Kingdom of Hamil — Map Notes

General Notes

· In “danger rooms” the player may stay for a limited time before being killed. Red rooms are dangerous from the start. Orange rooms become dangerous after the player tiggers some event. Technically, every room is a red “danger room”. If a player waits too long anywhere, a random monster walks in and kills the player.

Chapel and Underground

· The vampire does not follow the player SOUTH from Crypt into Large Orbicular Chamber, nor does he move EAST from Passage with the Metal Door if the tapestry has been prematurely moved in Tapestry Room. If the vampire is left behind in a room, an attempt to return to his location is fatal.

· Routes within the Maze of Hamil are marked as “transient”, but it is the rooms themselves that are destroyed. When the player leaves a Maze of Hamil location, that room may never again be entered, even from a different entrance.

Museum and Outdoors

· Player may only go WEST from Western End of the Great Court if carrying the documents. However, EAST from Entrance Hall is passable regardless of whether the player has the documents.

· The decision made in Room with the Eight Tunnels determines whether the player survives the descent into Snark House. One can make the wrong choice upstairs, travel partway down, return, and then make the correct choice.  One can also go DOWN from Room with the Eight Tunnels, which results in death 1 in 8 times when the player reaches Snark House. Note that there is only one Snark House and series of Steep Twisting Passage locations, as opposed to eight different ones (confirmed by the game’s source code).

· Departure Lounge for Valhalla is marked as a “danger room” although the player does not die here. However, lingering too long prevents the player from seeing the best ending of the game.

Rocky Plain

· The safe path from Rocky Plain by the Tunnel to Rocky Plain (5) is established by the hexapod, who randomly runs southeast, south, or southwest from one room to the next in the chain. The safe path back is the reverse of the hexapod’s route. The safe path itself is not permanent. Each time a player travels northward (NORTH, NORTHEAST, or NORTHWEST, depending on the safe route), the safe southward direction is rescrambled.  EAST and WEST from any Rocky Plain location is always fatal.

· It is possible to travel among the Rocky Plain locations without the hexapod, because saving the game is allowed here. However, the chance of correctly guessing the way southward seems to be much less than the expected 1 in 3. Using a lot of saving, restoring, and patience, I have been able to reach Rocky Plain (5) without following the hexapod, but the treasure is not present and nothing special happens. I have even carried the hexapod with me and dropped it there, but it “scurries out of sight” and nothing occurs.

· It is also possible to label each Rocky Plain room with an item, and confirm that no matter which southward direction is taken to reach the next room in the chain, the destination is always the same.  For example, if the correct direction from Rocky Plain by the Tunnel to Rocky Plain (1) initially happens to be SOUTHEAST, and an item is left at Rocky Plain (1), the player goes back NORTHWEST, saves the game, and then keeps trying to go SOUTH until eventually surviving the trip, the item is there waiting.

Lost World

· Each time the player uses an exit in Lost World, that path is destroyed. However, unlike the Maze of Hamil, the Lost World rooms are not themselves destroyed and can be revisted as long as another entrance exists.

· The Tyrannosaurus Rex follows the player throughout Lost World.

· I have tagged the Lost World locations according to the order they need to be visited to solve this area. Note that there are alternative solutions.

Labyrinth

· When the player enters a Labyrinth room with a monster, there is only one move to leave or perform an action. The only direction that may be taken is the one returning the player to the room of origin, even if there is another exit leading to a safe room. If traveling without a map, reversing directions almost never returns the player to the original room because most of the routes curve. Fortunately, the BACK command works.

· Labyrinth locations are numbered according to how they are listed in the game’s source code (the availability of which made mapping this area much less painful).

· Except for the room with the kobold, every Labyrinth location with a monster has many recursive exits leading back to the same room. This cannot be determined from within the game, because the only monster that can be eliminated is the kobold. The recursive nature of exits from other inhabited rooms was learned from the game’s source code.

