Acheton - Map Notes

Forest

-Unmarked exits from Mine Entrance, Road Through Forest, End of the Road, Depression, Field, Crack in the Forest Floor randomly lead to Forest (1-6).
-Unmarked exits from Forest (1-6) randomly lead to Mine Entrance, Road Through Forest, End of the Road, Depression, Field, Forest (1-6), Enchanted Forest (1).
-Unmarked 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), the destination of “climb” is Top of a Tree (1-6) regardless of direction; from Enchanted Forest (1-2), the destination is Top of a Tree (N/S/E/W) as noted in map.  There may be four unique Top of a Tree rooms for each direction climbed in Forest (1-6) like there are for Enchanted Forest (1), but this cannot be verified since the Top of a Tree rooms cannot be marked:  items dropped while at Top of a Tree land in the forest below.
Afterlife

-All exits from Hades (1) lead to Hades (2), from Hades (2) lead to Hades (3), and so on until Hades (7).
-Unmarked magic word exits from Hades (1-7) lead to the original location of death.  In certain situations, resurrection results in immediate death once again:  for example, if the player was driven into Scylla’s maws by the westward current.
Main Areas - Slab Room & Lodestone Room Regions

-West from Sandstone Room is blocked if the shortcut into the caves wass taken from Miner’s Hut.
-Down from Safe Room is blocked when the endgame sequence 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 noted as “special” only for this reason.
-Leaving Stock Room the first time requires problem solving, but only the southwest exit to Undertaker’s Room is noted as “special” on the map, since Executioner’s Room to the southeast is reachable from elsewhere.
-Climbing at Ningy Room is only possible while the ningy is against the wall.
-South from Toll Hole can be traveled without leaving toll.  However, if Toll Hole is re-entered, the opposite exit becomes an “instant death” exit:  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.
-Unmarked 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.
-Northern Giant’s Prison location is a virtual room that is only used by the giant and is never accessible to the player.
-East from Wizard’s Front Door is not possible if any treasures are carried, although the passage is marked as ordinary.
-Unmarked 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 room and another leads to previous Hall of Mirrors room.  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 not clear if there are more than four Hall of Mirrors rooms since they cannot be marked by dropping objects.  It is assumed that there are four rooms since the player is never more than four moves 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 exits remain and the path through Wizard’s Dungeons (1-6) is established.  The transient exits from Cell in the Wizard’s Dungeons are also denoted as “special” due to their variability.
-All exits from Wizard’s Dungeons (1-6) lead to Cell in the Wizard’s Dungeons except one direction leading to the next Wizard’s Dungeons location, or to Wizard’s Library from Wizard’s Dungeons (6).  The correct pathway set by the player’s actions in Cell in the Wizard’s Dungeons.
-All exits from Wizard’s Library lead to Dusty Anteroom.
Colossal Cave Region

-Timeless Cavern is not technically a “danger room”, but lingering too long can strand the player without a light source.
Mine

-There are four treasures, one endgame weapon, and two other objects randomly placed throughout the seven shaded rooms.
-One of the normal objects in the mine is transformed into a treasure at another location in the game.  The treasure icon is marked at that latter location, rather than having five treasure icons in the mine.
Ice Passages

-Centre of an Ice Floe and Edge of an Ice Floe (1-2) are all “cold rooms” as well as “danger rooms”.
-Unmarked 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).  There are not multiple Edge of an Ice Floe (1) rooms despite the multiple choices from Centre of an Ice Floe.  This can be confirmed by marking Edge of an Ice Floe (1) with an object and returning by selecting different directions from Centre of an Ice Floe.
-Unmarked exits from Edge of an Ice Floe (1-2) all lead to Centre of an Ice Floe.
-The exact destinations of the southeast and southwest exits from each Ice Passages location are randomly-determined.  This variability is designated on the map by back-and-forth arrows.
Wizard’s Garden & Roc Nest

-If bothered, the garden gnome randomly runs one move down any of the red paths shown on the map.  Each potential destination has been confirmed.
-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 leaving Roc’s Nest travel counterclockwise through the circle of red-shaded Junction of Passages locations.
-The winged serpents reaching the circle of red-shaded Junction of Passages locations travel clockwise until they meet a roc fledgling.  The serpents seem to enter the circle only by the two purple paths shown, but this is impossible to completely verify due to the presence of the roc fledglings.
-In Front of the Cage and the unshaded Junction of Passages location are not marked as “danger rooms” even through the winged serpents travel through them.  After freeing the serpents, it is impossible for the player to reach either of these rooms before a serpent arrives, and then wait around for them to enter and kill the player.  It is possible, however, for the player to enter the unshaded Junction of Passages location at the same time as a winged serpent and be killed immediately.  Thus, this location is either a “safe room” or an “instant death room”, but technically never a “danger room”.
Sea & Coral Island

-All rooms physically labeled “Sea” have unique or otherwise specialized descriptions.  All of the unlabeled rooms on this map are also called “Sea”, but have identical generic descriptions, including those affected by the westward current.
-All gray squares represent “instant death rooms” with the cause of death written in the square.
-The bottom four rows of Sea locations 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” causes the player to move one space west.  This effect only occurs when the player moves from a Sea location with active current into another Sea location.  Thus, when the player moves north from West End of the Beach, the destination is the Sea location due north rather than to the northwest.  And if the player moves south from that location, the destination is still West End of the Beach, rather than dashed against the rocks to the southwest.
-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, although “Northeast”, “North”, or “Northwest” lead nowhere.
-Jumping from Sailing in the Dinghy (1-6) moves the player into the corresponding Sea location.
-The Sea locations continue infinitely beyond the edges of the map (or until the computer’s memory runs out, I assume).
-Exits from Lost in the Desert occasionally move the player to Middle of the Beach, indicated as “special” path on map; this seems to be a completely random occurrence, and rare enough that almost all players will die of desert heat instead of escaping.
Desert Canyons & Pyramid

-Player can survive for a limited period without water in the “desert rooms”; after the fifth move, the player can no longer do anything except drink due to excessive thirst, and death occurs three moves later.  For the intial 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 trying to load or save a game, will count as a move, and only drinking water 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 upon leaving.
-Using the recursive west exit from the Desert Canyon location northwest of Fork in the Desert Canyon counts as two moves towards thirst, even though the player arrives back at same room.  However, once player is immobilized by thirst, an attempt to take the west exit only counts as one move.
-The Long Thin E/W Passage locations are not marked as “danger rooms”, but lingering too long can strand the player without light source in each room except “Y” and “Q”.  Rarely, the balrog will attack the player from the adjacent room if the player successfully travels east down the Long Thin E/W Passage prematurely while the palantir is still bright, but does not meet balrog right away.
-The balrog is never encountered when traveling east from Long Thin E/W Passage (Q).  The last east path is therefore indicated as “ordinary”.






