǊǎ ƻƴ ǘƘŜ ŀōŀŎǳǎ ǿƻƴΩǘ ƳƻǾŜΦ 

¶ Otherwise, if no NUMBER given, prompt Player to enter a number to 

Ǉǳǘ ƻƴ ǘƘŜ ŀōŀŎǳǎΣ ƭƛƪŜ ά{9¢ !.!/¦{ ¢h ротсфέ. Text: LΩŘ ƴŜŜŘ ǘƻ 

specify a number (the abacus has five rows, so the number should be 

five digits long, I suppose). 

¶ If NUMBER is <11111 or >99999, disallow.  The abacus can only handle 

5 digit numbers. Text: The abacus has five rows exactly, one for each 

digit. 
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¶ 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. 

o First time: I set the gears carefully, one by one, trying not to 

ǎƴŀǇ ŀƴȅ ƻŦ ǘƘŜ ǘƛƴȅ ǘŜŜǘƘ ŀƭƻƴƎ ǘƘŜ ōŀǊǎ ƻŦ ǘƘŜ ŦǊŀƳŜΦ LǘΩǎ ŀ ōƛǘ 

ƭƛƪŜ ǘŜŀǎƛƴƎ ŀ ŎƻƳō ǘƘǊƻǳƎƘ ƪƴƻǘǘŜŘ ƘŀƛǊ ŀƴŘ L ŘƻƴΩǘ ƎŜǘ ƳǳŎƘ 

practice at that. 

o Second time and continuing times: I set the gears quickly 

and carefully.  

o Every time, append: With a clatter, the words on the 

signboard overhead change. Now they read [print sign 

board message based on new number] 

o If not the right number, append: But [one of]I can feel this 

isn't going to get my closer to knowing where to look for 

the Figure[or]I don't need a machine to tell me this isn't 

the question Covalt wanted me to ask[or]I want to know 

where the Figure in Grey is going to finish up after his 

ballooning, and I know this isn't going to help with 

that.[or]it doesn't feel right[at random]. 

o If NUMBER is  78325 or 78525, set self to Ready. Append text: 

aȅ ƘŜŀǊǘ ǎƪƛǇǎ ŀ ōŜŀǘΦ LǘΩǎ Ƴȅ ǉǳŜǎǘƛƻƴΦ 

16. West Platform 

o Description: See East Platform for description 

o Object: Roof 

Á Same as before 

o Object: Engine 

Á Same as before 

o Object: Platform 

Á Same as before 
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o Object: Actor Display 

Á Description: ǎŀƳŜ ŀǎ !Ŏǘƛƻƴ 5ƛǎǇƭŀȅ ŀōƻǾŜΦ 9ƛǘƘŜǊ ƻōƧŜŎǘ Ŏŀƴ ōŜ άŦƛǊǎǘέ 

ŘŜǎŎǊƛōŜŘΣ ŦǊƻƳ ǘƘŜƴ ƻƴ ōƻǘƘ ǳǎŜ ǘƘŜ άƻǘƘŜǊ ǘƛƳŜǎέ ŘŜǎŎǊƛǇǘƛƻƴΦ  

Á The printed sign of the Actor Display depends on the Actor Control number, 

and the sign below. (eg. An Actor number of 12345 would read άtƻǿŜǊŦǳƭ 

DƛǾƛƴƎ /ŀǳǘƛƻǳǎ {ǘǳŎƪ /ƘƛƭŘέ) 

 1 2 3 4 5 

1 Powerful  Greedy  Yellow  hopeless  Black  

2 Ancient  Giving  Royal  abandoned  Green  

3 Weak  Old  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  

 

Á Command [ any interaction with Action Display]: Disallow as with the Actor 

Display 

o Object: ActionControl 

Á Description: Same description as the Actor Control abacus. Either object can 

print the first description, after that point the other description is used. The 

Actor Control number is, of course, unique to this abacus. 

Á Number = 16233 (initial value, can be set by Set action) 

Á Locked = true (initial value, changed by Unlock action) 

Á Command [unlock ActionControl]: Check self Locked and Ruby Key location. 

¶ If self Locked=false, disallow. Same text as before. 

¶ LŦ ǘƘŜ tƭŀȅŜǊ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƘŜ wǳōȅ YŜȅ ƛƴ ǘƘŜƛǊ ƛƴǾŜƴǘƻǊȅΣ ŘƛǎŀƭƭƻǿΦ  

Same text as before. 

¶ Otherwise, set self Locked to False.  Use text from before. 
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Á Command [set or change ActionControl to NUMBER]: Check if self Locked and 

self Ready 

¶ If self Ready=true, disallow.  LǘΩǎ ƴƻǘ ƎǊŜŀǘΣ ƳŀȅōŜΣ ōǳǘ ƛǘΩǎ ǇǊƻōŀōƭȅ ǘƘŜ 

ōŜǎǘ LΩƳ ƎƻƛƴƎ ǘƻ ƳŀƴŀƎŜΦ 

¶ If self Locked=true, disallow.  Same text as before. 

¶ Otherwise, if no NUMBER given, prompt Player to enter a number to 

Ǉǳǘ ƻƴ ǘƘŜ ŀōŀŎǳǎΣ ƭƛƪŜ ά{9¢ !.!/¦{ ¢h ротсфέ. Same text as before.  

¶ If NUMBER is <11111 or >99999, disallow.  The abacus can only handle 

5 digit numbers. Same text as before. 

¶ Otherwise, set self Number to NUMBER in command. Same text as 

before. 

o If NUMBER is  14936 or 14966, set self Number to 14936 and 

set self to Ready. Append text: ²ŜƭƭΣ ƛǘΩǎ ƴƻǘ ƎǊŜŀǘΣ ōǳǘ ƛǘΩǎ 

ǇǊƻōŀōƭȅ ŀǎ ŎƭƻǎŜ ŀǎ LΩƳ ƎƻƛƴƎ ǘƻ ƎŜǘΦ 

16. Office 

o Description: 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.  

CƻƻƭƛǎƘƭȅΣ ǘƘŜȅΩǾŜ ƭŜŦǘ ǘƘŜ ǿƛƴŘƻǿ ǿƛŘŜ ƻǇŜƴΦ {ƘŀƳŜ ǘƘƛǎ ƛǎ ǘƘe second floor! 

o Command [go west}: Disallow. No chance. The guards are coming! 

o Command [go east]: Stop Chase Event from occurring.  Perform following cut 

scene:  

Á No need to ask twice. 

L ǎǿƛƴƎ Ƴȅ ƭŜƎǎ ǳǇ ƻƴǘƻ ǘƘŜ ǎƛƭƭ ŀƴŘ ǘƘŜƴ LΩƳ ƻǾŜǊ ŀƴŘ ƻǳǘ ς yuk! ς straight 

ƛƴǘƻ ŀ ǇƛƭŜ ƻŦ ǊƻǘǘƛƴƎ ƎŀǊōŀƎŜΦ {ƻƳŜǘƘƛƴƎ ŎǊŀǿƭǎ ƻǳǘ ƻǾŜǊ Ƴȅ ƭŜƎ ōǳǘ LΩƳ 

ǎƳŀǊǘ ŀƴŘ L ŘƻƴΩǘ ǎŎǊŜŀƳΣ ǿƘƛŎƘ ƳŜŀƴǎ ǘƘŜ ƎǳŀǊŘǎ ƻǾŜǊƘŜŀŘ ǎǘƛŎƪ ǘƘŜƛǊ 

heads out and then disappear again. 
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¢ƘŜƴ LΩƳ ǳǇΣ ōǊǳǎƘƛƴƎ ƳȅǎŜƭŦ Řƻǿƴ ŀƴŘ ς ƻƴŎŜ LΩƳ ǘǿƻ ǎǘǊŜŜǘǎ ŀǿŀȅ ς 

taking a deep breath. I might have survived all that but the card in my 

ƘŀƴŘ ƛǎ ƻƴƭȅ ƎƻƛƴƎ ǘƻ ǎŜƴŘ ƳŜ ǎƻƳŜǿƘŜǊŜ ŜƭǎŜΦ !ƴŘ ƛŦ LΩƳ ŦƻƭƭƻǿƛƴƎ ǘƘŜ 

Figure, things could get pretty hairy pretty fast. 

The card, in a neat cog-calligraphic hand underneath the punched-out 

holes, reads 462 Old Place, DOCKLANDS. Not the nicest part of the city. 

.ǳǘ LΩǾŜ Ǝƻǘ ǘƻ ǎǘƻǇ ǘƘŜ CƛƎǳǊŜ ǎǘŜŀƭƛƴƎ ǘƘŜ tŜǊǇŜǘǳǳƳ ōŜŦƻǊŜ ƛǘΩǎ ǘƻƻ ƭŀǘŜΦ 

!ƴŘ ǘƘŀǘΩƭƭ ōŜ ǎƻƻƴΦ ¢ƘƛƴƎ ŀōƻǳǘ ǘƛƳŜ ƛǎΣ ƛǘ always ƛǎΦ {ƻ ǊƛƎƘǘ ƴƻǿ ƛǘΩǎ ǘƛƳŜ 

to get moving! 

Move Player into Dank Alley and Begin Chapter 8 

o Object: Door 

Á Description: That door leads back to the hall, which means it leads back to the 

ƎǳŀǊŘǎΣ ŀƴŘ ǘƘŜ ƎǳŀǊŘǎΩ ǎǇŜŀǊǎΦ {ƻΣ ƴƻ ǘƘŀƴƪǎΣ LΩƳ ƘŀǇǇȅ ǿƘŜǊŜ L ŀƳ ŦƻǊ ƴƻǿΧ 

but not for much longer. 

Á Command [enter Door}: Same as EXAMINE 

o Object: Window 

Á Description: ¢ƘŜ ǿƛƴŘƻǿ ƻǾŜǊƭƻƻƪǎ ƻƴŜ ƻŦ ǘƘŜ ƎǊǳōōȅ ǎǘǊŜŜǘǎ ƻǳǘǎƛŘŜΦ ¢ƘŜǊŜΩǎ ŀ 

faintly filthy smell drifting in. 

Á Command [enter Window}: Same as Command [go east] from Office. 

o Object: Furnishings 

Á Description: Desk, files, drawers. Nowhere decent to hide. 

Á Command [an interaction with Furnishings}: Disallow. ¢ƘŜǊŜΩǎ ƴƻ ƎƻƻŘ ǇƭŀŎŜ ǘƻ 

hide here. I need to get away! 
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Chapter IIX ɀ The Docklands  

Map 

 

 

 

 

 

 

 

 

 

 

 

 

Rundown  

¢ƘŜ /ƘŀǇǘŜǊ ōŜƎƛƴǎ ǿƛǘƘ ȅƻǳǊ ŀǊǊƛǾŀƭ ƛƴ ǘƘŜ 5ŀƴƪ !ƭƭŜȅΦ  bƛƎƘǘ Ƙŀǎ ŦŀƭƭŜƴΣ ŀƴŘ ȅƻǳΩǊŜ ƛƴ ǘƘŜ ǿƻǊǎǘ 

part of the city, Řƻǿƴ ōȅ ǘƘŜ ŘƻŎƪǎ ƻŦ ǘƘŜ wƛǾŜǊ ¢ƘȅƳŜǎΦ ¸ƻǳΩǾŜ ŀǊǊƛǾŜŘ ŀǘ ǘƘŜ ǿŀǊŜƘƻǳǎŜ 

indicated on the punch card. 

The front door is locked and resists all attempts to open it, as does the loading door on the 

ŘƻŎƪΦ  IƻǿŜǾŜǊΣ ƛŦ ȅƻǳ ǘƘƛƴƪ ǘƻ ƭŜŀǇ ƛƴǘƻ ǘƘŜ ǊƛǾŜǊΣ ȅƻǳΩƭƭ Ŧƛnd a drain. With the use of a wrench 

ŦƻǳƴŘ ƻƴ ǘƘŜ bƻǊǘƘ {ƛŘŜ ƻŦ ǘƘŜ ǿŀǊŜƘƻǳǎŜΣ ȅƻǳ Ŏŀƴ ƎŜǘ ǘƘŜ ƎǊƛƭƭ ƻŦŦ όŀƭǘƘƻǳƎƘ ȅƻǳΩƭƭ ōŜ ŦƻǊŎŜŘ ǘƻ 

come up for air twice in the process) and make your way through the drain. 

Inside the warehouse, you find yourself in a long 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 a crate 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. 

North 

Side 

Loading 

(UP) 

 

Warehouse 

(DOWN) Front 

Door 

Storage Platform 

(UP) 

Ledge 

Dock 

South 

Side 

Drain 

(DOWN) 

River 2 

River 1 

Dank 

Alley 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 221 

 

With the crate hooked to the rope, the southern door is pulled up enough for you to slide 

under.  This puts yƻǳ ƻƴ ŀ ǇƭŀǘŦƻǊƳ ƛƴ ŀ ƘǳƎŜΣ ŎƻƳǇƭŜǘŜƭȅ ŘŀǊƪ ǊƻƻƳΦ  ¢ƘŜǊŜΩǎ ŀ ǎŜǘ ƻŦ ǎǘŀƛǊǎ 

ƭŜŀŘƛƴƎ ŘƻǿƴΣ ōǳǘ ǘƘŜȅΩǊŜ ǊƛŎƪŜǘȅ ŀƴŘ ȅƻǳ ŘƻƴΩǘ ŘŀǊŜ Ǝƻ Řƻǿƴ ƛƴ ǘƘŜ ŘŀǊƪΦ 

Using a series of controls on the platform, you turn on the gas jets that light the space.  You 

start back in 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.  You ŜȄŀƳƛƴŜ ƻƴŜ ƻŦ ǘƘŜ ƳŜƴΣ ŀƴŘ ǊŜŀƭƛȊŜ ǘƘŀǘΣ ŦƻǊ ŀƭƭ ƛǘΩǎ 

ōǊƛƭƭƛŀƴǘ ŘŜǎƛƎƴΣ ǘƘŜǊŜΩǎ ƴƻ ǎǇǊƛƴƎ ǘƻ ŘǊƛǾŜ ƛǘΦ  LƴǎǘŜŀŘΣ ǘƘŜǊŜΩǎ ŀƴ ƻǇŜƴƛƴƎ ƛƴ ŜŀŎƘ ƻƴŜ ǿƘŜǊŜ ǘƘŜ 

heart should be, exactly the size of the Perpetuum. 

!ǘ ǘƘƛǎ ƳƻƳŜƴǘΣ ȅƻǳ ŀǊŜ ǎŜƛȊŜŘ ōȅ ǘƘŜ ƴŜŎƪΦ  LǘΩs the Figure.  He is furious and seems on the 

verge of strangling you with his inhuman strength, but instead forces you to tell him where 

ȅƻǳΩǾŜ ŎƻƳŜ ŦǊƻƳΦ  ¢ŜǊǊƛŦƛŜŘΣ ȅƻǳ ƎŀǎǇ ƻǳǘ ά/ƻǾŀƭǘέ ōŜŦƻǊŜ ȅƻǳ ŎŀƴΩǘ ǘŀƪŜ ŀƴƻǘƘŜǊ ōǊŜŀǘƘ ŀƴŘ 

pass out. 

 

NOTES: Outside rooms should have generic buildings scenery. 

