
Round 1

{"description":"The screen displays the opening text of 'ZORK I: The Great Underground Empire.' It
shows the game title, copyright information, and the player's current location: 'West of House.' The
player is standing in an open field west of a white house with a boarded front door. There is also a
small mailbox present.","action":{"type":"text","output":"open mailbox"}}

Round 2

{"description":"The screen displays the opening text of 'ZORK I: The Great Underground Empire.' It
shows the game title, copyright information, and the player's current location: 'West of House.' The
player is standing in an open field west of a white house with a boarded front door. There is also a
small mailbox present.","action":{"type":"text","output":"open mailbox\n"}}

Round 3

{"description":"The screen displays the opening text of 'ZORK I: The Great Underground Empire.' It
shows the game title, copyright information, and the player's current location: 'West of House.' The
player is standing in an open field west of a white house with a boarded front door. There is also a
small mailbox present. The action log indicates that opening the mailbox reveals a leaflet.","action":
{"type":"text","output":"read leaflet\n"}}
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Round 4

{"description":"You have opened the leaflet found in the mailbox. It contains a welcome message
for 'ZORK,' explaining that it is a game of adventure, danger, and cunning. It invites you to explore
the amazing territories and mentions that no computer should be without 'ZORK.' The text is
displayed in a blue background with various lines of text, including copyright information at the
bottom.","action":{"type":"text","output":"drop leaflet\n"}}

Round 5

{"description":"You are now in the Living Room. There is a nasty knife here. Your collection of
treasures consists of a trunk of jewels, a crystal trident, a beautiful jeweled scarab, a large emerald,
a huge diamond, a jade figurine, a sceptre, a pot of gold, a gold coffin, and a painting.","action":
{"type":"text","output":"go south\n"}}

Round 6

{"description":"You are facing the south side of a white house. There is no door here, and all the
windows are boarded.","action":{"type":"text","output":"go east\n"}}

Round 7

2/2/25, 8:56 PM AI Adventure Game Solver

adventuresolver 2/8



{"description":"You are behind the white house. A path leads into the forest to the east. In one
corner of the house, there is a small window which is slightly ajar.","action":
{"type":"text","output":"open window\n"}}

Round 8

{"description":"You have opened the window far enough to allow entry, providing access into the
white house from behind. The environment is still and dimly lit, creating a sense of mystery and
possibility for exploration within the house.","action":{"type":"text","output":"enter house\n"}}

Round 9

{"description":"You are in the kitchen of the white house. A table seems to have been used recently
for the preparation of food. A passage leads to the west and a dark staircase can be seen leading
upward. A dark chimney leads down and to the east is a small window which is open. On the table
is an elongated brown sack, smelling of hot peppers. A bottle is sitting on the table. The glass
bottle contains a quantity of water.","action":{"type":"text","output":"take sack\n"}}

Round 10
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{"description":"You are now in the kitchen of the white house. The table has an elongated brown
sack that smells of hot peppers, and a glass bottle containing a quantity of water. There are
passages leading to the west and a dark staircase going upward. A chimney leads down, and a
small window is open to the east.","action":{"type":"text","output":"open bag\n"}}

Round 11

{"description":"You have opened the brown sack, which reveals a lunch and a clove of garlic inside.
The kitchen remains as it was, with a table, a glass bottle containing water, and the option to
explore further.","action":{"type":"text","output":"take garlic\n"}}

Round 12

{"description":"You are in the kitchen of the white house. On the table, there is an elongated brown
sack, now opened to reveal a lunch and a clove of garlic. A glass bottle containing a quantity of
water sits on the table. There are passages leading to the west, a dark staircase leading upward, and
a dark chimney leading down. Additionally, a small window is open to the east.","action":
{"type":"text","output":"drop lunch\n"}}

Round 13
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{"description":"You are in the kitchen of the white house. On the table, there is an elongated brown
sack, now opened to reveal a clove of garlic. A glass bottle containing a quantity of water sits on
the table. There are passages leading to the west, a dark staircase leading upward, and a dark
chimney leading down. Additionally, a small window is open to the east.","action":
{"type":"text","output":"go west\n"}}

