Fried Calamari

Squids in Forests – Part Three
Arch
· The statue can be glimpsed in the tree. If investigated, it will run away. 

· The path forward is blocked by a force field. This will only be opened at the end of the game. 

· Each statue guarding the gateway has a spear and they move to block the door, symbolically, when he approaches. Each statue has an empty eye notch, and when these are filled with Statues’ Eyes from the Pool and Capital building respectively, the guards will stand down. 

· If the statues stand down, the force field will deactivate. But the statue head above will breathe fire downwards. Its mouth can only be plugged with the Jewel of Nakorsis. Once this is done, he can pass and the game is beaten (unless I add a temple section to this game, rather than starting a second one). 
West Fork

· Left path goes to the “Clearing”, right path goes to the “Gap” – the one that leads to the pool. 

· Statue can be found. These are activated by the Tapping Wand, and will do Squid’s bidding. They will betray him at the end of the game if he does, however. 

Clearing

· Statue is hiding behind rock. Will wait till they are leaving, then cut them off. 

· Statue cannot be defeated or avoided. Ari must either retreat into building, or use flower pollen, causing statue to slip. 

· Flower—its pollen will put him to sleep if he spends more than 2 actions in the flower. It contains 3 packets of pollen, which can make things slip or sleep. 
· Treasure chest – contains a jewel. 

Hut

· The jars on the shelf are filled with a strange brown liquid. It smells and tastes bad, but  it’s not any identifiable substance. 
· The desk has an old book and a quill on it. If he tries to open the book or read it, it will crumble to dust. 

· On the wall is a parchment covered with grime. He can take this, and it can be cleaned off with water and something to rub with – either the rag or Ari’s shirt. 

· The floor is covered with duff (leaves and twigs and such). 
Building

· Orb in pillar – get it, put it in niche at top of stairs to open safe 

· Stairs – 2nd from top step makes it go flat. 

· Tapestry hides safe, which only opens when there’s an orb in the niche. Safe contains orb for staff, but steel door closes if if second orb is taken. First orb must be placed in safe to proceed. 

· Stick holding up poster – this can only be combined with second orb to make Tapping Wand. 

· Statue – if statue chases him in, he must run up the stairs, and grab doorknob while stepping on the trick step at the top, causing them to go flat and the Statue to slip. It will leave. 

· If he flees the statue, it’ll pursue him to the roof and kill him there. 

Rooftop, a la Ginkus

1. Combine tapping rod. 

2. Use rod on NorthWest post, it begins spewing energy. 

3. Southeast. 

4. Northeast. 

5. Southwest. 

6. Statue – He’ll kill you after two posts are activated. 

7. Insert wand in middle. Energy converges there and causes building to activate and fly. (Staff-hole is grimy and must be cleaned with wet rag. Both rag and water are in sink inside building). 

East Fork
The 2nd statue can be found here. 

Trans-Cliff Bridge

· When Squid walks across the bridge, statue will destroy it, then move onto central island and hide. 

· Use sling-shot (the vine that goes between the tree and the rock) to slingshot across the chasm. 

· Or: somehow slingshot the boulder with vine attached. He can then climb across the vine. 

· Statue will attack after Squid messes around for a while. He will prevent any attempt to slingshot. Squid must cause him to slip on a little flower, then hit him with a stick to knock him over. This will earn him one action. If he knocks Statue off the edge, it will earn him five actions before Statue climbs back – at which point, previous tactics won’t work. 

Pool


The ship crashes near the “pool”, a small lake. Here, the outlines of sunken buildings can be made out. One of them sticks slightly out of the water. Ari can make out an entrance in the side. 

(Guns won’t work after swimming). 

· 1-3 fish attack him in the water. 

· Dungeon skulltula defeated in Zelda way. 

· Dun. Spider must be burned. 

· Take statue eye and leave. 

Ship External 

· Path to maze screen off in distance 

· Ship can be entered 

· Statue attacks. Refuge in ship. 

· Secret Treasure on opposite side of the ship. 

Ship Internal

· There are 8 guys in total, including the Captain. 

· The Statue will attack for 5 hrs straight, till 5 in the morning. Each hr is 5 rounds. 

· 3 guys must guard the front at all times or the statue will enter. 

· Whoever guards the bathroom will die every hour. However it must be guarded, or else Statue will sneak in. 

· The rear is the most defendable area, but if it’s damaged too much, it’s game over. 

· The left side is seemingly safe as the Statue won’t attack there much. However, the Statue will use this fact to its advantage, performing sneak attacks and such. 

Capital Building 

· “Fat Guy” can’t be passed without explosives, which Squid can find in the ship. 

· In the Capital Room, Squid will find a portrait of someone who looks a lot like Ginkus. Its caption is decayed away. 

· The room is surprisingly clean and well-kept. It features a throne, with statues flanking the corners. 

· One of the statues’ eyes will gleam. To get it out, Ari will have to place something in the statue’s hands. 
· He will find a jewel in the throne which should do the trick. 