 

Design: 

 

1. Dank Alley 

o Description: Tall brick walls either side are dripping with damp moss, crawling with rats, 

filled with the smell of rotting fish. In the distance I 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 Even-sprung: clock-ǿƛƴŘƛƴƎ ŀƴŘ ŘƛƴƴŜǊ ǘƛƳŜΦ bƻǘ ŦƻǊ ƳŜΥ LΩƳ ŀƭƻƴŜΣ ǎǳǊǊƻǳƴŘŜŘ ōȅ 

the empty warehouses and rusted scaffolds of the docklands. At least no-one pays any 



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 222 

 

notice: the streets are fulls of urchins like me, dressed in rags like mine, sitting on street-

corners collecting pennies for gear-shine and sharpening. I 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 

comes in ōȅ ōƻŀǘ L ǎǳǇǇƻǎŜ ƛǘΩŘ ƴŜŜŘ ǘƻ ōŜ ƭƛƪŜ ǘƘƛǎΣ ŀ ǿƘƻƭŜ Ŏƛǘȅ ƻŦ ōƻŀǊŘǎ ŀƴŘ ŀ 

ŎƻƴǘŀƛƴŜǊǎ ǎǘƛŎƪƛƴƎ ƻǳǘ ƛƴǘƻ ǘƘŜ ǊƛǾŜǊΦ LΩǾŜ ƴƻ ƛŘŜŀ ǿƘŜǊŜ псн hƭŘ tƭŀŎŜ ƛǎ ōǳǘ ǘƘŜƴΣ ƛŦ L 

ǿŀǎƴΩǘ ƎƻƛƴƎ ǘƻ ŦƛƴŘ ƛǘ ǘƘŜ 5ƛŦŦŜǊŜƴŎŜ 9ƴƎƛƴŜ ǿƻǳƭŘ ƘŀǾŜ ǘƻƭŘ ƳŜ ǘƻ ƎƛǾŜ ǳǇΦ {ƻ L Ŧƻƭƭƻǿ 

my nose to where the smell gets worse. 

hƭŘ tƭŀŎŜΦ ¢ƘŜǊŜ ŀǊŜƴΩǘ ŀƴȅ ƻǘƘŜǊ ƪƛŘǎ ƘŜǊŜ ŀǘ ŀƭƭΣ ƻƴƭȅ ƻƭŘŜǊ ŎƘƛƭŘǊŜƴ ǿƘƻ ƭƻƻƪ ƘŀƎƎŀǊŘ 

and ghostly. I wish my clothes were more ragged ς LΩƳ ǿŀƭƪƛƴƎ ǿƛǘƘ Ƴȅ ŀǊƳǎ ŎǊƻǎǎŜŘ 

over the Abbey seal. To be caught here by anybody would be a fate worse than Calvin 

and Drake might deal out.  

o Object: Gaslight 

Á Description: ¢ƘŜ ƭƛƎƘǘ ƛǎ ŦƭƛŎƪŜǊƛƴƎ ƭƛƪŜ ƛǘ ƳƛƎƘǘ Ǝƻ ƻǳǘ ŀǘ ŀƴȅ ƳƻƳŜƴǘΦ ¢ƘŜǊŜΩǎ 

just enough light to read the number on the warehouse wall. 

Á Command [interaction]: The gaslight is fixed to the wall, too high to reach. 

o Object: Warehouse 

Á NOTE: This is different than the warehouse object listed in the locations 

below. 

Á Description: White paint on the brickwork reads IV:VI:II. 

Á Command [enter, climb Warehouse:] Do go north. 

2. South Side 

o Description: 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 a gaslight casting ŀ ǿŀǊƳ Ǝƭƻǿ ǘƘŀǘΩǎ ƴƛŎŜ ǘƻ ǎǘŀƴŘ ƛƴ ōǳǘ ƻƴƭȅ 

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. 

Á Command [Go south:] CƛǊǎǘ ǊǳƭŜ ƻŦ ǿƛƴŘƛƴƎΣ ²ǊŜƴΥ ǘƘŜǊŜΩǎ ƴƻ ǘǳǊƴƛƴƎ ōŀŎƪΦ 
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Á Command [Go east:] To front Door 

Á Command [Go west:] To Ledge 

o Object: Warehouse 

Á NOTE: This is written as a standard object with some variation built in 

depending on the location. 

Á Description: The warehouse walls are made of corrugated iron riveted by rusted 

nails into brick. ώLŦ ǘƘŜǊŜΩǎ ƴƻ ŘƻƻǊ ƛƴ ǘƘŜ ƭƻŎŀǘƛƻƴϐ¢ƘŜǊŜΩǎ ƴƻ ŘƻƻǊ ƻƴ ǘƘƛǎ ǎƛŘŜΦ 

[If the location is the South Side]White paint on the brickwork reads IV:VI:II. 

Á Command [climb Warehouse]: The metal is too slick to climb. 

Á Command [enter Warehouse]:  

¶ LŦ ǘƘŜǊŜΩǎ ŀ ŘƻƻǊ ƛƴ ǘƘŜ ƭƻŎŀǘƛƻƴΥ ǘǊȅ ŜƴǘŜǊƛƴƎ ǘƘŜ ŘƻƻǊΦ 

¶ Otherwise: ¢ƘŜǊŜΩǎ ƴƻ ŘƻƻǊ ƻƴ ǘƘƛǎ ǎƛŘŜΦ LΩƭƭ ƘŀǾŜ ǘƻ Ǝƻ ŀǊƻǳƴŘΦ 

o Object: Gaslight 

Á Same as before 

3. Front Door 

o Description: ¢ƘŜ ŦǊƻƴǘ ŘƻƻǊ ƻŦ ǘƘŜ ǿŀǊŜƘƻǳǎŜ Ƙŀǎ ŀ ǎƛƎƴΥ άпсн hƭŘ tƭŀŎŜΦ tŜƭƭŀƎƛŀŎ 

IƻƭŘƛƴƎǎ /ƻǊǇΣ ϧŎ ϧƴΣ {ǘƻǊŀƎŜ ŀƴŘ ²ŀǊŜǎέΦ ¢Ƙƛǎ ƛǎ ǘƘŜ ǇƭŀŎŜ ōǳǘ L ŎŀƴΩǘ ǎŜŜ ŀƴȅ ǿŀȅ ƛƴ ς 

ǘƘŜ ŘƻƻǊΩǎ ƭƻŎƪŜŘ ōȅ ŀƴ ƛǊƻƴ ōŀǊ L ǇǊƻōŀōƭȅ ŎƻǳƭŘƴΩǘ ƭƛŦǘ ŜǾŜƴ ƛŦ L ŎƻǳƭŘ ƎŜǘ ǘƘŜ Ǉadlock 

ƻŦŦΦ ²ƘŀǘŜǾŜǊΩǎ ōŜƘƛƴŘ ǘƘŀǘ Ƴǳǎǘ ōŜ ǿƻǊǘƘ ŀ ƭƻǘ ƻŦ ƳƻƴŜȅ ς ōǳǘ ƻŦ ŎƻǳǊǎŜΣ L ƪƴƻǿ ǿƘŀǘΩ 

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: I could slip 

around to north or south. 

o Command [go east;] ¢ƘŜǊŜΩǎ ŀ ǿŀƭƭ ǘƘŀǘ ǿŀȅΦ ¢Ƙƛǎ ŀƭƭŜȅ ƎƻŜǎ ƴƻǊǘƘ-south. 

o Command [go west:] Try Enter warehouse instead. 

o Command[Go north:] To North Side 

o Command[Go south:] To South Side 
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o Object: Warehouse 

Á Same as before. 

o Object: Door 

Á Description: The door is made of thick metal ς ƛǘΩǎ ŀƳŀȊƛƴƎ ǘƘŜ ōƻŀǊŘǎ ōŜƭƻǿ 

ŘƻƴΩǘ ōǊŜŀƪ ŦǊƻƳ ǘƘŜ ǿŜƛƎƘǘΦ LǘΩǎ ƭƻŎƪŜŘ ǿƛǘƘ ŀ ƘǳƎŜ ƛǊƻƴ ōŀǊ ŀƴŘ ŀ ǇŀŘƭƻŎƪΦ LǘΩǎ 

ŀƭƳƻǎǘ ƭƛƪŜ ƛǘΩǎ ǘŀƭƪƛƴƎ ǘƻ ƳŜ ǎŀȅƛƴƎΣ ²ǊŜƴΣ ȅƻǳ ƴŜŜŘ ǘƻ ŦƛƴŘ ŀƴƻǘƘŜǊ ǿŀȅ ƛƴΦ 

Á Command [open or move door]: The door is locked. 

Á Command [unlock door]: L ŘƻƴΩǘ ƘŀǾŜ ŀ ƪŜȅ ǘƻ ǘƘƛǎ ŘƻƻǊΦ 

Á Command [break door]: If I had a thousand years to scratch away at that 

padlock with my clock key ς or maybe only a hundred with something better ς I 

mƛƎƘǘ ōŜ ŀōƭŜ ǘƻ ƎŜǘ ǘƘǊƻǳƎƘ ǘƘŀǘ ƛǊƻƴ ōŀǊΦ .ǳǘ ǿƘŀǘΩǎ ŦƻǊƎŜŘ ƭŀǎǘǎΣ ŀǎ ǘƘŜ !ōōƻǘ 

ǎŀȅǎΣ ŀƴŘ L ǿŀǎƴΩǘ ŦƻǊƎŜŘΦ 

Á Command [Unlock/Break door with wrench]: It might be a good wrench but I 

Ŏŀƴ ƘŀǊŘƭȅ ōŀǘǘŜǊ Ƴȅ ǿŀȅ ǘƘǊƻǳƎƘ ƛǊƻƴ ǿƛǘƘ ƛǘΣ Ŏŀƴ LΚ ! ōƻƻǘΩǎ ƴƻ ƎƻƻŘ ŦƻǊ a 

butter-knife, as they say. 

4. North Side  

o Description: The north side of the warehouse is wooden boards covered with rubble as 

far as I can see, like the warehouse to the south had been built on the ruins of some 

older larger building. Skirting round the warehouse to east or west will mean picking my 

way through clumps of brick and razor-sharp cement and in the scrappy moonlight I can 

barely see my own feet. 

²ƘƛŎƘ ŀƭƭ ƳŜŀƴǎΣ ƛŦ ǘƘŜȅ ǳƴƭŜŀǎƘ ǘƘŜ ŘƻƎǎ ƻƴ ƳŜΣ ǘƘƛǎΩŘ ōŜ ŀ ǘŜǊǊƛōƭŜ ǇƭŀŎŜ ǘƻ ǘǊȅ ŀƴŘ 

run. 

o CommanŘ ώάǊǳƴέϐΥ A terrible place. 

o Command [Go east:] To Dock 

o Command [Go west:] To front Door 

o Command [Go north:] The rubble gets thicker and higher in that direction. 

o Object: Warehouse 
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Á Same as before. 

o Object: Junk 

Á Description: ά²ƛǘƘƻǳǘ ƻǊŘŜǊ ǘƘŜǊŜ ƛǎ ǘŀǊŘƛƴŜǎǎΣέ ǘƘŜȅ ǎŀȅΥ ǿŜƭƭΣ ǘƘƛǎ ǇƭŀŎŜ ƛǎ ǎƻ 

tardy that by the time it got here it was a ruin. Dark shadows and broken bricks. 

[if the Wrench has never been taken] And a gleam of metal ς looking closer I 

spy a good quality wrench.  

o Object: Wrench 

Á Description: A wrench. Not a holy tool but a pretty good one all the same. Why 

ŀƴȅƻƴŜ ǿƻǳƭŘ ƭŜŀǾŜ ƛǘ ƻǳǘ ƘŜǊŜ ǘƻ Ǌǳǎǘ ƛǎ ōŜȅƻƴŘ ƳŜΦ L ŎŀƴΩǘ ƘŜƭǇ ŎƘŜŎƪƛƴƎ ǘƘŜ 

ǘƻǇ ŦƻǊ ōƭƻƻŘǎǘŀƛƴǎ ōǳǘ ƻŦ ŎƻǳǊǎŜ ƛǘΩǎ ōŜŜƴ ƻǳǘ ƛƴ ǘƘŜ ǊŀƛƴΧ 

Á Command [take Wrench]: 

¶ Move Wrench into Player Inventory.  

¶ LǘΩǎ ŀ ƎƻƻŘ ǿŜƛƎƘǘȅ ǿǊŜƴŎƘΣ ŀǎ ǎŀǘƛǎŦȅƛƴƎ ǘƻ ƘƻƭŘ ŀǎ ŀ ǘƘƛƎƘ-joint of 

lamb. 

Á bh¢9Υ 5ƻƴΩǘ ƳŜƴǘƛƻƴ ǘƘƛǎ ƛƴ ǘƘŜ ǊƻƻƳ ŘŜǎŎǊƛǇǘƛƻƴΣ ǘƘŜ tƭŀȅŜǊ ǎƘƻǳƭŘ ƘŀǾŜ ǘƻ 

examine Junk first to realize this is there. 

5. Dock 

o Description: 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 

ŎƻǳǊǎŜ ƛǘΩǎ ŎƭƻǎŜŘ ς solid iron and locked with a metal bar. 

I could skirt the building to the north and south so long as I kept my balance. The water 

ƭƻƻƪǎ ƭƛƪŜ ƛƴƪ ŀƴŘ ƛǘΩǎ ōǳōōƭƛƴƎ ǎƭƛƎƘǘƭȅΦ ¢ƘŜǊŜΩǎ ǇǊƻōŀōƭȅ ŀ ŎǊƻŎƻŘƛƭŜ Řƻǿƴ ǘƘŜǊŜΣ 

watching me right now. 

o Command [go east from Dock]: Try entering the door. 

o Command [go west/down from Dock or Dive from Dock]:  Try entering the river. 

o Command [Go north]: To North Side 

o Command [Go south]: To South Side 
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o Object: Warehouse 

Á Same as before 

o Object: Door 

Á Description: The door is made of heavy iron plates. It might slight up towards 

ǘƘŜ ǊƻƻŦ ƛǘ ǿŀǎƴΩǘ ƭƻŎƪŜŘ Řƻǿƴ and about as heavy as the crescent moon. 

Á Command [open or move door]: The iron door is firmly locked. 

Á Command [unlock door]: L ŘƻƴΩǘ ƘŀǾŜ ŀ ƪŜȅΦ ! ƪŜȅ ŦƻǊ ǘƘƛǎ ŘƻƻǊ ǿƻǳƭŘ ōŜ 

ƳŀǎǎƛǾŜΦ L ǇǊƻōŀōƭȅ ŎƻǳƭŘƴΩǘ ŜǾŜƴ ŎŀǊǊȅ ǘƘŜ ƪŜȅ ƛŦ L ƘŀŘ ƛǘΦ 

Á Command [break door]: Same as previous door object. 

o Object: Dock 

Á Description: A small loading dock ς just some mooring posts on the planking 

and a ramp going into the water. 

Á Command [Put something on dock]: Drop object instead. 

o Object: River 

Á Description: The wide River Thymes disappears into the darkness like someone 

had knocked a water-glass over a map of the town. On the other side are bright 

ƭƛƎƘǘǎ ŀƴŘ ŦƛƴŜ ōǳƛƭŘƛƴƎǎΥ ǘƘŀǘΩǎ tŀƭŀǘƛƴŜ Iƛƭƭ ōǳƛƭǘ ǊƛƎƘǘ ōȅ ǘƘŜ ǎǇǊƛƴƎǎΦ [if location 

is the Dock]The river is bubbling slightly here. 

Á Command [enter or dive into Water]:   

¶ First time: What a terrible idea. I take a deep breath and do it anyway. 

¶ Other times: I throw myself back into the horrible grimy water. 

¶ If location is the Dock, Move Player into River 2.  

