Acheton — Map Notes

General Notes

· Many routes are traversed by multiple commands. For example, DOWN, EAST, and JUMP from Ancient Cliff Dwellings all lead to instant death, while DOWN and EAST after solving the puzzle lead to Desert Canyon (while JUMP is still fatal). If a path leaving a room by a standard compass direction has alternate means of travel, these are in parentheses next to the route (u = UP, d = DOWN, i = IN, o = OUT, c = CLIMB, j = JUMP).

· In “danger rooms” the player may linger for a limited time before being killed. Red areas are dangerous from the start. Orange rooms become dangerous after the player triggers some event.

Forest

· There are six unique descriptions for Forest. If the player drops an object in a Forest location, that item is not there once the player finds the same Forest room. The exception is if the player drops an object, climbs a tree, then descends: the object is waiting below in this case. Dropped objects also remain in the Enchanted Forest (1-2) rooms. I have not tested this by dropping many items in the forest, but it is possible that actually there are simply many Forest rooms with identical descriptions and sooner or later the player can find those marked with items. However, connections among Forest locations still seem to be random; if the player moves in the same direction from an ordinary room (e.g., NORTH from Field), the destination is different each time.

· Blank exits from Mine Entrance, Road Through Forest, End of the Road, Depression, Field, or Crack in the Forest Floor randomly lead to Forest (1-6).

· Blank exits from Forest (1-6) randomly lead to Mine Entrance, Road Through Forest, End of the Road, Depression, Field, Forest (1-6), or Enchanted Forest (1).

· Blank exits from Enchanted Forest (2) all lead to Enchanted Forest (1).

· CLIMB is followed by a request for a direction in Forest (1-6) and Enchanted Forest (1-2). From Forest (1-6), CLIMB leads to Top of a Tree (1-6) regardless of direction; from Enchanted Forest (1) and (2), the destination is Top of a Tree (N/S/E/W) as noted in the map. The player reaches the same Top of a Tree (N/S/E/W) room regardless of whether CLIMB was done from Enchanted Forest (1) or (2). This is not the case with Forest (1-6). There might actually be four unique Top of a Tree rooms for each Forest (1-6) room like there are for Enchanted Forest (1), but this cannot be verified since Top of a Tree cannot be marked: items dropped at Top of a Tree fall to Forest below.
Afterlife

· All exits from Hades (1) lead to Hades (2), from Hades (2) to Hades (3), and so on until Hades (7).

· The “magic word exits” from Hades (1-7) lead to the original location of death. Note that this can result in another immediate death: for example, if the current drives the player into Scylla’s maw.

Main Areas — Slab Room and Lodestone Room Regions

· WEST from Sandstone Room is blocked if the shortcut into the caves is taken from Miner’s Hut. I have not extensively played Acheton after exploiting this shortcut, and I am sure there are other changes in geography. I am interested in hearing about these if someone knows of any.

· Once the idol in Primitive Shrine is activated, many rooms become “danger rooms”. Primitive Shrine is shaded orange to reflect this, although the idol can likely kill the player in most places. The idol’s visits are rare enough that without the source code it would be almost impossible to identify all safe rooms. It does not seem to attack in the above-ground areas, and I suspect the endgame area is also safe. Technically, when the idol is activated, rooms do not become “danger rooms” because the idol seems to only appear when the player moves from one place to another; the player can otherwise safely wait in a room as long as desired.

· DOWN from Safe Room is blocked when the endgame phase is initiated.

· UP from Slab Room requires no actual problem solving, but the passage is a secret that is not mentioned in the Slab Room description. It is marked as “special” only for this reason.

· The player may not go SOUTHWEST from Harbour Cave due to the piranhas. I decided to add a “virtual room” near Harbour Cave representing the piranha-infested inlet for several reasons. Swimming is otherwise allowed in the game, the player can die in the inlet after reaching it from the Sea locations, and the white-sailed ship would presumably pass through this area to deliver the player to Harbour Cave. 

· Leaving Stock Room initially requires problem solving, but only the southwest exit to Undertaker’s Room is noted as “special,” since there are alternate routes to the destinations of the other exits.

· CLIMB at Ningy Room is only possible while the ningy is against the wall. The ningy, incidentally, is a reference from The Restaurant at the End of the Universe, by the late Douglas Adams.