Maze

· Portals connect to each other 

· Control 1 (by portal) opens gate 

· Control 2 (other 1) gives power to control 1. 

· Metal sheet (on ground, covering firey tracks) allows him to pass over. Ari must pick it up and place it on the other part of the tracks, near the jewel, to get the Jewel of Nakorsis. 

· Statue attacks if he takes too long. 

Temple

· The temple is built on three concentric circles, each one more elevated than the last. 
· The Statue will pursue him into the structure, and will become increasingly violent. 
· In the rooms here, Ari will begin to discover spheres containing Shri’s history. Two per level. 
· If Ari goes into a room, the Statue will corner him. The first time this happens, his guns will work to drive the thing off. His statues will do little. After this time, he must find a way to trap the statue. 
Level One

· Office – A series of rooms that loop off from the main corridor. Along Ari’s path, he’ll first see the door to room one, a dilapidated room with nothing in it except controls that can shut the door to room two. He’ll need to clear some brush preventing metal contacts, and then use his tapping wand. Room two has the first sphere and a repair bay for the mini statue (Southeast wall). Room three has a crumbling statue by the door to room two, and Ari can knock this over using his mini statues. To trap the statue in room two, he must lead it through room two while his mini statues knock the big statue over. Then, as he enters Room One, he must activate the controls (if he hasn’t done the prep work for this, he won’t have time) and close the door to room two. The statue will be temporarily trapped. 
· Sphere 1 – The hologram shows the Citadel when it was brand new, its finishing touches still being completed. “Four of the five major city-states, and many of the smaller ones, have agreed to a cease-fire. We never thought peace was possible, but perhaps facing annihilation was enough to force cooperation, if not trust. The attacks from space were devastating. Ten cities destroyed before we were able to stop this immense being. And it’s clear more are coming. They call themselves “The Great” and no one knows where they came from or why they want to destroy us. They don’t seem to be after any of our resources. They just want us dead. It’s clear our current technology won’t be enough to stop them. In desperation, we decided to cooperate, in the hope that together, we could develop adequate defenses. But we needed a place to meet, to work together on neutral ground. With everyone’s resources, we built this place, this citadel, pooling our sciences and technologies. It is magnificent, but I cannot believe it’ll be enough.”
· Control Room – This room once was the control hub for some ancient scientific experiment, and now there’s a colony of miniature people here. By using History Bot’s translation matrix, Ari will be able to talk to the miniature people. 
· They will treat him as a “Dark Titan” and tell him to begone. They will reveal that they’re the ones who called upon their protector deity to banish him. They will soon be provoked to begin attacking him. 
· The control room, among other things, is tied into the Construct. That’s how they summoned the creature. Ari can’t call it off from here, however, though he can identify additional threats (must be living creatures or robots however. No inanimate objects). There are also readouts of the Construct’s vitals. 
· Dining Hall – There are some outlying Miniature People houses here. Most of these react the same way, but there will be one – Teclesius – who, while still afraid of Ari, will also be curious and more willing to talk. He will ask about Ari’s nature and past and will reveal the name of the Miniature People (which is marked on Ari’s map). He can ultimately be persuaded to give Ari a hint. 
· Security Room – this room controls access to the next level, but the button is hidden. It appears to be simply a crew quarters but underneath the couch is a keyhole. This will open all the staircases to the next level. Most of these are blocked by wreckage, but there’s one he can access. 

Level Two
The second level is mainly labs, and as such there will be evidence of various genetic experiments done here. Also, one room will contain the final solution but will seem innocuous at first. Its true purpose will be revealed only with the help of the tapesty (in Ari’s inventory already) and then only when he has an item from level three. 

· Tapping Station – Ari will be able to upgrade his tapping wand here. A machine will take the wand and inject it with gray metal. He will now be able to control the statdue with it. 
· The statue is now too fast to be tapped, though. It will kill him as he taps it. He must lure it into a trap. 

· Alternatively, he can kill it by dropping it into some lava. 

· Elevator Room – This room has an elaborate mural on the floor, which, if activated, is actually an elevator. Ari doesn’t realized this though, and will find nothing on his first inspection will find nothing in the room. 