¶ If the 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 ŘƻƴΩǘ ŜǾŜƴ ƪƴƻǿ Ƙƻǿ ς one foot slips and I put the other out to catch myself 

only I put it on thin air and before I know it ς LΩƳ ƛƴ ǘƘŜ ǿŀǘŜǊ ƭƛƪŜ ŀ ǊƛǾŜǊ-rat! 

Move Player to River 2 

6. Ledge 

o Description: This is a narrow plank walkway on the west side of the warehouse, that 

gives me barely a hand-span between the brick wall and the dark water of the River 

Thymes. I 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. 

o Object: Warehouse 

Á Same as before 

o Object: River 

Á Same object as before. 

o Event: [The falling into the river event mentioned in the Dock is also relevant here.] 

7. River 1Υ ά¦ƴŘŜǊǿŀǘŜǊέ 

o Description: I feel like a drowning dog, splashing around in the freezing cold water. No-

one teaches clock-polishers to swim! But at least all that oil teaches you to hold your 

ōǊŜŀǘƘΣ ŀƴŘ ǿƘŀǘŜǾŜǊ ƛǘ ƛǎ LΩƳ ŘƻƛƴƎ ǿƛǘƘ Ƴȅ ƭŜƎǎ ǎŜŜƳ ǘƻ ōŜ ƪŜŜǇƛƴƎ ƳŜ Ƨǳǎǘ ōŜƭƻǿ ǘƘŜ 

surface. 

I could clamber back onto the planks to the east, or follow them ƴƻǊǘƘǿŀǊŘǎΦ .ǳǘ LΩŘ 

ōŜǘǘŜǊ ƴƻǘ Ǉǳǘ Ƴȅ ŦŜŜǘ Řƻǿƴ ōŜŎŀǳǎŜ ǿƘƻ ƪƴƻǿǎ ǿƘŀǘΩǎ Řƻǿƴ ǘƘŜǊŜΧ 

o Command [Go north:]  

Á I paddle my way along.  

Á To River 2. 

o Command [Go west, northwest:] ¢Ƙŀǘ ǿƻǳƭŘ ǘŀƪŜ ƳŜ ƻǳǘ ƛƴǘƻ ǘƘŜ ǊƛǾŜǊΦ L ŎŀƴΩǘ ǎǿƛƳΣ 

remember? 
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o Command [Go southeast, southwest, south, northeast:] That way would take me under 

ǘƘŜ ŘƻŎƪΣ ǿƘƛŎƘ ŘƻŜǎƴΩǘ ǎƻǳƴŘ ǎŀŦŜ ŀǘ ŀƭƭΦ 

o Event [every three turns while in River 1 or River 2]: LǘΩǎ ƎŜǘǘƛƴƎ ƘŀǊŘŜǊ ǘƻ ƘƻƭŘ Ƴȅ 

ōǊŜŀǘƘ Řƻǿƴ ƘŜǊŜΧ 

o Event [every four turns while in River 1 or River 2]:  

Á First time: My lungs are getting fully-wound: kicking and flailing I get up to the 

surface and drag myself out. 

Á Others: I need to breath again, so I pull myself back up. 

Á If player in River1, Move Player into Ledge. 

Á If player in River 2, move player to Dock. 

o Command [go East]:  

Á First time: Grabbing onto one of the poles supporting the dock I pull myself 

back up. 

Á Others: I pull myself back out, [one of]teeth chattering[or]dripping[or]spitting 

water[or]shivering[at random]. 

Á If player in River1, Move Player into Ledge. 

Á If player in River 2, move player to Dock. 

8. River 2Υ ά¦ƴŘŜǊǿŀǘŜǊΣ ōȅ ǘƘŜ 5ƻŎƪέ 

o Description: ¢Ƙƛǎ ƛǎ ƭƛƪŜ ōŜƛƴƎ ƛƴ ƻƴŜ ƻŦ /ƘŜŦΩǎ ǘǊƛŦƭŜǎΥ ōƭŀŎƪ ƧŜƭƭȅ ǎƘŜŜǘ ŀōƻǾŜ ŀƴŘ ƳǳŎƪȅ 

ŎǳǎǘŀǊŘ ōŜƭƻǿΦ LΩƳ ƘƻƭŘƛƴƎ Ƴȅ ōǊŜŀǘƘ ŀƴŘ ǘǊȅƛƴƎ ǘƻ ǎŜŜ through the muck. The ramp 

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 : Same events as in River 1 apply. (with a combined timer) 

o Command [Go south:] 

Á I paddle my way through the water. 

Á To River 1 
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o Command [Go west, southwest, northwest, north:] That would take me out 

ƛƴǘƻ ǘƘŜ ǊƛǾŜǊΦ L ŎŀƴΩǘ ǎǿƛƳΣ ǊŜƳŜƳōŜǊΚ 

o Command [go southeast]: That 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. 

o Command [go Northeast from River 2]: Same as Command [enter Drain] below. 

o Object: Pipe 

Á Description: The pipe emerges from the under the dock somewhere and 

ŘƛǎŀǇǇŜŀǊǎ ƻŦŦ ƛƴǘƻ ǘƘŜ ǊƛǾŜǊΦ ¢ƘŜǊŜΩǎ ŀ ƘŀƛǊƭƛƴŜ ŎǊŀŎƪ ƛƴ ƛǘ ōǳōōƭƛƴƎ Ǝŀǎ ƛƴǘƻ ǘƘŜ 

water. 

Á Command [Breathe in bubbles:ϐ LǘΩƭƭ ōŜ ƎŀǎΣ ƴƻǘ ŀƛǊΗ 

o Object: Drain 

Á Description: Check Self Opened. 

¶ If Self Opened:  The drain is open ŀƴŘ ƘŀǊŘƭȅ ƭƻƻƪǎ ǿŜƭŎƻƳƛƴƎΦ LǘΩǎ ŀ 

dark hole leading northeast into the embankment under the dock. 

¶ Otherwise: The drain leads into the embankment under the dock. The 

cover it held in place by [Drain Counter] bolt[s]. 

Á Command [enter Drain]: Check Self Opened 

¶ If Self Opened = True:  

o L ǎǉǳƛǊƳ Ƴȅ ǿŀȅ ƛƴǎƛŘŜΦ LǘΩǎ ƴŀǊǊƻǿΣ ƴƻǘ ŜƴƻǳƎƘ ǊƻƻƳ ǘƻ ǘǳǊƴ 

ǊƻǳƴŘΦ ¢Ƙŀǘ ŘƻŜǎƴΩǘ ǎŜŜƳ ƭƛƪŜ ŀ ǇǊƻōƭŜƳ ǳƴǘƛƭ L ǊŜƳŜƳōŜǊ ǘƘŀǘ 

LΩƳ ǳƴŘŜǊǿŀǘŜǊ ŀƴŘ ǘƘŜ ǎŜŎƻƴŘ ƘŀƴŘΩǎ ǘƛŎƪƛƴƎ ǘƛƭƭ L Ǌǳƴ ƻǳǘ ƻŦ ŀƛǊΦ 

L ǇǳǎƘ ŦƻǊǿŀǊŘǎΥ ǘƘŜǊŜΩǎ Ƨǳǎǘ ƳŜΣ ǘƘŜ Ƴetal walls and the 

pounding of my heart like a massive drum. 

Luckily the drain tilts up a little. My lips break the surface and 

LΩƳ ǎƻ ǊŜƭƛŜǾŜŘ L ŦŜŜƭ ƭƛƪŜ ŎǊȅƛƴƎΦ  

o Move Player into Drain 

¶ Otherwise: The drain cover is closed. 
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Á Command [open Drain]: L ŎŀƴΩǘ turn bolt with my bare hands. 

Á Command [open Drain with Wrench]: Check Self Counter. 

¶ Reduce Self Counter by 1 

o 1st: Using the wrench underwater is like trying to run with pins-

and-needles in your feet. But I do get the bolt loose. It sinks 

down out of sight into the mud. 

o 2nd: Another of the bolts comes free. 

o 3rd: ¢ƘŀǘΩǎ ƘŀƭŦ ǘƘŜ ōƻƭǘ ǳƴŘƻƴŜ ƴƻǿΦ L ƻƴƭȅ ƘƻǇŜ ǘƘƛǎ ŘǊŀƛƴ ƎƻŜǎ 

somewhere useful! 

o 4th: One more to go! 

o 5th: ¢ƘŀǘΩǎ ƛǘΗ ¢ƘŜ ƭŀǎǘ ōƻƭǘ Ŧŀƭƭǎ ƛƴǘƻ ǘƘŜ ƳǳŎƪΣ ŀƴŘ ǿƛǘƘ ŀ ƭƛǘǘƭŜ 

encouragement the drain cover follows. 

o If 5th printed, Set Self Opened = True. 

Á Counter = 5 (initial value, changed by command above) 

Á Opened = False (initial value, changed by command above) 

9. Drain 

o Description: ¢ƘŜ ŘǊŀƛƴΩǎ ƘŜŀŘƛƴƎ ǳǇǿŀǊŘǎ ŀƴŘ LΩǾŜ ŦƻǳƴŘ ŀƛǊ ŀōƻǾŜ ƳŜΣ ŀ ƭƛǘǘƭŜ ǇƻŎƪŜǘ ƻŦ 

it, like I was an ant trapped inside a spirit level. [if grate Undiscovered] .ǳǘ LΩƳ 

ōǊŜŀǘƘƛƴƎΣ ǎƻ ŜƛǘƘŜǊ ǘƘŜǊŜΩǎ ǎƻƳŜ ƪƛƴŘ ƻŦ ƎǊŀǘŜ ŀōƻǾŜ ƳŜ ƻǊ ǘƘŜ ŀƛǊ ǿƛƭƭ ŜǾŜƴǘǳŀƭƭȅ ǘǳǊƴ 

as staƭŜ ŀǎ ǇǊƛǎƻƴŜǊΩǎ ōǊŜŀŘΦ [otherwise] Above me is a grate. 

o Command [go Up from Drain]: 

Á If grate Discovered = true: I push my way up through the grate and out of the 

water. 

Á Otherwise: ¢ƘŜǊŜΩǎ ǎƻƳŜ ƪƛƴŘ ƻŦ ƎǊŀǘŜ ŀōƻǾŜ ƳŜΦ L ǇǳǎƘ ƛǘ ƻǇŜƴ ŀƴŘ Ƙŀǳƭ ƳȅǎŜƭŦ 

up into a wide room. 

Á Now Grate Discovered = TRUE. Move Player into Loading. 

o Object: Grate / Air pocket 
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Á Discovered = FALSE. 

Á Description:  

¶ Discovered = TRUE. 

¶ ¢ƘŜǊŜΩǎ ǎƻƳŜ ƪƛƴŘ ƻŦ ƎǊŀǘŜ ŀōƻǾŜ ƳŜΗ 

Á Command [open Grate]: Same as Going UP. 

9. Loading 

o Description: LΩƳ ƛƴǎƛŘŜ ǘƘŜ ǿŀǊŜƘƻǳǎŜ ōǳǘ ǘƘŜǊŜΩǎ ƴƻ ǎƛƎƴ ƻŦ ǘƘŜ CƛƎǳǊŜΦ hǊ ŀƴȅƻƴŜ ŜƭǎŜΦ 

Or anything. The warehouse may be massive but it seems to be completely empty [if 

WarehouseDoor = OPEN], just that crate blocking the drain[otherwise], one huge crate 

wrapped all round with thick iron chains[end if] and some piles of debris like those 

ƻǳǘǎƛŘŜΦ ¢ƘŜǊŜΩǎ ŜƴƻǳƎƘ ŦƭƻƻǊ ǎǇŀŎŜ ŦƻǊ ŀ ƎŀƳŜ ƻŦ ŎƭƻŎƪōŀƭƭΣ ŎƻƴǘƛƴǳƛƴƎ ƻŦŦ ǘƻ ǘƘŜ ǎƻǳǘƘΦ  

About halfway down is the large metal door I saw from the dock. Above it a fat pipe 

crosses from wall to wall. The drain I came up from is by the north wall. 

o Command [go down from Loading]: Same as ENTER DRAIN. 

o Object: Drain 

Á Description: I suppose if they load things from boats into here at high tide then 

ǘƘŜ ŦƭƻƻǊ ƳƛƎƘǘ ƎŜǘ ǇǊŜǘǘȅ ǿŜǘΦ ¢ƘŀǘΩǎ ǿƘȅ the needed such a large drain. 

Á Command [enter Drain]: Check if Player is carrying any HeavyObjects or Rope 

¶ If Player Inventory contains Ladder or Rope: Not carrying [the Heavy 

Object] L ŎŀƴΩǘΗ 

¶ If the WarehouseDoor is Open, disallow.  

o L ŎŀƴΩǘΦ ¢ƘŜ ŎǊŀǘŜ ƛǎ completely blocking the drain. Next high 

tide, this place is going to flood. 

¶ Otherwise:  

o I suppose the water-Ǌŀǘǎ ŘƛŘƴΩǘ ƎŜǘ ŀ ŎƘŀƴŎŜ ǘƻ Ŝŀǘ Ƴȅ ǘƻŜǎ ƭŀǎǘ 

time. I drop back into the water of the drain. 

o Move Player into Drain. 
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o Object: Junk 

Á Description: Broken stone, wooden beams, piles of ceramic tile and guttering, 

things like that. If Rope Location = Loading: A massive coil of rope.If Ladder 

Location = Loading: A long ladder. 

Á Command [take or move Junk]:  /ƭŜŀǊƛƴƎ ǳǇ ƛƴ ƘŜǊŜ ƛǎƴΩǘ ƎƻƛƴƎ ǘƻ ƘŜƭǇ ƳŜ ǎǘƻǇ 

the Figure. 

o Object: Ladder 

Á Room Description:  

¶ If JUNK not examined, print no room description. 

¶ If Self Placed = True A long ladder leans against the wall below the pipe. 

¶  If Self Stuck = True The ladder leads from the platform to the earth 

floor below. 

¶ Otherwise: ¢ƘŜǊŜΩǎ ŀ ƭƻƴƎ ƭŀŘŘŜǊ ƘŜǊŜΦ 

Á Description: A long wooden ladder, the sort of thing I could carry around so long 

as there was no-one about to crash into. 

¶  If Self Placed = True, append: The ƭŀŘŘŜǊΩǎ ǇǊƻǇǇŜŘ ǳƴŘŜǊƴŜŀǘƘ ǘƘŜ 

pipe. 

¶  If Self Stuck = True, append: The ladder leads down from the platform. 

Á Placed = false (initial value, changed by Command [put Ladder]) 

Á Stuck = false (initial value, changed by Command [put Ladder] in Gas Platform) 

Á Command [climb Ladder]: Check Self Placed and Self Stuck 

¶ If Self Placed = false AND Self Stuck = False: Disallow. The ladder 

ŘƻŜǎƴΩǘ ŜȄŀŎǘƭȅ Ǝƻ ŀƴȅǿƘŜǊŜ ŀǘ ǘƘŜ ƳƻƳŜƴǘΦ 

¶ Otherwise, check Ladder Location. 

o If Ladder Location = Loading or Storage: The ladder puts me in 

reach of the pipe. 
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o If Ladder Location = Gas Platform:  

Á Do GO DOWN instead. (See Gas Platform object). 

Á Command [put or stand Ladder]: Same as Command [put or stand Ladder 

against NorthPipe, SouthPipe or Railing] below. 

Á Command [put or stand Ladder against NorthPipe, SouthPipe or Railing]: 

Check Player Location. 

¶ If Player Location = Loading or Storage:  

o Set Self Placed = True. Move Ladder into Player Location. 

o First time: Waving this ladder around is like trying to repair a 

differentiator in a pocket water with nine foot wooden arms. 

