Quakelock Sherlock

By Balaji Narasimhan <sherlockbal aji @yahoacom>
1. Installation

Thefile gld.zip contains:

e qld.pdf - Thisfile
* qldl.bsp - Put thisin quake\id1\maps

After copying ddl.bsp into queke\idl\maps, play quake asusual. Then, pressthe "~"
key andtype "map dd" to pay.

2. Introduction

Profes®r Moriarty haslocked Holmesinside adungeon. Holmeshasone shatgun
with 25shells and alightning gunwith 27cdls. There aefive wrridors and ore of
them leads to the exit and to sdety. The only problem isthat there is one shambler in
ead corridor.

Thelightning guncan orly kill one shambler before Holmesruns out of ammo. After
that, heisleft with just shotgunshells—and killing a nhambler with a gotgunis abit
liketryingto pu out avolcanowith a glassof water.

So, Holmeshasto choacse the right exit in the very first attempt. To dothis, he hasto
read the writing onthe wall and solve the puzzle, which will point him to the right
doar.

3. Credits

Thislevel was ceated with gD Lite 1.0. Textures were managed using TexMex 3.4.
The image for the stone wall s of the dungeon came from a photo taken by lan Britton,
which wasdownloaded from fre€oto.com. The quote onthe wall comesfrom The
Fina Problem by Sir Arthur Conan Doyle. The methoddogy d the puzzZle was
inspired bythe dpher creded by Thomas J&erson Bedein 1820.Paul Hoffman’'s
book Archimedes Revenge, which gves adetailed acount of the Bede dphers, was
extensively consulted whil e creating this game.

WARNING: CHEATSAHEAD!!!



i think that i may go
so far as to say,
watson, that i have
not lived wholly in
vain. if my record
were closed to-night
i could still survey
it with equanimity.
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If youlook at the visual abowe, it contains dharacters and rumbers.



Let usput al the dharacters—all 160 of them—in atable and highlight the characters
that are referred to by the numbers. Note that we are using the til de (~) charader to
represent space

Char Char #  Char # Char

01 |i 41 |w 81 Y, 121 |i
02 |~ 42 | a 82 a 122 | ~
03 |t 43 |t 83 i 123 | c
04 | h 44 |'s 84 n 124 | o
05 |i 45 | o 85 . 125 |u
06 | n 46 | n 86 ~ 126 ||
07 |k 47 |, 87 i 127 | d
08 |~ 48 | ~ 88 f 128 | ~
09 |t 49 |t 89 ~ 129 |s
10 | h 50 | h 90 m 130 |t
11 |a 51 |a 91 y 131 |i
12 |t 52 |t 92 ~ 132 ||
13 | ~ 53 | ~ 93 r 133 | |
14 |i 54 |i 94 e 134 | ~
15 | ~ 55 | ~ 95 C 135 |s
16 |m 56 | h 96 0 136 |u
17 | a 57 |a 97 r 137 |r
18 |y 58 |v 98 d 138 |v
19 | ~ 59 |e 99 ~ 139 |e
20 | g 60 |~ 100 |w 140 |y
21 | o 61 |[n 101 | e 141 | ~
22 |~ 62 |0 102 |r 142 |i
23 |s 63 |t 103 | e 143 |t
24 |0 64 |~ 104 | ~ 144 | ~
25 |~ 65 || 105 |c 145 |w
26 |f 66 |i 106 || 146 |i
27 |a 67 |V 107 | o 147 |t
28 |r 68 | e 108 |s 148 | h
29 | ~ 69 |(d 109 |e 149 | ~
30 |a 70 | ~ 110 | d 150 |e
31 |s 71 |w 111 | ~ 151 |q
32 |~ 72 | h 112 |t 152 |u
33 |t 73 | o 113 |o 153 | a
34 |o 74 || 114 | - 154 | n
35 |~ 75 || 115 | n 155 |i
36 |s 76 |y 116 |i 156 | m
37 |a 77 | ~ 117 | g 157 |i
38 |y 78 |i 118 | h 158 |t
39 |, 79 | n 119 |t 159 |y
40 | ~ 80 |~ 120 | ~ 160




From the table, |et ustake the characters corregponding to the numbers onthe wall:

03|t |
11| a |
07 | k|
59. | e |
02| ~ |
09|t |
04.|h |
68. | e |
08 | ~ |
12|t |
10. | h |
oL |i |
28 |r |
69. | d |
13| ~ |
98.|d |
21.|o|
24| o |
93 |r |

Put this together and it reads:

TAKE THE THIRD DOOR

S0, in order to complete the level, all you have to doiskill the shambler in the
midde!