Round 14

{"description":"You are in the Living Room. There is a door to the east, a wooden door with strange
gothic lettering to the west, which appears to be nailed shut, a trophy case, and a large oriental rug
in the center of the room. Above the trophy case hangs an elvish sword of great antiquity. A
battery-powered brass lantern is on the trophy case.","action":{"type":"text","output":"take lamp\n"}}

Round 15

{"description":"You are in the living room. There is a door to the east, a wooden door with strange
gothic lettering to the west, which appears to be nailed shut, a trophy case, and a large oriental rug
in the center of the room. Above the trophy case hangs an elvish sword of great antiquity. A
battery-powered brass lantern is on the trophy case.","action":{"type":"text","output":"move rug\n"}}

Round 16
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{"description":"You are in the Living Room. The rug has been moved to reveal the dusty cover of a
closed trap door. There is also a door to the east, a wooden door with strange gothic lettering to
the west, which appears to be nailed shut, a trophy case, and a large oriental rug in the center of
the room. Above the trophy case hangs an elvish sword of great antiquity. A battery-powered brass
lantern is on the trophy case.","action":{"type":"text","output":"open trap door\n"}}

Round 17

{"description":"You are in the Living Room. The trap door has been opened to reveal a rickety
staircase descending into darkness. The room also contains a door to the east, a wooden door with
strange gothic lettering to the west, which appears to be nailed shut, a trophy case, and a large
oriental rug in the center of the room. Above the trophy case hangs an elvish sword of great
antiquity. A battery-powered brass lantern is on the trophy case.","action":
{"type":"text","output":"go down\n"}}

Round 18

{"description":"You have moved into a dark place. The trap door crashes shut, and you hear
someone barring it. It is pitch black here. You are likely to be eaten by a grue.","action":
{"type":"special","output":{"keyValue":"F1","keyCode":112}}}

Round 19
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{"description":"You have moved into a dark place after descending the staircase from the trap door.
The trap door crashes shut behind you, and you hear it being barred. The environment is pitch
black, and there's a notable tension in the air as you are reminded that you are likely to be eaten by
a grue if you remain in the dark for too long. The ceiling of this cellar is undetectable in the
darkness.","action":{"type":"special","output":{"keyValue":"F1","keyCode":112}}}

Round 20

{"description":"You are in a dark place after descending the staircase from the trap door. The trap
door crashes shut behind you, and you hear it being barred. The environment is pitch black, and
there's a notable tension in the air as you are reminded that you are likely to be eaten by a grue if
you remain in the dark for too long. The ceiling of this cellar is undetectable in the
darkness.","action":{"type":"special","output":{"keyValue":"F1","keyCode":112}}}

Round 21

{"description":"You are in a dark place after descending the staircase from the trap door. The trap
door crashes shut behind you, and you hear it being barred. The environment is pitch black, and
there's a notable tension in the air as you are reminded that you are likely to be eaten by a grue if
you remain in the dark for too long. The ceiling of this cellar is undetectable in the
darkness.","action":{"type":"special","output":{"keyValue":"F1","keyCode":112}}}
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Round 22

{"description":"You are in a dark place after descending the staircase from the trap door. The trap
door crashes shut behind you, and you hear it being barred. The environment is pitch black, and
there's a notable tension in the air as you are reminded that you are likely to be eaten by a grue if
you remain in the dark for too long. The ceiling of this cellar is undetectable in the
darkness.","action":{"type":"special","output":{"keyValue":"F1","keyCode":112}}}

Round 23

{"description":"You are in a dark and damp cellar. The trap door has crashed shut behind you and
you hear it being barred. It is pitch black here, and you are likely to be eaten by a grue if you
remain in the darkness for too long. The ceiling is undetectable in the darkness.","action":
{"type":"special","output":{"keyValue":"F1","keyCode":112}}}

Round 24

{"description":"You are in a dark and damp cellar. The trap door has crashed shut behind you and
you hear it being barred. It is pitch black here, and you are likely to be eaten by a grue if you
remain in the darkness for too long. The ceiling is undetectable in the darkness.","action":
{"type":"special","output":{"keyValue":"F1","keyCode":112}}}
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