LΩƳ ŀƭƭ ƻǾŜǊ ǘƘŜ ǇƭŀŎŜ ŀƴd only after making a noise louder than 

the midday chimes do I get it up against the wall, by the pipe. 

If the Figure is here somewhere then I might as well have rung a 

doorbell. 

o Other times: I get the ladder into place under the pipe. 

¶ If Player Location = Gas Platform: Check Gas Platform Lit. 

o If Gas Platform Lit = True:  

Á Set Self Stuck = True. Move Ladder into Player 

Location. 

Á Lǘ ǘŀƪŜǎ ŀ ǎƳŀƭƭ ŀǊƳȅ ƻŦ ²ǊŜƴΩǎ ŀƭƭ ǿƻǊƪƛƴƎ ǘƻƎŜǘƘŜǊΣ ōǳǘ 

eventually I get the ladder over the side and pointing 

down towards the rock floor below. Then I let go and it 

lands with a crash. 

None of the metal men react. 

o Otherwise: Disallow. 

Á LǘΩǎ ŦŀǊ ǘƻƻ ŘŀǊƪ to go waving the ladder around in here. 

LΩŘ ǇǊƻōŀōƭȅ ƪƴƻŎƪ ƳȅǎŜƭŦ ƻǳǘΦ 
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Á Command [take Ladder]: Check Self Stuck and check if Player Inventory 

contains any HeavyObjects. 

¶ If Ladder Stuck = True: The ladder has dropped almost out of reach. 

¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ L could get it back up here. 

¶ Otherwise, move Ladder into Inventory. Set Ladder Placed = False. 

o First: I stick the ladder under my arm. I must look like a rat 

stealing a baguette stick. 

o Others: I take hold of the ladder again. 

o Object: NorthPipe 

Á Description: TƘŜ ǇƛǇŜΩǎ ŀ ŦŀƛǊ ŦŜǿ ŦŜŜǘ ǳǇ ǘƘŜ ǿŀƭƭΦ ²Ƙŀǘ ƛǘΩǎ ŦƻǊ ƛǎ ŀƴȅƻƴŜΩǎ 

guess. [if location segment of Rope is coiled] The rope passes over it. 

Á Command [interact]: 

¶ If ladder Placed and in location: I could scramble up the ladder and 

reach the pipe. 

¶ NOTE: This shoǳƭŘƴΩǘ ōƭƻŎƪ ŀŎǘǳŀƭƭȅ ƛƴǘŜǊŀŎǘƛƴƎ ǿƛǘƘ ǘƘŜ ǇƛǇŜΣ ŜƎΦ ¢ƻ 

the put the rope over it! 

¶ Otherwise, ¢ƘŜ ǇƛǇŜΩǎ ƻǳǘ ƻŦ Ƴȅ ǊŜŀŎƘΦ 

o Object: Door 

Á Description: The huge metal door is made of sliding iron bars that could be 

lifted up if, say, I was a twelve foot Hotlands warrior. 

Á Command [open or move door]: 5ƻ ȅƻǳ ǘƘƛƴƪ LΩŘ ƭŜǘ 5ǊŀƪŜ ŀƴŘ /ŀƭǾƛƴ Ƙƛǘ ƳŜ ǎƻ 

hard if I was strong enough to lift this door? 

Á Command [unlock door]: L ŘƻƴΩǘ ƘŀǾŜ ŀ ƪŜȅΦ 

Á Command [break door]: L ŘƻƴΩǘ ǎǘŀƴŘ ŀ ŎƘŀƴŎŜΦ 

 

o Object: Rope 
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Á Description: An enormous coil of rope, maybe enough to cross the Thymes and 

back.  

¶ !ǇǇŜƴŘ wƻƻƳ 5ŜǎŎǊƛǇǘƛƻƴ ƻŦ ǊƻǇŜΣ ǘƻ ŘŜǎŎǊƛōŜ ǘƘŜ ǊƻǇŜΩǎ ŎǳǊǊŜƴǘ 

position. 

Á The rope is a complex object, modeled by three pieces: a Player Piece, a North 

End piece and a South End piece. The 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 (the North in Loading and the 

South in Storage) or absent. Note that the North End piece can never be in the 

southern location, or the Player Piece on the floor. 

Á Using this information the rules below work out what state the rope is in and 

hence what an ŀǇǇǊƻǇǊƛŀǘŜ ǊŜǎǇƻƴǎŜ ƛǎΦ ό{L59 bh¢9Υ Lƴ ŘŜǎƛƎƴƛƴƎ ǘƘƛǎ LΩǾŜ 

knocked up a brief I7 model, if Graeme wants to see it ς JI). 

Á The player should not be able to refer to the three pieces independently. They 

ŀƭƭ ƘŀǾŜ ǘƘŜ ƴŀƳŜ άǊƻǇŜέ ŀƴŘ ŘƛǎŀƳōƛƎǳŀǘƛƻƴ ǊǳƭŜǎ ŎƻǾŜǊ the selection of the 

right object. 

Á wǳƭŜǎ ǊŜŦŜǊ ǘƻ ǘƘŜ άwƻǇŜ ǎŜƎƳŜƴǘ ƻŦ ǘƘŜ ŎǳǊǊŜƴǘ ƭƻŎŀǘƛƻƴέ ŀƴŘ ǘƘŜ άwƻǇŜ 

ǎŜƎƳŜƴǘ ƻŦ ǘƘŜ ƻǘƘŜǊ ƭƻŎŀǘƛƻƴέ ǘƻ ƳŜŀƴ ǘƘŜ bƻǊǘƘ tƛŜŎŜ ƻǊ {ƻǳǘƘ tƛŜŎŜΣ 

depending on where the player is. 

Á Both Coiled and Tied flags start off as false (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). 

Á Room descriptions of the rope: 

¶ Should be built from the following information: 

¶ If the Player Piece is held: LΩƳ ƘƻƭŘƛƴƎ ΦΦ 

o If the other room contains no rope segments or the 

ǎŜƎƳŜƴǘ ƻŦ ǘƘŜ ŎǳǊǊŜƴǘ ǊƻƻƳ ƛǎ ƴƻǘ ¢ƛŜŘΥ άƻƴŜ ŜƴŘέ 

ƻǘƘŜǊǿƛǎŜ άǘƘŜ ƳƛŘŘƭŜέ  

o ...of a long rope. 
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¶ Otherwise begin: ¢ƘŜǊŜΩǎ ŀ ƭƻƴƎ ƭŜƴƎǘƘ ƻŦ ǊƻǇŜ ƘŜǊŜΦ 

¶ LǘΧ 

o If the segment of the location is Tied, text: is tied to 

ώƻōƧŜŎǘ ƛǘΩǎ ǘƛŜŘ ǘƻϐ ŀƴŘΧ 

o If the segment is Coiled, text: is looped over a pipe near 

ǘƘŜ ŎŜƛƭƛƴƎ ŀƴŘΧ 

o If the segment is not tied and not coiled and the Player 

piece is not held and the other room contains no 

segment, text: ƛǎ ŎƻƛƭŜŘ ǳǇ ƻƴ ǘƘŜ ƎǊƻǳƴŘ ŀƴŘΧ 

o If the other room contains a rope segment and the 

segment of the other room is Coiled, text: disappears to 

the [direction to the other room] at a sharp angle up 

ǘƻǿŀǊŘǎ ǘƘŜ ǊƻƻŦΦ Lǘ Χ 

o If the other room contains a segment and it is not Coiled, 

text: snakes away to the [direction to the other room]Φ LǘΧ 

o To finish off: looks far too heavy for me to carry, but I 

could probably drag it around. 

Á Command [take Rope]:  

¶ 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. Text: L ŎƻǳƭŘƴΩǘ ŎŀǊry the 

ǿƘƻƭŜ ǊƻǇŜΦ LǘΩǎ ǘƘŜ ǎƛȊŜ ƻŦ ǘǿƻ ƻŦ ƳŜΗ 

¶ Otherwise, if the Player Piece is held, do pulling the rope 

instead. (See rules below.) 

¶ LŦ ǘƘŜ ǎŜƎƳŜƴǘ ƻŦ ǘƘŜ ƭƻŎŀǘƛƻƴ ƛǎ ƴƻǘ ƛƴ ǘƘŜ ƭƻŎŀǘƛƻƴΥ όǘƘŜǊŜΩǎ ƴƻ ǊƻǇŜ 

visible on the floor ς ǎƘƻǳƭŘ ōŜ ƛƳǇƻǎǎƛōƭŜ ōŜŎŀǳǎŜ ǘƘŜ ǊƻǇŜΩǎ ƻǳǘ ƻŦ 

scope, of course!): disallow. Text: ¢ƘŜǊŜ ƛǎƴΩǘ ŀƴȅ ǊƻǇŜ ƘŜǊŜΗ  
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¶ If the segment of the location is not Tied and segment of the other 

room is absent (the rope is loose on the floor:) move Player Piece to 

inventory. Text: I pick up on end of the long rope. 

¶ If the segment of the location is Tied and segment of the other room is 

absent (the player takes the other end): move Player Piece to 

inventory. Text: LΩǾŜ ǇƛŎƪŜŘ ǳǇ ǘƘŜ ƻǘƘŜǊ ŜƴŘ ƻŦ ǘƘŜ ƭƻƴƎ ǊƻǇŜΦ 

¶ Otherwise: move player Piece to inventory. Text: I take hold of 

the middle of the rope. 

Á Command [moving between the two locations while the Player Piece is 

held by the player:] Follow the following rules: 

¶ LŦ ǘƘŜ ǇƭŀȅŜǊΩǎ ǘǊȅƛƴƎ ǘƻ ƳƻǾŜ ƻǳǘǎƛŘŜ {ǘƻǊŀƎŜ ƻǊ [ƻŀŘƛƴƎΣ 

disallow. Text: ¢ƘŜ ǊƻǇŜΩǎ ǘƻƻ ōǳƭƪȅ ŦƻǊ ǘƘŀǘΗ 

¶ If the other location contains a rope segment and the segment of 

this location is Coiled or Tied (the rope is already stretched 

between two locations and the player is not gathering it back 

up): remove the Player Piece from the player. Text: First I let go 

of the rope. 

¶ If the segment of the location is not Coiled and not Tied and the 

other room contains a rope segment (the player is carrying the 

rope back up into one location): ǊŜƳƻǾŜ ǘƘŜ ŎǳǊǊŜƴǘ ƭƻŎŀǘƛƻƴΩǎ 

rope segment. Text: I haul the rope back along the floor, coiling it 

up as I go. 

¶ Otherwise (the other location cannot contain a rope segment! 

So drag one over:) move the ƻǘƘŜǊ ǊƻƻƳΩǎ ǊƻǇŜ ǎŜƎƳŜƴǘ ƛƴǘƻ 

play. Text: I drag the rope out along the floor behind me. 

Á Command [drop Rope]:  

¶ If ǘƘŜ tƭŀȅŜǊ tƛŜŎŜ ƛǎ ƴƻǘ ƛƴ ǘƘŜ ǇƭŀȅŜǊΩǎ  ƛƴǾŜƴǘƻǊȅΥ ŘƛǎŀƭƭƻǿΥ LΩƳ ƴƻǘ 

holding the rope! 

¶ LŦ ǘƘŜ ƭƻŎŀǘƛƻƴ Ƙŀǎ ƴƻ ǊƻǇŜ ǎŜƎƳŜƴǘ όbƻǘŜΥ L ŘƻƴΩǘ ǘhink this is 

ǇƻǎǎƛōƭŜΣ ōǳǘ ƭŜǘΩǎ ŎƻǾŜǊ ƛǘ ŀƴȅǿŀȅΦ ¢ƘŜ ǊƻǇŜ ŎŜǊǘŀƛƴƭȅ ŎŀƴΩǘ ōŜ 
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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. Text: I drop the end 

of the rope to the floor. 

¶ Otherwise remove the Inventory Piece from the inventory. Text: I let 

go of the rope. 

Á Command [pull Rope]: First we check plot-specific points, then general rope-

management behaviour. 

¶ If the Player Piece is not held: Try auto-taking the rope. If you 

can, continue. If not, fail here. 

¶ If WarehouseDoor Opened = True: Disallow. Text: The rope is already 

ŀǎ ǘŀǳǘ ŀǘ ƛǘΩƭƭ ƎƻΣ ƘƻƭŘƛƴƎ ǘƘŀǘ ŘƻƻǊ ƻǇŜƴΗ 

¶ Otherwise, If South Piece Tied = True AND no rope segments are 

Coiled: Text:  

o First time: L Ŏŀƴ Ǉǳƭƭ ŀƭƭ L ƭƛƪŜΣ ōǳǘ LΩƳ ƴŜǾŜǊ ƎƻƛƴƎ ǘƻ Ƨǳǎǘ 

Ǉǳƭƭ ǘƘŜ ŘƻƻǊ ŀǿŀȅ ŦǊƻƳ ǘƘŜ ǿŀƭƭΦ LǘΩǎ ǎǳǇǇƻǎŜŘ ǘƻ ƳƻǾŜ 

upwards, like someone was pulling it from above! 

o Others: I need to get that rope to pull upwards, not along 

the floor! 

¶ Otherwise, If South Piece Tied = True AND at least one rope 

segment is Coiled: Text:  

o First time: ¢ƘŜǊŜΩǎ ŀ ǘƛƴȅ ƳƻƳŜƴǘ ǿƘŜƴ L ǘƘƛƴƪ LΩƳ ŀŎǘǳŀƭƭȅ 

doing some good, before I try just hanging with all my 

weight on the rope. And that does no good. So what more 

can I do? 

o Others: LΩƳ ǎƛƳǇƭȅ ƴƻǘ ƘŜŀǾȅ ŜƴƻǳƎƘ ǘƻ ƎŜǘ ǘƘŀǘ ŘƻƻǊ ǘƻ 

shift. I need something heavier than it. A battleship 

maybe, or a small moon. 
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¶ If the North Piece Tied and South Piece Tied, text: I tug one way 

and the other. Both ends of this rope are firmly tied. 

¶ If the other location contains no rope segment and the segment 

of the location is tied: This end is firmly tied. 

¶ If the other location contains no rope segment and the segment 

of the location is coiled: Now the segment is not coiled. Text: I 

pull the rope clear from the pipe. It whips the floor with a 

vengeance. 

¶ If the other location contains no rope segment: The free end of 

the rope waggles around the floor. 

¶ If the rope segment of the other location (it must have one!) is 

tied: The other end of the rope is firmly tied. 

¶ 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 

other room. Text: ¢ƘŜǊŜΩǎ ŀ ǘƘǳƳǇ ŀǎ ǘƘŜ ƻǘƘŜǊ ŜƴŘ ƻŦ ǘƘŜ ǊƻǇŜ 

uncoils from the pipe. I drag it back across the floor and gather it 

up. 

¶ Otherwise (the other segment has an unattached rope): remove 

the rope segment from the other location. Text: I pull the rope 

back over from the other end of the long room. 

Á Command [put Rope onto ANYTHING EXCEPT: NorthPipe, SouthPipe,]: 

Disallow. ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ǘƻ ƭƻƻǇ ǘƘŜ ǊƻǇŜ ƻǾŜǊ ƻƴ ǘƘŀǘΗ 

Á Command [tie Rope onto ANYTHING EXCEPT: Crate or WarehouseDoor]: 

Disallow. ¢ƘŜǊŜΩǎ ƴƻǿƘŜǊŜ ǘƻ ǘƛŜ ǘƘŜ ǊƻǇŜ ǘƘŀǘΩŘ ōŜ ŀƴȅ ǳǎŜΗ 

Á Command [put or tie Rope onto NorthPipe or SouthPipe]: For the following 

checks, we are considering the Coiled and Tied of the current room segment if 

not otherwise stated 

¶ If Coiled = True: Disallow. LΩŘ Ǝŀƛƴ ƴƻǘƘƛƴƎ ŦǊƻƳ ǿƛƴŘƛƴƎ ǘƘŜ ǊƻǇŜ ŀƴȅ 

further around the pipe! 
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¶ If Tied = true and the segment of the other room is Tied: 

Disallow. Text: Both ends already tied down! 