· SOUTH from Toll Hole can be traveled without leaving a toll, but if Toll Hole is revisited, the opposite exit leads to instant death: i.e., returning to Toll Hole from Colossal Cave transforms the northwest exit, while returning to Toll Hole from Slab Room transforms the south exit.

· Blank exits from Lodestone Room randomly lead to Crystalline Chamber, Long Wide Chamber, Cavern with Glassy Walls, Secret East-West Canyon, Sponge Room, Bend in the Passage, Nondescript Cave, Large Chamber, or back to Lodestone Room.

· The northern Giant’s Prison location is an inaccessible “virtual room” visited only by the giant.

· EAST from Wizard’s Front Door is not possible if treasures are carried. Since the situation does not always arise right away, an alternate “special” recursive exit from the room is shown.

· The description of Inside the Wizard’s Laboratory implies that there is much more to this room, and the player can move NORTH towards the cauldron. Since a fair amount of description is provided, I added a “virtual room” for the cauldron’s area of the laboratory, where the player has no opportunity to spend any moves. The “magic word exit” transporting the player to Cell in the Wizard’s Dungeons actually refers to the magic word said by the wizard.

· Blank exits from Hall of Mirrors (1-4) randomly lead to Hall of Mirrors (1-3) except two randomly-determined directions. One leads to the next Hall of Mirrors and another leads to the previous Hall of Mirrors. From Hall of Mirrors (4), one exit leads back to Hall of Mirrors (4) and another leads to Hall of Mirrors (3); from Hall of Mirrors (1), one exit leads to Fork in the Corridor and another leads to Hall of Mirrors (2). It is unclear if there are more Hall of Mirrors rooms since they cannot be marked by dropping objects. I have assumed that there are only four since after much trial-and-error by making intentionally incorrect moves in Hall of Mirrors (4), I have still never been more than four moves away from exiting.

· All exits from Cell in the Wizard’s Dungeons lead back to the same room with the previously-used exit missing until two remain and an escape route through Wizard’s Dungeons (1-6) is established.

· All exits from Wizard’s Dungeons (1-6) lead to Cell in the Wizard’s Dungeons except one direction that leads to the next Wizard’s Dungeons location, or to Wizard’s Library from Wizard’s Dungeons (6). The route is set by player actions in Cell in the Wizard’s Dungeons.

· All exits from Wizard’s Library lead to Dusty Anteroom.

Colossal Cave Region

· Timeless Cavern is technically not a “danger room”, but lingering too long can leave the player stranded without a light source (essentially a fatal situation). It is shaded orange to reflect this.

Mine

· There are four treasures, one endgame weapon, and two other objects randomly placed in the shaded rooms. The normal objects are transformed into treasures elsewhere. The extra treasure icons are marked at the latter locations.

Ice Passages

· Centre of an Ice Floe and Edge of an Ice Floe (1-2) are both “cold rooms” and “danger rooms”.

· Blank exits from Centre of an Ice Floe lead to Edge of an Ice Floe (1) except one randomly-determined direction leading to Edge of an Ice Floe (2). The six wrong choices from Centre of an Ice Floe all lead to the same Edge of an Ice Floe (1) room. I confirmed this by marking Edge of an Ice Floe (1) with an object and picking other directions from Centre of an Ice Floe.

· Blank exits from Edge of an Ice Floe (1) and (2) all lead to Centre of an Ice Floe.

· The destinations of SOUTHEAST and SOUTHWEST from the Ice Passages locations are randomly-determined. Once established, the destinations are fixed for the rest of the game.

Wizard’s Garden and Roc Nest

· If bothered, the garden gnome randomly runs one move down a red path on the map. I have confirmed each potential destination. Some Privet Maze rooms have two or three player paths leading to the same destination, but I have only marked a single red path between each of these locations. If I were really obsessive-compulsive, I could apply statistics to figure out if the gnome leaving one of these rooms travels to certain destinations with double or triple the frequency . . .

· Burning the hedge removes the indicated exits from Outside the Maze for both the player and the garden gnome.

· Surprisingly, Roc’s Nest is not a “danger room”. If the player is present when the eggs hatch, the roc fledglings leave without harming the player.

· The roc fledglings from Roc’s Nest travel counterclockwise through the circle of Junction of Passages locations. The winged serpents from Inside the Cage travel clockwise through the circle of Junction of Passages locations until they meet a roc fledgling. After much trial-and-error, I believe the serpents enter the circle only by the two paths shown, but this is impossible to verify due to the presence of the rocs, who hatch prematurely if the serpent cage is opened as quickly as possible.

· After freeing the winged serpents, it is possible to reach the northwest Junction of Passages location at the same time as a serpent and be killed immediately. This room is thus marked as an orange “danger room”. However, there is never enough time to reach In Front of the Cage while the serpents are passing through. Thus, it is impossible to die at In Front of the Cage and it is not marked as a “danger room” even though the serpents technically travel through this room.

Sea and Coral Island

· All rooms labeled “Sea” have unique or otherwise specialized descriptions. Unlabeled rooms on the map are also called “Sea”, but have identical generic descriptions, even those affected by the westward current.

· All gray squares represent “instant death” with the cause of death written in the square. These are not rooms.

· The bottom four rows of Sea rooms have a constant westward current that automatically moves the player’s destination one space west of intended destination. Thus, NORTH takes the player northwest, NORTHEAST takes the player north, EAST does not move the player, WEST takes the player two spaces west, NORTHWEST takes the player one space north and two spaces west, and so on, while WAIT moves the player one space west. This effect only occurs when the player moves out of a Sea location with active current into another Sea location (with or without current). Thus, if the player moves NORTH from West End of the Beach, the destination is the Sea location due north rather than to the northwest. If the player moves back SOUTH from that location, the destination is West End of the Beach, rather than dashed against the rocks to the southwest. Note that the current effectively makes all WEST, SOUTHWEST, and NORTHWEST connections one-way, even though they are not indicated as such on the map. Once the channel to Scylla and Charybdis is traveled beyond the first square, the player is committed.
· From Dinghy at the Water’s Edge, WEST or OUT returns the player to Middle of the Beach. EAST, SOUTHEAST, SOUTH, or SOUTHWEST have destinations as though the player were standing at Middle of the Beach, but NORTHEAST, NORTH, or NORTHWEST lead nowhere.

· JUMP from Sailing in the Dinghy (1-6) moves the player into the corresponding Sea location.

· Sea locations continue beyond the map edges to infinity, or at least until memory runs out, I assume.

· Exits from Lost in the Desert occasionally lead to West End of the Beach or Middle of the Beach, shown as “special” paths on the map. This seems to be a completely random event, and rare enough that almost all players die of desert heat instead of escaping. But after the ningy is knocked over in Ningy Room, this way out of Lost in the Desert is a potential back door into the sea region (using much restoring of saved games).

· WEST from Contorted Passage still leads to Ningy Room even if the ningy is knocked over (verified by using the back door from the desert, explained above).

Desert Canyons and Pyramid

· Player can survive for a limited time without water in “desert rooms”; after the fifth move, the player can no longer do anything except DRINK, and death occurs three turns later. For the initial five moves, only traveling counts as a move: for example, the player can drop and pick up objects, look, or even try traveling in a disallowed direction, without ever becoming thirsty. Once the player is immobilized by thirst, any action, including LOAD or SAVE, counts as a move, and only DRINK is allowed. If a still-mobile player leaves a “desert room”, thirst is reassessed upon returning to any “desert room”, starting from whatever thirst level the player originally had before leaving.

· Using the recursive west exit from the Desert Canyon location outside of Water Barrel Cave counts as two moves towards thirst (one to leave, and another to return). However, once the player is immobilized by thirst, an attempt to go WEST only counts as one move.

· Lingering too long in the Long Thin E/W Passage locations can leave the player stranded without a light source in each room except “Y” and “Q”. Also, the balrog sometimes attacks the player from the adjacent room if the player waits in one of these locations while the palantir is very bright. This happens so rarely that I decided to not mark these passages as “danger rooms”.

· The balrog is never met when going EAST from Long Thin E/W Passage (Q). The last eastern path in this area is therefore marked as ordinary.

· The Dusty Trail Room locations and Dead End become “danger rooms” when the snakes awake.

· The red paths in the Dusty Trail Room area represent my best guess as to the snakes’ route through the maze, after many futile attempts to track the progress of each snake with respect to the rooms’ colors, and making many confusing maps at different times after waking the snakes. Note that if a snake travels from room A to room B at the same time that the player travels from room B to room A, a snake is not encountered along the way. The player only dies if the destination is occupied by a snake on arrival.