¶ If Tied = true and the other room contains a segment: Disallow. 

Text: LΩǾŜ ƻƴƭȅ Ǝƻǘ ǘƘŜ ƳƛŘŘƭŜ ƻŦ ǘƘŜ ǊƻǇŜΣ ƴƻǘ ŀ ŦǊŜŜ ŜƴŘΦ 

¶ If the Inventory Piece is ƴƻǘ ƛƴ ǘƘŜ ǇƭŀȅŜǊΩǎ ƛƴǾŜƴǘƻǊȅΥ ¢Ǌȅ ŀǳǘƻ-

taking the rope. If fails, stop here. If succeeds, continue. 

¶ If Ladder Placed = False: disallow.  

o First time: I try slinging the rope up in the air and over the 

pipe ς ƴƻ ǎǳŎŎŜǎǎΦ LǘΩǎ ǘƻƻ ƘŜŀǾȅ ŦƻǊ ƳŜ ǘƻ ƎŜǘ ƛǘ ŀƴȅ 

ŘƛǎǘŀƴŎŜ ǳǇ ōŜŦƻǊŜ ƛǘΩǎ ōŀŎƪ Řƻǿƴ ƻƴ Ƴȅ ƘŜŀŘ ŀƎŀƛƴΦ 

o Others: L ŎŀƴΩǘ ǊŜŀŎƘ ǘƘŜ ǇƛǇŜ ŦǊƻƳ Řƻǿƴ ƘŜǊŜΗ 

¶ Otherwise, ladder Placed must be true:  

Á Set Coiled to True.  

Á First time: I scramble a few rungs up the ladder with the 

end of the rope looped around my neck ς not very safe, 

L ƪƴƻǿΣ ōǳǘ LΩƳ ǿƻǊƪƛƴƎ ŀǎ Ŧŀǎǘ ŀǎ L ŎŀƴΦ hƴŎŜ LΩƳ ǳǇ 

ƘƛƎƘ ŜƴƻǳƎƘ L ŎƘǳŎƪ ǘƘŜ ǊƻǇŜ ƻǾŜǊ ǘƘŜ ǇƛǇŜΦ DǊŜŀǘΦ LǘΩǎ 

now hanging down like a pulley! 

Á Others: I scramble up the ladder and toss the rope 

over the piping. 

Á Command [remove or untie Rope from NorthPipe or SouthPipe]: !ƎŀƛƴΣ ǿŜΩǊŜ 

ƎƻƛƴƎ ǘƻ ŎƘŜŎƪ ǘƘŜ ǎǘŀǘŜ ƻŦ ǘƘŜ ƭƻŎŀǘƛƻƴΩǎ ǎŜƎƳŜƴǘ ƘŜǊŜΦ 

¶ If not Coiled: ¢ƘŜ ǊƻǇŜ ƛǎƴΩǘ ƭƻƻǇŜŘ ƻǾŜǊ ǘƘŜ ǇƛǇŜ ƘŜǊŜΗ 

¶ If Tied and the segment of the other room is Tied: But both ends of the 

rope are tied down! 

¶ If Tied and the other room contains a segment:  

o Set coiled = false 
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o Remove the other location segment from play. (If it was 

coiled, set its coiled value to false). 

o IƻƭŘƛƴƎ ǘƘŜ ǊƻǇŜ Ƨǳǎǘ ōȅ ǿƘŜǊŜ LΩǾŜ ǘƛŜŘ ƛǘΣ L Ƙŀǳƭ ƛǘ ŀǊƳ 

over arm until finally it falls free of the pipe overhead. 

¶ hǘƘŜǊǿƛǎŜΣ ǿŜΩǊŜ Ƨǳǎǘ ŦǊŜŜƛƴƎ ǘƘƛǎ ŜƴŘΥ 

o Set coiled = false. 

o I pull the rope back down from the pipe. 

Á Command [put or tie Rope onto WarehouseDoor or Crate]: Values refer to 

those of the location segment unless otherwise stated. 

¶ If the Player Piece in the inventory, try auto-taking the rope. If it 

fails, stop here. If it succeeds, continue. 

¶ If Tied: LΩŘ Ǝŀƛƴ ƴƻǘƘƛƴƎ ōȅ ǘȅƛƴƎ ǘƘŜ ǊƻǇŜ ǳǇ ƛƴ ƭƻƻǇǎΦ 

¶ hǘƘŜǊǿƛǎŜΣ ǿŜΩǊŜ ƎƻƛƴƎ ǘƻ ǘƛŜ ƛǘΦ .ǳǘ ǘƘŜ ǊŜǎǳƭǘǎ ǾŀǊȅ ŘŜǇŜƴŘƛƴƎ 

on the set-up. 

o Set Tied = True. 

o If both coiled flags are false, the rope is very slack: 

Á I fasten the free end of the rope to [the object tied 

to] . [if other end is tied:] The other end is tied to 

ǘƘŜ ŎǊŀǘŜ ŀŎǊƻǎǎ ǘƘŜ ǊƻƻƳ ōǳǘ ǘƘŜǊŜΩǎ ŀƴ ŜƴƻǊƳƻǳǎ 

amount of slack in between. 

o If one coiled flag is false, the rope is quite slack: 

Á I tie off the free end of the rope to [the object tied 

to] . [if other end is tied:] The other end is tied to 

the crate across the room but despite passing over 

ƻƴŜ ƻŦ ǘƘŜ ŎŜƛƭƛƴƎ ǇƛǇŜǎ ǘƘŜǊŜΩǎ ǎǘƛƭƭ ǇƭŜƴǘȅ ƻŦ ǎƭack 

in the system. [otherwise]The other end passes 

over one of the ceiling pipes and dangles free on 
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ǘƘŜ ƻǘƘŜǊ ǎƛŘŜΦ LΩǾŜ ƳŀŘŜ ŀ ǇǳƭƭŜȅ ǎȅǎǘŜƳΣ ōǳǘ ƛǘ 

might not be enough to shift the door. 

o Therefore both ends are coiled: 

o If other end is not tied, say: I tie this end of my pulley 

system off to [the object tied to].  

o I haul down on this end of the rope, feeling the fibres 

stretch. When the whole system is as taut as I can get it, I 

loop it through [the object tied to] and tie it tighter than 

ƻƴŜ ƻŦ 5ǊŀƪŜΩs Viennese burns. As the system relaxes the 

ŘƻƻǊ ǎŜŜƳǎ ǘƻ ƳƻǾŜ ƳŀȅōŜ ŀ ǎŜŎƻƴŘΩǎ ƘŀƴŘ ŦǊƻƳ ŦƭƻƻǊΧ 

Á Command [remove or untie Rope from WarehouseDoor or Crate]:  

¶ If the segment of the location is not tied: ¢ƘŜ ǊƻǇŜ ƛǎƴΩǘ ǘƛŜŘ ǘƻ ŀƴȅǘƘƛƴƎ 

here. 

¶ If WarehouseDoor = open, disallow: The rope system is held so 

ǘƛƎƘǘ L ŎŀƴΩǘ ōŜƛƴƎ ǘƻ ƎŜǘ ǘƘŜ ƪƴƻǘǎ ǘƻ ƳƻǾŜΦ 

¶ Now the rope is not tied. 

o First time: It takes a bit of jiggling, but I work free the knot 

from [the thing tied to]. 

o Others: I work free the knot from [the thing tied to]. 

o Object: Crate 

Á Description: !ƴ ŜƴƻǊƳƻǳǎ ǇŀŎƪƛƴƎ ŎǊŀǘŜΦ ²ƘŀǘŜǾŜǊΩǎ ƛƴǎƛŘŜ Ƴǳǎǘ ōŜ ƛƳǇƻǊǘŀƴǘ 

because its wrapped around with iron security chains, almost like they were 

ŀŦǊŀƛŘ ƻŦ ǿƘŀǘŜǾŜǊΩǎ ƛƴǎƛŘŜ ōǊŜŀƪƛƴƎ ƻǳǘΦ If Rope CrateTied = True. The rope is 

tied to the crate. If WarehouseDoor Opened = True. The crate has dropped into 

the drain, blocking my way out! 

Á /ƻƳƳŀƴŘ ώƻǇŜƴ /ǊŀǘŜϐΥ 5ƛǎŀƭƭƻǿΣ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǘƻƻƭǎ ǘƻ ƻǇŜƴ ƛǘΦ 
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Á Command [take Crate]: Disallow. The crate is far too big and heavy for me to 

ŎŀǊǊȅΣ LΩŘ ƴŜŜŘ ǘƻ ōŜ ŀ Ǝƛŀƴǘ ǘƻ ŜǾŜƴ ƎŜǘ Ƴȅ ŀǊƳǎ ŀǊƻǳƴŘ ƛǘΗ .ǳǘ L ŎƻǳƭŘ ǇǊƻōŀōƭȅ 

push it along the floor a little if I needed to. 

Á Command [push Crate:] Where should I push the crate? 

Á Command [push Crate south:] I put my shoulderblades to the side of the crate 

ŀƴŘ ŘƛƎ Ƴȅ ƘŜŜƭǎ ƛƴ ŀƴŘ ƎŜǘ ƛǘ ǘƻ ƳƻǾŜ ƳŀȅōŜ ŀƴ ƛƴŎƘΧ ƴƻǘ ƳǳŎƘ ŦǳǊǘƘŜǊΦ 

!ƴƻǘƘŜǊ ƭƻƻƪ ŀǘ ǘƘŜ ǊƻƻƳ ƛǎ ŜƴƻǳƎƘ ǘƻ ŎƻƴǾƛƴŎŜ ƳŜ ǘƘŜǊŜΩǎ ƴƻ ǿŀȅ L Ŏŀƴ ǇǳǎƘ 

the crate all the way over there. 

Á Command [push Crate north / push Crate down / push crate into Drain:]  

¶ If the location rope segment is Tied but the other rope segment is not 

Tied: LΩǾŜ ŀǘǘŀŎƘŜŘ ǘƘƛǎ ǊƻǇŜ ǘƻ ǘƘŜ ŎǊŀǘŜ ōǳǘ ƛǘΩǎ ƴƻǘ ǘƛŜŘ ƻŦŦ ŀƴȅǿƘŜǊŜΣ 

ǎƻ ǎǳǊŜƭȅ LΩŘ ƭƻǎŜ ǘƘŜ ǿƘƻƭŜ ǘƘƛƴƎ ƛŦ L pushed the crate down the drain? 

¶ If no rope segments are Tied: I could push the crate down the 

ŘǊŀƛƴ ōǳǘ ǘƘŜƴ ƛǘΩŘ ōŜ ƎƻƴŜ ŀƴŘ ƛǘΩŘ ǇǊƻōŀōƭȅ ōƭƻŎƪ Ƴȅ ǿŀȅ ƻǳǘΦ 

¶ So both segments are Tied. Are they coiled? 

o If no segments are coiled: Even if the rope was taut ς 

ǿƘƛŎƘ ƛǘ ƛǎƴΩǘΣ ƴƻǘ ōȅ ŀ ƭƻƴƎ ǿŀȅ ς L ŘƻƴΩǘ ǘƘƛƴƪ ǘƘƛǎ ŎǊŀǘŜΩǎ 

heavy enough to rip the door right out of the wall.  

o If one segment is coiled: ¢ƘŜǊŜΩǎ ǎǘƛƭƭ ǎƻ ƳǳŎƘ ǎƭŀŎƪ ƛƴ ǘƘŜ 

ǊƻǇŜ ŜǾŜƴ ǿƛǘƘ ƛǘ ǇŀǎǎƛƴƎ ƻǾŜǊ ƻƴŜ ƻŦ ǘƘŜ ǇƛǇŜǎΣ ǘƘŀǘ LΩŘ 

just lose the crate down the hole if I did that. 

¶ So both are coiled. Set Warehouse Door to Open. Putting my 

shoulderblades to the side of the crate and digging my heels into 

the floorboards, I manage to move the crate a tiny inch towards 

the drain. Every inch after that is easier as more and more of the 

ŎǊŀǘŜ ƛǎ ƻǳǘ ƻŦ ŎƻƴǘŀŎǘ ǿƛǘƘ ǘƘŜ ŦƭƻƻǊΣ ǳƴǘƛƭ ǎǳŘŘŜƴƭȅ ƛǘΩǎ ƳƻǾƛƴƎ 

and I nearly fall backwards with it. The crate tumbles away into 

ǘƘŜ ŘǊŀƛƴΦ ¢ƘŜ ǊƻǇŜ ƎƻŜǎ ǘŀǳǘΦ !ƴŘ ŀŎǊƻǎǎ ǘƘŜ Ƙŀǳƭ ǘƘŜǊŜΩǎ ǘƘŜ 

ǎƻǳƴŘ ƻŦ ƳƻǾƛƴƎ ƳŜǘŀƭΧ 

10. Storage 
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o Description: This is the south end of the enormous room but it has another door to the 

east: this one less formidable-looking than the others and labeled with a sign: KEEP OUT. 

Sounds promising, even though from what I saw of the warehouse on the outside, there 

ǊŜŀƭƭȅ ŎŀƴΩǘ ōŜ ƳǳŎƘ ƳƻǊŜ ǘƻ ǘƘŜ ōǳƛƭŘƛƴƎ ŀǘ ŀƭƭΦ tŜǊƘŀǇǎ ǘƘƛǎ ƛǎ ǘƘŜ ŎǳǇōƻŀǊŘ ǿƘŜǊŜ ǘƘŜ 

Figure sleeps.  

The enormous warehouse continues back to the north towards the drain I came up by. 

¢ƘŜǊŜΩǎ ŀ ǎŜŎƻƴŘ Ŧŀǘ ǇƛǇŜ ŎǊƻǎǎƛƴƎ ǘƘŜ ǊƻƻƳ ƘŜǊŜΦ 

o Command [go East from Loading]: Same as Command [enter WarehouseDoor] in 

WarehouseDoor object, below. 

o Object: Junk 

Á Same object as before. 

o Object: SouthPipe 

Á Same as before.  

o Object: WarehouseDoor 

Á Description: The door is designed to slide up into the ceiling and in the centre of 

it is an iron ring for lifting. Presumably the Figure can just slide it up, but I 

ŎŜǊǘŀƛƴƭȅ ŎŀƴΩǘΦ If Rope DoorTied = True and Opened = FALSE: ¢ƘŜ ǊƻǇŜ LΩǾŜ Ǝƻǘ 

tied to it might help though. If Self Opened = True: LƴǎǘŜŀŘ LΩǾŜ Ǝƻǘ ǘƘŜ rope tied 

to it, and my pulley system has lifted the whole thing about two feet from the 

floor. 

Á Command [open or move, pull or lift WarehouseDoor]:  

¶ If OPEN: Lǘ ǿŀǎ ƘŀǊŘ ŜƴƻǳƎƘ ƎŜǘǘƛƴƎ ƛǘ ǘƘƛǎ ŦŀǊΗ L ǎƘƻǳƭŘƴΩǘ ōŜ ǳƴƎǊŀǘŜŦǳƭΗ 

¶ LǘΩǎ ŦŀǊ ƘŜŀǾƛŜǊ ǘƘŀƴ ƳŜΦ ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ L Ŏŀƴ ƳƻǾŜ ƛǘ ǳƴŀƛŘŜŘΦ 

Á Command [break WarehouseDoor]: Disallow. LǘΩŘ ōŜ ŜŀǎƛŜǊ ǘƻ ōǊŜŀƪ ǘƘŜ ǿŀƭƭ 

and go round. 

Á Opened = False (initial value, changed by Commands in Rope object) 

Á Command [enter WarehouseDoor]: Check Self Opened and if Ladder is in 

Player Inventory. 
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¶ If Self Opened = False: Disallow. The door is closed. And it has that sign 

ǘƘŀǘ ǎŀȅǎ Y99t h¦¢Σ ōǳǘ ƳŀȅōŜ LΩƳ ƎƻƛƴƎ ǘƻ ƛƎƴƻǊŜ ǘƘŀǘΦ 

¶ Otherwise  

o First: Lying on my belly I pull myself through the gap into 

darkness. Halfway through I have a sudden horrible image: the 

Figure, standing by the crate in the drain with a candle to the 

ǊƻǇŜ ǘƘŀǘΩǎ ƘƻƭŘƛƴƎ ǘƘŜ ŜƴƻǊƳƻǳǎ ŘƻƻǊ ŀōƻǾŜ ƳŜΦ !ǎ ǉǳƛŎƪ ŀǎ L 

can I pull myself through. 

o Others: I crawl under the door.  

o if Ladder in Player Inventory, append: Then I reach back 

through the gap and pull the ladder after me. 

o Move Player into Gas Platform. 

11.Darkness / Gas Platform 

o Description: Check Self Lit. 

Á If Self Lit = False: LΩƳ ƻƴ ǎƻƳŜ ƪƛƴŘ ƻŦ ƳŜǘŀƭ ǇƭŀǘŦƻǊƳ ƛƴ ǘƘŜ ŘŀǊƪΦ ¢ƘŜ ŎǊŀŎƪ ƻŦ 

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 

ǿŜΩǊŜ ŀōƻǾŜ ǘƘŜ ǊƛǾŜǊΦ ¢ƘŜǊŜΩǎ ǇǊƻōŀōƭȅ serpents down there, or octopuses, or 

water-camels.  

Á If Self Lit = True: LΩƳ ƻƴ ŀ ƳŜǘŀƭ ǇƭŀǘŦƻǊƳ ǘƘŀǘ ǎǘƛŎƪǎ ƻǳǘ ƻǾŜǊ ŀƴ ƛƳǇƻǎǎƛōƭȅ ƭŀǊƎŜ 

ǎǇŀŎŜΣ ǘǿƛŎŜ ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ ǿŀǊŜƘƻǳǎŜ LΩƳ ƛƴ ŀǘ ƭŜŀǎǘΦ ¢ƘŜ ǊƻƻƳ ōŜƭƻǿ ƛǎ ŘŜŜǇΥ 

the original staircase to the north gives up halfway down. [if the Ladder is 

stuck].ŜȅƻƴŘ ǘƘŀǘ ǘƘŜǊŜΩǎ ǘƘŜ ƭŀŘŘŜǊ[end if].  

In the light of a hundred gas-lamps I can see the carved earth walls. This whole 

ǇƭŀŎŜ Ƙŀǎ ōŜŜƴ ǎŎƻƻǇŜŘ ŎƭŜŀƴ ƻǳǘ ƻŦ ǘƘŜ ǊƻŎƪ ŀƴŘ ƛǘΩǎ ŦƛƭƭŜŘ ǿƛǘƘ Ǌƻǿǎ ǳǇƻƴ Ǌƻǿǎ 

of silent 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. 

Á If Ladder Stuck = True:  
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¶ ¢ƘŜǊŜΩǎ ƴƻ ǿŀȅ LΩƳ ǘǳǊƴƛƴƎ Ƴȅ ōŀŎƪ ƻƴ ǘƘƻǎŜ ƳŜǘŀƭ ƳŜƴΣ ǎƻ L ǎǿƛƴƎ 

round to the back of the ladder and climb down that, even though 

ǘƘŜǊŜΩǎ ŀ ƳƻƳŜƴǘ ǿƘŜƴ LΩƳ ƘŀƴƎƛƴƎ ƻǳǘ ƻǾŜǊ ŀƴ ŜƴƻǊƳƻǳǎ ŘǊƻǇΦ  

None of them move as I make my way down. 

¶ Move Player into Warehouse. 

Á Otherwise, if Self Lit = False:  

¶ First time: I 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 ς or perhaps the supports have rotted and the staircase is 

about to fall. Terrified, I race back up to the safety of the platform. 

¶ Other times: LΩƳ ƴƻǘ ƎƻƛƴƎ Řƻǿƴ ǘƘŀǘ ǎǘŀƛǊŎŀǎŜ ƛƴ ǘƘŜ ŘŀǊƪΦ ¢ƘŜǊŜΩǎ 

something wrong about it. 

Á Otherwise, if Self Lit = True: The staircase ends halfway to the ground, in midair 

with nothing holding it up.  

o Object: New Wrench 

Á NOTE: This object is only present here if the player has left their wrench 

out of reach ς ƛŜΦ LǘΩǎ ƴƻǘ ƛƴ ǘƘŜƛǊ ƛƴǾŜƴǘƻǊȅΣ ǘƘƛǎ ƭƻŎŀǘƛƻƴΣ  [ƻŀŘƛƴƎ ƻǊ 

Storage. This is to stop the player accidentally locking themselves out of 

the game. (Note: I7 route-finding can automate this, by checking if the 

άōŜǎǘ ǊƻǳǘŜ ōŜǘǿŜŜƴ ǘƘŜ ƭƻŎŀǘƛƻƴ ŀƴŘ ǘƘŜ ƭƻŎŀǘƛƻƴ ƻŦ ǘƘŜ ǿǊŜƴŎƘέ 

returns a null direction!) 

Á Description: This must be why whoever-it-was threw away that other 

ǿǊŜƴŎƘΦ LǘΩǎ ƭƛƎƘǘŜǊΣ ǎǘǊƻƴƎŜǊ ŀƴŘ ǎƘƛƴƛŜǊΣ ǘƘŜ ǎŀƳŜ ǿŀȅ ǘƘŜ !ǊŎƘōƛǎƘƻǇΩǎ 

teeth compare to mine. 

o Object: Staircase 

Á Description:  

¶ If location is LIT: ¢ƘŜ ǎǘŀƛǊŎŀǎŜ ƎƛǾŜǎ ǳǇ ƘŀƭŦǿŀȅ ǘƻ ǘƘŜ ŦƭƻƻǊΦ LǘΩǎ ƭƛƪŜ ǘƘŜ 

ǇƭŀǘŦƻǊƳ ǿŀǎ ǎǘƛŎƪƛƴƎ ƛǘǎ ǘƻƴƎǳŜ ƻǳǘ ŀǘ ǘƘŜ ŀǊƳȅ ōŜƭƻǿΦ LǘΩǎ ǇǊƻōŀōƭȅ 

them who chopped it in half. 
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¶ Otherwise: L ŎŀƴΩǘ ǎŜŜ much beyond the first few steps. 

Á Command [Enter, Climb]: Go North. 

o Object: Controls 

Á Description: Check Gas Platform Lit. 

¶ If Gas Platform Lit = True: These are the controls for the gas-lights. 

There must be a big tank under the platform or something. 

¶ Otherwise: There might be more controls out there in the dark but 

ǿƘŀǘΩǎ ǾƛǎƛōƭŜ ŀǊŜ ŀ ōǳǘǘƻƴ ōŜƭƻǿ ŀ ƭŀǊƎŜ ƭŜǾŜǊΣ ŀƴŘ ŀ ǊŜŘ-painted bolt. 

Á Command [activate or turn on Controls]: L ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ ǘƘŜȅ ŘƻΣ ƭŜǘ ŀƭƻƴŜ 

Ƙƻǿ ǘƻ ƳŀƪŜ ǘƘŜƳ ǿƻǊƪΦ ¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ Ŧor it, Wren, but to guess and hope 

ȅƻǳ ŘƻƴΩǘ ōǊŜŀƪ ŀƴȅǘƘƛƴƎΗ 

o Object: Bolt 

Á Description: Check Gas Platform Lit. 

¶ If Gas Platform Lit = True: Around the bolt is engraved HI, OFF and IGN. 

Whatever that means. 

¶ Otherwise: ¢ƘŜ ōƻƭǘΩǎ Ƨǳǎǘ ŀ ōƻƭǘΣ ōǳǘ ƪƴƻǿƛƴƎ Ƴȅ ƭǳŎƪ LΩƭƭ ǘǳǊƴ ƛǘ ŀƴŘ ŦƛƴŘ 

it was the only thing holding this platform up. 

Á Command [turn or open Bolt]: L ŎŀƴΩǘ ǘǳǊƴ ƛǘ ǿƛǘƘ Ƨǳǎǘ Ƴȅ ƘŀƴŘǎΦ ²ƘƛŎƘ ƳƛƎƘǘ 

even be lucky. 

Á Setting = 1 (initial value, changed by Command below) 

Á Command [turn or open Bolt with Wrench or New Wrench]: Check Gas 

Platform Lit, Button Ignited, and Self Setting. 

¶ If Gas Platform Lit = True: LΩǾŜ ŀƭǊŜŀŘȅ Ǝƻǘ ǘƘŜ ƭƛƎƘǘǎ ǿƻǊƪƛƴƎΦ L ŘƻƴΩǘ 

ǿŀƴǘ ǘƻ ōŜ ƛƴ ǘƘŜ ŘŀǊƪ ƴƻǿ LΩǾŜ ǎŜŜƴ ǿƘŀǘΩǎ Řƻǿƴ ǘƘŜǊŜΦ 

¶ If Lever Armed = False: ¢ƘŜ ōƻƭǘ ŘƻŜǎƴΩǘ ǎŜŜƳ ǘƻ turn: partly 

ōŜŎŀǳǎŜ ǘƘŜ ƭŜǾŜǊΩǎ ƛƴ ǘƘŜ ǿŀȅ ƻŦ ǘƘŜ ǿǊŜƴŎƘ ƘŀƴŘƭŜΦ 

¶ Otherwise, if Button Ignited = True: 
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o Set Gas Platform Lit = True.  

o I heave the bolt around and the stars on the wall erupt into 

flame, filling the chamber with light! And what a chamber ς 

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 below 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 

staring at me. I try not to move ς ƘƻǇƛƴƎ ǘƘŜȅ ǿƻƴΩǘ ǎŜŜ ƳŜΦ 

¢ƘŜȅΩǊŜ ŘƻƛƴƎ ǘƘŜ ǎŀƳŜΦ Lǘǎ ƭƛƪŜ ǘƘŜ ǊƻƻƳ ǿŀǎ Ŧilled with mirrors 

reflecting my image. I wave a hand but nothing happens. 

bƻǘƘƛƴƎ ŀǘ ŀƭƭΦ ¢ƘŜȅΩǊŜ ǎǘŀǘǳŜǎ ς in full armour ς gleaming 

metals statues, more than I could count without growing thirty 

or forty more hands. 

Whatever they are they must be connected to the Figure. 

¢ƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ŦƻǊ ƛǘΣ ²ǊŜƴΣ ōǳǘ ǘƻ ƎŜǘ ŀ ŎƭƻǎŜǊ ƭƻƻƪ ǎƻƳŜƘƻǿΧ 

¶ Otherwise, If Self Setting = 1:  

o Set Self Setting to 2 

o I heave the bolt around. The room is suddenly filled by a hissing 

sound, like a thousand baby cobras coiling and getting ready to 

strike! 

¶ Otherwise, If Self Setting = 2:  

o Set Self Setting to 3 

o I turn the bolt further. The baby cobras grow up into hot-

ƘŜŀŘŜŘ ŀƴƎǊȅ ŀŘǳƭǘ ŎƻōǊŀǎ ǘƘŜ ǎƛȊŜ ƻŦ ƻŀƪ ǘǊŜŜǎΦ LΩƳ ŀƭƳƻǎǘ 

deafened by the noise. 

¶ Otherwise, If Self Setting = 3:  

o Set Self Setting to 1. 

o I heave the bolt further still. Abruptly, the room falls quiet. 

o Object: Lever 
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Á Description: Check Gas Platform Lit. 

¶ If Gas Platform Lit = True: A long metal lever labeled IGN is red letters. 

¶ Otherwise: It feels like a metal lever, not as heavy as the one on the 

Difference Engine but still needing both hands to pull. 

Á Armed = False (initial value, changed by Command [pull Lever]) 

Á Command [push Lever]: ¢ƘŜ ƭŜǾŜǊ ŘƻŜǎƴΩǘ ǇǳǎƘΦ 

Á Command [pull or turn on Lever]: Check Self Armed 

¶ If Self Armed = True: ¢ƘŜ ƭŜǾŜǊΩǎ ŀƭǊŜŀŘȅ ǇǳƭƭŜŘ ǳǇ ŀǎ ŦŀǊ ŀǎ ǇƻǎǎƛōƭŜΦ 

¶ If Self Armed = False:  

o Set self Armed = True. 

o tǳƭƭƛƴƎ ǘƘŜ ƭŜǾŜǊ ǘŀƪŜǎ ŀƭƭ ǘƘŜ ǎǘǊŜƴƎǘƘ LΩǾŜ Ǝƻǘ ƭŜŦǘ όǿƘƛŎƘ ƛǎƴΩǘ 

too much). In reply from the darkness comes the sound of a 

thousand tiny clicks.  

o Object: Button 

Á Description: Check Gas Platform Lit. 

¶ If Gas Platform Lit = True: A large brass button labeled IGN. 

¶ Otherwise: Just underneath the lever is a large brass button. 

Á Ignited = False (initial value, changed by Command [push Button]) 

Á Command [push Button]: Check Self Ignited, Lever Armed and Bolt Setting. 

¶ If Self Ignited = True: L ǿƻǳƭŘƴΩǘ ǿŀƴǘ ǘƻ Ǌƛǎƪ ǘǳǊƴƛƴƎ ǘƘŜ Ǝŀǎ ƻŦŦ ōȅ 

accident! 

¶ If Lever Armed = False: L ǇǳǎƘ ǘƘŜ ōǳǘǘƻƴΦ IǳƘΦ 5ƻŜǎƴΩǘ ǎŜŜƳ ǘƻ Řƻ 

anything.  

¶ Otherwise, if Bolt Setting = 1:  

o Set Lever Armed = False. 
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o I push the button. The lever drops back suddenly almost taking 

Ƴȅ ŀǊƳ ƻŦŦΗ ¢ƘŜǊŜΩǎ ǘƘŀǘ ŎƭƛŎƪƛƴƎ ƴƻƛǎŜ ŀƭƭ ŀǊƻǳƴŘ ŀƎŀƛƴΦ 

¶ Otherwise, if Bolt Setting = 2:  

o I push the button. The lever drops back suddenly almost taking 

my arm 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 

ōƭǳŜ ǇƻƛƴǘǎΦ ²ƘŜǊŜ ŀƳ L ƴƻǿΚ hǳǘǎƛŘŜΚ LǘΩǎ ŀ ƘǳƎŜ ǎǇŀŎŜΣ 

wherever it is. The hissing noise has stopped, too. 

o Set Self Ignited = True. 

¶ Otherwise, if Bolt Setting = 3: I 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 Description: LΩƳ ǎǘŀƴŘƛƴƎ ƛƴ ŀ ŦƻǊŜǎǘ ƻŦ ŜȅŜǎΣ ŀƴŘ ŀǊƳǎΣ ŀƴŘ ƘŀƴŘǎΦ ¢ƘŜǊŜ ŀǊŜ ƳŜǘŀƭ ƳŜƴ 

all around me, on every side, all slightly different. The flickering gas-lights make it look 

ŀƴŘ ǎƻǳƴŘ ƭƛƪŜ ǘƘŜȅΩǊŜ ōǊŜŀǘƘƛƴƎΦ !ƴȅ ƻƴŜ ƳƛƎƘǘ ōŜ ŀōƻǳǘ ǘƻ ǊŜŀŎƘ ƻǳǘ ŀ ƘŀƴŘ ŀƴŘ ƎǊŀō 

Ƴȅ ǎƘƻǳƭŘŜǊΧ L ƴŜŜŘ ǘƻ ǿƻǊƪ ƻǳǘ ǘƘŜ CƛƎǳǊŜΩǎ Ǉƭŀƴ ŀǎ ǉǳƛŎƪƭȅ ŀǎ ǇƻǎǎƛōƭŜ ŀƴŘ then get 

out of here. In one piece! 

o Command [go Up from Warehouse]: Same as CLIMB LADDER. 

o Object: WarehouseLadder 

Á Description: ¢ƘŜ ƭŀŘŘŜǊΩǎ Ƴȅ ǘƛŎƪŜǘ ƻǳǘ ƻŦ ƘŜǊŜΣ ōŀŎƪ ǳǇ ǘƻ ǘƘŜ ǇƭŀǘŦƻǊƳΦ όL ŘƻƴΩǘ 

ǿŀƴǘ ǘƻ ǘƘƛƴƪ ŀōƻǳǘ Ƙƻǿ LΩƳ ƎƻƛƴƎ ǘƻ ƎŜǘ ōŀŎƪ Řƻǿƴ ǘƘŀǘ ŘǊain!) 

Á Command [climb Ladder]: LΩƳ ƴƻǘ ǊǳƴƴƛƴƎ ǘƛƭƭ LΩǾŜ ǿƻǊƪŜŘ ƻǳǘ ǿƘŀǘ ǘƘŜ 

CƛƎǳǊŜΩǎ ǳǇ ǘƻΦ hƴŎŜ L ƪƴƻǿ ǘƘŀǘΣ then LΩƳ ǊǳƴƴƛƴƎΦ 

o Object: Army 

Á Description: Each man is made of fine steel and brass and stands upright, about 

six foot tall. Their faces are bare faceplates with tiny glass eyes, but they all look 

ƭƛƪŜ ǘƘŜȅΩǊŜ ŎǊȅƛƴƎ ōŜŎŀǳǎŜ ƻŦ ŘŜŜǇ ŎƘŀƴƴŜƭǎ ŦƻǊ Ǌŀƛƴ Ǌǳƴ-off that run from 

forehead to chin. Each one has a small hatch in the middle of their chest, a tiny 

fraction ajar. 
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Á Command [any interaction with Army except Examining]:  

¶ With shaking fingers I open the hatch on the front of the nearest man. 

bƻ ǎǳǊǇǊƛǎŜ ƳŀȅōŜ ǘƻ ŦƛƴŘ ƘŜΩǎ Ŧǳƭƭ ƻŦ ŎƭƻŎƪǿƻǊƪΣ ōǳǘ ƛǘΩǎ ŎƭƻŎƪǿƻǊƪ ƭƛƪŜ 

LΩǾŜ ƴŜǾŜǊ ǎŜŜƴ ōŜŦƻǊŜΥ ŎƻƎǎ ǎƻ ǎƳŀƭƭ ƛǘΩǎ ƭƛƪŜ Ƙƛǎ ǿƘƻƭŜ ōƻŘȅ ƛǎ ƛƴŦŜǎǘŜŘ 

with woodliŎŜ ŀƴŘ ƳŀƎƎƻǘǎ ǎŎǊŀƳōƭƛƴƎ ƻǾŜǊ ƻƴŜ ŀƴƻǘƘŜǊΦ LǘΩǎ ƭƛƪŜ 

someone had taken the whole of the Difference Engine and shrunk it to 

fit. 

9ȄŎŜǇǘ ǘƘŜǊŜΩǎ ƻōǾƛƻǳǎƭȅ ǎƻƳŜǘƘƛƴƎ ƳƛǎǎƛƴƎΦ !ƭƭ ǘƘƻǎŜ ŎƻƎǎ ǿƻǳƭŘ ƴŜŜŘ ŀ 

ǎǇǊƛƴƎ ŀōƻǳǘ ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ ƳŜǘŀƭ ƳŀƴΩǎ ƘŜŀŘ ŀƴŘ ƛǘ ǿƻuld need to be 

placed right in the middle where it could unwind to every part of his 

ōƻŘȅΦ .ǳǘ ƛƴ ǘƘŜ ǇŜǊŦŜŎǘ ǎǇƻǘ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ōǳǘ ŀ ƎŀǇΣ ƭƛƪŜ ǎƻƳŜƻƴŜ 

built this machine but never gave it a heart. What good are these men if 

all they do is stand in line? 

¢ƘŀǘΩǎ ǿƘŜƴ I notice the seal. Something embossed on the inside of the 

chest hatch. I take a step back to see it more clearly ς a winding key 

above an ocean wave, familiar from somewhere ς and step into 

something firm and solid. A man out of line? 

Then a ƘŀƴŘ ƎǊƛǇǎ Ƴȅ ǘƘǊƻŀǘΦ ά²Ƙƻ ǎŜƴǘ ȅƻǳ ƘŜǊŜΚέ ŘŜƳŀƴŘǎ ŀ ǾƻƛŎŜΣ 

smooth and icy. A voice I know well, that I should have been expecting. 

ά²Ƙƻ ŜƭǎŜ ƪƴƻǿǎ ŀōƻǳǘ ǘƘƛǎ ǇƭŀŎŜΚ ¢Ŝƭƭ ƳŜ ōŜŦƻǊŜ L ŎǊǳǎƘ ŜǾŜǊȅ Ǉƛƴƛƻƴ 

ƛƴ ȅƻǳǊ ƴŜŎƪΦέ 

My toes are scrabbling on the ground. I try to scream but nothing comes 

ƻǳǘ ōŜȅƻƴŘ ŀ ǿƘƛǎǇŜǊΦ L Ŏŀƴ ǎŜŜ ǘƘŜ ƻǳǘƭƛƴŜ ƻŦ ǘƘŜ CƛƎǳǊŜΩǎ Ŏƻǿƭ ŀƴŘ 

beyond that, for the first time, almost make out an unhappy face. 

ά¸ƻǳΩƭƭ ǘŜƭƭ ƳŜ ƻǊ ȅƻǳΩƭƭ ŘƛŜ ƘŜǊŜΣέ ǘƘŜ CƛƎǳǊŜ ǎŀȅǎ ǉǳƛŜǘƭȅΦ ά¸ƻǳΩƭƭ ŘƛŜ ŎƻƭŘ 

and alonŜ ƭƛƪŜ ǘƘŜ Ǌŀǘ ȅƻǳ ŀǊŜΦέ 

The room is getting darker. The tank for the gas lamps must be running 

ƭƻǿΦ {ƻƻƴ ƛǘΩƭƭ ōŜ ƳŜ ŀƴŘ ǘƘŜ CƛƎǳǊŜ ŀƴŘ ŀƭƭ ǘƘŜǎŜ ƳŜƴΣ ŀƴŘ ƴƻ-one will 

ŜǾŜǊ ŦƛƴŘ ƳŜ ƻǊ ƪƴƻǿ ǿƘŜǊŜ LΩǾŜ ƎƻƴŜΦ hǊ ƛǎ ǘƘŀǘ ǎƻƳŜƻƴŜΚ Lƴ ǘƘŜ 

background? A shape, a ǎƘŀŘƻǿΣ Ƴȅ ƛƳŀƎƛƴŀǘƛƻƴ ƻǊΧ  

ά/ƻǾŀƭǘΚέ L ǿƘƛǎǇŜǊΣ ƛƴ ŘŜǎǇŜǊŀǘŜΦ ά/ƻǾŀƭǘΣ ƛǎ ǘƘŀǘΧέ 
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Then the lights disappear completely. The heavy cord of the clock-key 

round my neck has become tangled while I was asleep. The stars are 

ŎƻƳƛƴƎ ƻǳǘΦ !ƴŘ ǘƘŜƴ LΩƳ ǳƴŘŜǊǿŀǘŜǊ ŀgain. 

¶ Begin Chapter 9. 
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Chapter IXɀ 2ÅÔÕÒÎ ÔÏ #ÏÖÁÌÔȭÓ 

Map 

 

 

 

 

  

 

 

Rundown  

¢ƘŜ /ƘŀǇǘŜǊ ōŜƎƛƴǎ ŀǎ ȅƻǳ ŀǿŀƪŜƴ ƛƴ /ƻǾŀƭǘΩǎ ōŜŘǊƻƻƳΣ ōŜƛƴƎ ǇŜŎƪŜŘ ŎǳǊƛƻǳǎƭȅ ōȅ Ƙƛǎ ǊŀǾŜƴǎΦ  IŜΩǎ 
relieved to have you ǿŀƪŜ ǳǇΣ ŀƴŘ ŜȄǇƭŀƛƴǎ ǘƘŀǘ ƘŜ ŦƻǳƴŘ ȅƻǳ ǳƴŎƻƴǎŎƛƻǳǎ ƻƴ Ƙƛǎ ŘƻƻǊǎǘŜǇ ŀƴŘ ŘƛŘƴΩǘ 
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.  If the Figure 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 unspeakable, for 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 idea.  
Perhaps you can trick him.  By giving him the diagram of the Perpetuum from the earlier Covalt chapter, 
ȅƻǳ ǎǇǳǊ ƘƛƳ ƻƴΥ ¸ƻǳΩƭƭ ōǳƛƭŘ ŀ ǊŜǇƭƛŎŀ ƻŦ ǘƘŜ tŜǊǇŜǘǳǳƳ όƴƻƴŦǳƴŎǘƛƻƴŀƭ ƻŦ ŎƻǳǊǎŜύΣ ŀƴŘ ōƻƻōȅ ǘǊŀǇ ƛǘΦ  IŜ 
gives you some coins and sends you across the street to the Autopothecary to make a sleeping drug. 

¢ƘŜ !ǳǘƻǇƻǘƘŜŎŀǊȅ ƛǎ ƭƛƪŜ ǘƘŜ ŀǳǘƻƳŀǘǎ ƻŦ ǘƘŜ мфллΩǎΣ ǿƛǘƘ Ǌƻǿǎ ƻŦ Ŏƻƛƴ ƻǇŜƴŜŘ Ǝƭŀǎǎ ŘƻƻǊǎΦ  .ŜƘƛƴŘ 
them are various herbs and compounds which you can combine to make the sleeping drug. 

With the sopƻǊƛŦƛŎ ƛƴ ƘŀƴŘΣ ȅƻǳ ǊŜǘǳǊƴ ǘƻ /ƻǾŀƭǘΩǎΣ ǿƘƻ ǎƘƻǿǎ ȅƻǳ ŀ ŘŜǾƛŎŜ ǘƘŀǘΣ ŀǘ ƭŜŀǎǘ ƻƴ ǘƘŜ ǎǳǊŦŀŎŜΣ 
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 reŀƭ tŜǊǇŜǘǳǳƳ ǿƛǘƘ ǘƘŜ ŦŀƪŜΧ 

NOTES: This is slightly expanded from the description of this chapter that appears in the preliminary 
pages of this design document. 

 

 

Clock Shop 

Bedroom Escapement 

St. 

Autopothecary 
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Design Detail 

Á NOTE:  THE FOLLOWING COMMANDS SHOULD BE ADDED TO THE DIAGRAM 

OBJECT FROM CHAPTER 6: 

Á Examine Diagram when the player has been underwater in Chapter 8: 

¶ ¢ƘŜ ŘƛŀƎǊŀƳΩǎ ōŜŘǊŀƎƎƭŜŘ ōǳǘ ǎǘƛƭƭ ŎƭŜŀǊ ŜƴƻǳƎƘ ǘƻ ǊŜŀŘΦ 

Á Command [give Diagram to Covalt]: Check Covalt State 

¶ If State < 3: IŜ ŘƻŜǎƴΩǘ ŜǾŜƴ ƭƻƻƪΦ IŜΩǎ ǘƘƛƴƪƛƴƎ ŀōƻǳǘ ǎƻƳŜǘƘƛƴƎ 

else. 

¶ If  State = 3:   

o ά²ŀƛǘ ƴƻǿΣ ǿƘŀǘΩǎ ǘƘŀǘΚ ²Ƙŀǘ ŀǊŜ ȅƻǳ ŘƻƛƴƎ ǿƛǘƘ ǘƘŀǘΚέ 

/ƻǾŀƭǘΩǎ ǾƻƛŎŜ ƛǎ ǎƘŀƪƛƴƎΣ ǳƴƭŜǎǎ LΩƳ ǎǘƛƭƭ ŦŜŜƭƛƴƎ ŘƛȊȊȅΦ IŜΩǎ 

pointing at the diagram of the Perpetuum in my hands like it 

was a two-Ŧƻƻǘ ǊŀǘΦ ά5ƛŘ L ǘŜƭƭ ȅƻǳ ŎƻǳƭŘ Ǝƻ ǿŀƭƪƛƴƎ ƻŦŦ with 

ǘƘŀǘΚέ 

άLΧέ 

Then the grin breaks out across his face like a sunrise through 

ŘƛǊǘȅ Ǝƭŀǎǎ ǿƛƴŘƻǿǎΦ ά.ŜŎŀǳǎŜ ǘƘŀǘΩǎ ŀ ōƭƻƻŘȅ ōǊƛƭƭƛŀƴǘ ǘƘƻǳƎƘǘ 

ŦǊƻƳ ŀ ōǊŀƛƴ ŀǎ ǎƳŀƭƭ ŀǎ ȅƻǳǊǎΦ .ǊƛƭƭƛŀƴǘΦ L ǿŀǎ ǎŀȅƛƴƎ L ŎƻǳƭŘƴΩǘ 

ōǳƛƭŘ ŀ tŜǊǇŜǘǳǳƳΣ ǿŀǎƴΩǘ LΚ .ǳǘ L Ŏŀƴ ŀƭǿŀȅs build a box. 

5ƻŜǎƴΩǘ ǘŀƪŜ ƴƻǘƘƛƴƎ ǘƻ ōǳƛƭŘ ŀ ōƻȄΦ ! ǘǊŀǇΦ !ƴŘ ƘŜǊŜΦέ 

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. 

ά¢ƘŜǊŜΩǎ ŀƴ ŀǳǘƻǇƻǘƘŜŎŀǊȅ ƻǾŜǊ ǘƘŜ ǎǘǊŜŜǘΣέ ƘŜ ǎŀȅǎ ƎƭŜŜŦǳƭƭȅΦ 

ά¸ƻǳ ƎŜǘ ȅƻǳǊǎŜƭŦ ƛƴ ǘƘŜǊŜ ŀƴŘ ōǳȅ ǘƘŜ ǎǘǊƻƴƎŜǎǘ ǎƭŜŜǇƛƴƎ ŘǊǳƎ 

ȅƻǳΩǊŜ ƻƭŘ ŜƴƻǳƎƘ ǘƻ ōǳȅΦ ¢ƘŜƴ ǿŜΩƭƭ ǎǇǊƛƴƎ-load it into a decoy 

tŜǊǇŜǘǳǳƳ ŀƴŘ ƴŜȄǘ ƳƻǊƴƛƴƎ ǘƘŜǊŜΩƭƭ ōŜ ŀ ǎƭŜŜǇƛƴƎ CƛƎǳǊŜ ƛƴ ǘƘŜ 

Cathedrŀƭ Ǿŀǳƭǘǎ ǊŜŀŘȅ ǘƻ ōŜ ƭƻŎƪŜŘ ǳǇ ŀƴŘ ŦƻǊƎƻǘǘŜƴΦέ 
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o Move 3Minutes into Player Inventory.  Move Diagram to 

Covalt. 

o If Self location = Clock Shop:  Covalt smiles a wicked smile and 

ǘƘŜƴ ǘǳǊƴǎ ǘƻ ǊǳƳƳŀƎƛƴƎ ŀŎǊƻǎǎ Ƙƛǎ ǿƻǊƪǘƻǇΦ άLΩƭƭ ƎŜǘ ǎƻƳŜ ōƛǘǎ 

ǘƻƎŜǘƘŜǊΦέ  

o Otherwise: Move Player and Covalt into Clock Shop.  Set 

Covalt State = 4. Covalt drags me through into the main 

ǿƻǊƪǎƘƻǇ ŀƴŘ ǎǘŀǊǘǎ ǊǳƳƳŀƎƛƴƎ ŀŎǊƻǎǎ Ƙƛǎ ǿƻǊƪǘƻǇΦ άLΩƭƭ ƎŜǘ 

ǎƻƳŜ ōƛǘǎ ǘƻƎŜǘƘŜǊΦ DŜǘ ȅƻǳǊǎŜƭŦ ƎƻƛƴƎΦέ 

Á Command [drop Diagram]: /ƻƳŜ ƻƴΣ ²ǊŜƴΣ ȅƻǳ ŎŀƴΩǘ go leaving diagrams of 

Holy Relics lying around the place now can you? 

Á Command [ any interaction with the Diagram when Covalt.state = 3] <divert 

to GIVE>. 

 

1. Bedroom 

o Description: /ƻǾŀƭǘΩǎ ƭƛǘǘƭŜ ōŀŎƪ ǊƻƻƳΦ ¢ƘŜ ǎƪȅƭƛƎƘǘΩǎ ǎǘƛƭƭ Ǝƻǘ ŀ ²ǊŜƴ-shaped hole in it 

but at least the bits of balloon have been tidied away into a corner with all the rest of a 

ŎƭƻŎƪƳŀƪŜǊΩǎ ƧǳƴƪΦ 

[Append Covalt description, which varies depending on his state.] 

o Command [go North from Bedroom]:   

Á Move Covalt and Player into Clock Shop 

Á ChŜŎƪ /ƻǾŀƭǘΩǎ ǎǘŀǘŜΥ 

¶ 1. Covalt follows you, his expression anxious. 

¶ 2. /ƻǾŀƭǘ Ŧƻƭƭƻǿǎ ȅƻǳΦ ά¸ƻǳ ƭƻƻƪƛƴƎ ŦƻǊ ǎƻƳŜǘƘƛƴƎΣ ŀǊŜ ȅƻǳΚέ 

¶ 3. /ƻǾŀƭǘ Ŧƻƭƭƻǿǎ ȅƻǳΦ ά{ƛǘ ǎǘƛƭƭΣ ǿƻƴΩǘ ȅƻǳΚ ¸ƻǳΩǊŜ ƎƛǾƛƴƎ ƳŜ ŦǊŜǘǎΦέ 

¶ 4. Covalt follows you. 

o Event [first turn upon entering Bedroom]:  



Klockwerk ɀ Episode I 

 

Copyright © 2014 Textfyre, Inc. ɀ All Rights Reserved. Page 256 

 

Á ¢ƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ ǇƛƴŎƘƛƴƎ Ƴȅ ƴƻǎŜΦ !ƴŘ ŀƎŀƛƴΦ wŜƎǳƭŀǊΣ ƭƛƪŜ ŀ ǎŜŎƻƴŘ-hand ς 

ƳŀȅōŜ ƘŜΩǎ ǘƛŜŘ ƳŜ ǘƻ ŀ ŎƭƻŎƪΣ LΩƳ ǘƘƛƴƪƛƴƎΣ ƳŀȅōŜ LΩƳ ƎƻƛƴƎ ǊƻǳƴŘ ŀƴŘ ǊƻǳƴŘ 

ǘƘŜ ŦŀŎŜ ƻƴ ǘƘŜ /ŀǘƘŜŘǊŀƭΧ 

I open my eyes and two black birds flutter away, startled. 

ά¢ƘŜǊŜ ȅƻǳ ŀǊŜΦ {ǘƛƭƭ ƛƴ ǘƘŜǊŜΚ ¢ƘŀǘΩǎ ƎƻƻŘ ŜƴƻǳƎƘΦέ ¢ƘŜ ǾƻƛŎŜ ƛǎ ƻƭŘ ŀƴŘ 

ŎǊǳƳōƭƛƴƎ ƭƛƪŜ ǘƘŜ ǎǘƻƴŜǎ ƻŦ ǘƘŜ !ōōŜȅ ǿŀƭƭǎΦ /ƻǾŀƭǘΦ άL ŦƻǳƴŘ ȅƻǳ ƻƴ Ƴȅ 

ŘƻƻǊǎǘŜǇΦ IƻǳǊ ŀƎƻ ƻǊ ƳƻǊŜ ǘƘŀƴ ǘƘŀǘΦ ²ŀǎƴΩǘ ǎǳǊŜ ȅƻǳǊ ǿŜǊŜ ōǊŜŀǘƘƛƴƎΦ 5ƻƴΩǘ 

know Ƙƻǿ ǇŜƻǇƭŜ ǘƛŎƪ ŀƴŘ ȅƻǳ ŎŀƴΩǘ ǿƛƴŘ ǘƘŜƳ ōŀŎƪ ǳǇΦέ 

o Event [second turn upon waking up in Bedroom]:  

άCƻǳƴŘ ǘƘƛǎ ǿƛǘƘ ȅƻǳΣέ /ƻǾŀƭǘ ŀŘŘǎΣ ƘƻƭŘƛƴƎ ǳǇ ŀ ǎŎǊŀǇ ƻŦ ǇŀǇŜǊ ǘƘŀǘ ƭƻƻƪǎ ƭƛƪŜ ŀ 

ǇƻǎǘŀƎŜ ǎǘŀƳǇ ƛƴ Ƙƛǎ ƎƛƎŀƴǘƛŎ ƘŀƴŘΦ ά{ǘŀȅ ŀǿŀȅ ς this is what it says, you see, 

ƴƻǿ ǿƘŀǘ LΩƳ ǘŜƭƭƛƴƎ ȅƻǳΦ {ǘŀȅ ŀǿŀȅ ƻǊ ǘƘŜ ŎƘƛƭŘ ǿƛƭƭΧ ²ŜƭƭΦέ ¢ƘŜ ƻƭŘ Ƴŀƴ 

ǇŀǳǎŜǎΣ ŀǿƪǿŀǊŘƭȅΦ άLǘ ǎŀȅǎ ǘƻ ǎǘŀȅ ŀǿŀȅΣ ǿƘƛŎƘŜǾŜǊ-ǿŀǊŘǎΦέ 

o Object: Bed 

Á Description: /ƻǾŀƭǘΩǎ ŦŜŀǘƘŜǊ ōŜŘ ς ƭŀǊƎŜ ŜƴƻǳƎƘ ǘƻ ǎƭŜŜǇ ŦƻǳǊ ƻŦ ǘƘŜ !ōōŜȅΩǎ 

initiated and still leave room for a nightmare or two. 

Á Enter: If player is not already there: bƻǿ ƛǎƴΩǘ ǘƘŜ ǘƛƳŜ ŦƻǊ ƳƻǊŜ ǎƭŜŜǇƛƴƎΦ 

Á Get off: My bones make a noise like cracking timber as I haul myself up. 

o Object: Wreckage 

Á Description: The bits and pieces of my balloon, piled up on one side. 

Á Command [any interaction with Wreckage]:  Disallow.   

¶ ¢ƘŜȅΩǊŜ ŀǎ ōǊƻƪŜƴ ŀǎ ǘƘŜ ǎǇǊƛƴƎǎ ǘƘŀǘ ƘƻƭŘ Ƴȅ ōǊŀƛƴ ƛƴ Ƴȅ ǇƭŀŎŜΦ hƘΣ Ƴȅ 

head! 

o Object: Ravens 

Á Description: /ƘŜŎƪ /ƻǾŀƭǘΩǎ ǎǘŀǘŜ 

¶ 1. The ravens flit around the room, on a fixed pattern. One goes, 

ǘƘŜƴ ǘƘŜ ƻǘƘŜǊΦ wƻǳƴŘ ŀƴŘ ǊƻǳƴŘ ƭƛƪŜΣ ǿŜƭƭΣ ƭƛƪŜ ǘƘŜȅ ǿŜǊŜƴΩǘ ǊŜŀƭ 
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ǊŀǾŜƴǎΦ ²ƘƛŎƘ ǘƘŜȅΩǊŜ ƴƻǘΣ ƻŦ ŎƻǳǊǎŜΣ ƘƻǿŜǾŜǊ ǿŜƭƭ-built and oiled 

they are. 

¶ 2. ¢ƘŜ ǊŀǾŜƴǎ ƘŀǾŜ ǎŜǘǘƭŜŘΣ ƻƴŜ ƻƴ ǘƻǇ ƻŦ /ƻǾŀƭǘΩs head and the 

other on his left hand. 

¶ 3. The ravens are pecking and peeking across the floor. [once 

only] άaŀƪƛƴƎ ŀ Ŧƻƻƭ ƻŦ ǳǎΣέ /ƻǾŀƭǘ ǊŜƳŀǊƪǎΣ ŎŀǘŎƘƛƴƎ Ƴȅ ŜȅŜΦ 

[end] 

¶ 4. The ravens have retired to a rafter. 

Á Command [any interaction with Ravens]:  Disallow, response based on Covalt 

State: 

¶ 1. L ŎƻǳƭŘƴΩǘ ŎŀǘŎƘ ǘƘŜƳΗ 

¶ 2. The raven pecks back, quick and vicious. [Once only] άWǳǎǘ ƭƛƪŜ ŀ 

ǊŜŀƭ ōƛǊŘΣέ /ƻǾŀƭǘ ǊŜƳŀǊƪǎ ǇǊƻǳŘƭȅΦ 

¶ 3. The raven skitters and hops out of my reach. 

¶ 4. The ravens are up , out of reach on a rafter. 

Á bh¢9Υ wŀǾŜƴΩǎ ƭƻŎŀǘƛƻƴ ƛǎ ǘƘŜ ǎŀƳŜ ŀǎ /ƻǾŀƭǘΩǎ ƭƻŎŀǘƛƻƴΣ ǎƻ ǘƘŜȅ ƳƻǾŜ 

whenever he does. 

o NPC: Covalt 

Á Description: Description changes on his state, as indicated below.   

¶ If Covalt State = 1: Covalt is pacing back and forth. Every time he turns 

he nearly bring down a wall with his massive shoulders. 

¶ If Covalt State = 2:  Covalt is seated, colossal head between colossal 

hands. 

¶ If Covalt State = 3: Covalt is poking through the room looking for some 

kind of answer. 

¶ If Covalt State = 4:  Covalt is hard at work at the workbench. 
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Á 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 

Á State = 1 (initial value, changed by actions below) 

Á Command [talk or ask about topic to Covalt]: Respond as below.  There 

ŀǊŜ п ǊŜǎǇƻƴǎŜ ǘŀōƭŜǎΣ ŜŀŎƘ ŀǎǎƻŎƛŀǘŜŘ ǿƛǘƘ /ƻǾŀƭǘΩǎ ŎǳǊǊŜƴǘ ǎǘŀǘŜΦ As 

usual, each line of dialogue can only be said once. 

IF COVALT STATE = 1 (Scared and Concerned because of finding you) 

TOPIC ²w9bΩ{ [Lb9 RESPONSE 

Self άL ǎƘƻǳƭŘ ǘŜƭƭ ȅƻǳ what 

ƘŀǇǇŜƴŜŘΣ LΩǾŜ Ǝƻǘ ǘƻΣέ L ōŜƎƛƴ 

ƘǳǊǊƛŜŘƭȅΦ ά¢ƘŜ CƛƎǳǊŜΣ ŀƴŘ L 

ŦƻǳƴŘΧ ŀƴŘ ǘƘŜǊŜ ǿŀǎ ǘƘƛǎ ǊƻǇŜ 

ŀƴŘ LΧέ 

ά{ƭƻǿ ŘƻǿƴΣ ǎƭƻǿ ŘƻǿƴΗέ 

/ƻǾŀƭǘ ŎƘƛŘŜǎΦ ά{ǘŀǊǘ with 

something and go on from 

ǘƘŜǊŜΦ hǊ ȅƻǳ ǿƻƴΩǘ ƘŀǾŜ ŀ 

ǎǘƻǊȅΣ ȅƻǳΩƭƭ ƘŀǾŜ ŀ ŎƻǳƎƘƛƴƎ 

ŦƛǘΗέ 

Balloon/Skylight άLΩƳ ǎƻǊǊȅ ŀōƻǳǘ ȅƻǳǊ ǎƪȅƭƛƎƘǘΦέ άbŜǾŜǊ ƳƛƴŘ Ƴȅ ǎƪȅƭƛƎƘǘΣέ 

ƘŜ ŀƴǎǿŜǊǎΣ ŎǊƻǎǎƭȅΦ άL ŘƻƴΩǘ 

want no sorries from half-

ŘŜŀŘ ŎƘƛƭŘǊŜƴΗέ 

Abbey άtŜǊƘŀǇs I should go back to the 

!ōōŜȅΦέ 

άbƻǘ ǳƴǘƛƭ ȅƻǳΩǾŜ ǘƻƭŘ ƳŜ 

ǿƘŀǘΩǎ ƘŀǇǇŜƴŜŘ ǘƻ ȅƻǳΣέ 

Covalt replies severely. 

Cathedral άLΩǾŜ Ǝƻǘ ǘƻ ƎŜǘ ǘƻ ǘƘŜ /ŀǘƘŜŘǊŀƭΣέ 

I insist. 

άbƻǘ ǘƛƭƭ ǿŜ ƘŀǾŜ ŀ Ǉƭŀƴ ȅƻǳ 

ŘƻƴΩǘΦέ IŜ ǿŀǾŜǎ ǘƘŜ 

CƛƎǳǊŜΩǎ ƴƻǘŜ ƳŜŀƴƛƴƎŦǳƭƭȅΦ 

ά!ƴŘ ǿŜ ǿƻƴΩǘ ƘŀǾŜ ŀ Ǉƭŀƴ 

ǘƛƭƭ ȅƻǳΩǾŜ ǘƻƭŘ ƳŜ ǿƘŀǘΩǎ 

ƎƻƛƴƎ ƻƴΦέ 

Abbot ά¢ƘŜ !ōōƻǘ Ƴǳǎǘ ƪƴƻǿ LΩƳ  

ƳƛǎǎƛƴƎ ōȅ ƴƻǿΦέ 

ά²ŜƭƭΣ ǇŜǊƘŀǇǎ ƘŜ ŎŀǊŜǎ ƻǊ 

ƴƻǘΣ ƴŜǾŜǊ ƳƛƴŘΣέ /ƻǾŀƭǘ 

ǊŜǇƭƛŜǎ ǊƻǳƎƘƭȅΦ ά.ǳǘ ȅƻǳΩǾŜ 






















































































