· Genetic Lab – Mostly a story-oriented room. It contains a sphere (hidden behind a fallen door) which explains the history of the Miniature People aka the Zigori. The room contains a number of genetic samples, but that’s about it. Also in here, he’ll find a vial of acid (which will come in handy in the underground levels) and a keycard which says “Ganakos”. 
· Sphere 2: The hologram shows a flourishing city surrounding the Citadel. “The outpouring of ingenuity from all the tribes, including my own, the Zor’l’Ti, was awe-inspiring. But in the end it amounted to little. The third attack from the Great proved all our new weapons were no more effective than conventional ones. Our theories as to how these beings work seem to have missed the mark, and so we have no idea how to attack it. … The people are losing hope yet again. Their enthusiasm for cooperation and progress has waned, giving way to the old tribal rivalries. Many just want to go home, to their own city-states, to face the end with their family. To wait for death. But I would not give in so easily. I knew I had to think of something. A last-ditch effort to unite us, to save us. And then it hit me. These beings were too powerful for a frontal assault. We needed to learn more about them. And for that, we needed to stow away on their advanced, shielded ships. Robots would never do for this task. It would need the intelligence of a person in order to achieve our goals. Perhaps, in addition to espionage, these things could perform sabotage… And then it became clear. The Cal’Uzi people had produced genetically modified herd animals that were 1/20th the size, to amuse their children. And the people of Ty had extensive knowledge of the human body. We would produce tiny people. If nothing else, when all our mighty cities fall, there’ll still be something left of us, small enough to hide in the nooks and crannies of old Shri. I would call them “Zigori”, after my little daughter, who fell to the second attack.  
Level Three

· Ari will find a slot for the tapping wand. (The third sphere is in the slot, and he must remove it in order to insert the wand). If it is not the control wand yet, nothing will happen. If it is, he must twist once it’s inserted. It will give a “goosh” sound and click in, but nothing else will happen. When he removes it, the slot will remain illuminated. This has activated the elevator to the lower levels. 
· Sphere 3: Hologram shows the city shining, glimmering with new structures. “As my daughter had once done, the Zigori brought hope. It was impossible to feel the dire hopelessness of before with them around. They were like children, a people who needed us to explain the world to them, to guide them. They soon developed their own art and theatre, and made us all laugh. And yet, we still needed them to do a job. It was just survival. We pushed them to train, to learn to use technology, to be stealthy and to be ready to give their lives. The thought is horrible, but it needed to be done. We may have pushed them too hard. But still, we pushed harder. I pushed them harder. We waited a long time for the next attack from the Great. Dare I say, too long. Some of us began to hope they were gone for good. And some of the Zigori began to resent us for devoting their lives to fight beings they could only see as ancient history, little more than mythology. Who could blame them? Part of my mind began to rebel against depriving them of their rights in this way, forcing a whole people to work for our gain. Had we created a race of slaves? Were we really no better than that? I silenced these thoughts and carried on, as I had to to survive. Some days, nonetheless, I needed to get away, to think. I had a palace north of here, and I built a secret tunnel that would take me there. Some days I would just disappear there, escape when I had to. I painted the clue to its location onto the – (sphere fizzles out here). 

The Forge
· The elevator goes down a long ways, finally arriving at this underground facility. A huge pool of lava dominates the center of the room. 

· In the lava are “Lava Fish”, which are not actually fish – they’re blob-shaped constructs, creationary cousins of the Construct. 

· The elevator shaft is in the center of the room, with catwalks radiating outward. Platforms over the lava serve as testing beds – places close enough to the heat such that things start to singe. Back in the day, this provided a way for the researchers to test their lava-resistant technology close to the lava, without fully submerging. 
· Around the periphery of the room are statues whose mouths flow with lava. These go into channels which go into the central lava pit. 

· Between these statue mouths are giant machines that serve as “forges”. Back in the day, these had systems to quickly cool the lava with technology inside it, forming constructs like the Construct. Once they’ve cooled, their internal anatomy is settled; some no longer require the outer stony shell. But without it, they are vulnerable. The Northwest forge is broken and decayed. The first one will work, but Ari must repair it with a part from the 2nd machine. 
· Ari will find a workstation which has a force field gun (with 15 ammo) on it, and the fourth sphere. 

· Sphere 4 – Hologram shows the city being rocked by warfare, explosions erupting through its streets. “Eventually the Great did make their appearance. Using their miniature airships we’d built them, the Zigori followed the creature back to its ship after its attack. They made it into the Great ship, as we waited with bated breath. Those brave Zigori never returned. That was the beginning of the end. The Great’s ship disappeared, and hasn’t returned since. Months go by, years… I’ve tried to keep everyone focused on finding new defenses, but it becomes more difficult. Some see the threat as gone, others see the plight as hopeless. It’s almost as if the Great know what they’re doing to us. As if they’re waging a psychological campaign to tear us apart. Why would they wait so long between attacks? The Zigori’s resentment of us, in some cases, has turned to rage. They have every reason to hate us. We sent their brothers and sisters off to die, having achieved nothing, and now we push them even harder, expecting them to do it again. Why should they sacrifice their lives for us, some argue? Their cities, if built in the right places, can escape the Great attacks. After all, what had we ever done for them? For a time, it was nothing but bitter political arguments. Then, one fateful day, something happened that none of us could have forseen. The Construct, built to protect everyone in this place, had become the symbol of our oppression of the Zigori. It was our watchdog, our enforcer. We never used it that way, of course, but some of us were beginning to speak of using it as enforcement. I denounced such talk out of horror, but it was too late; the Zigori had heard it, and it made the whole thing escalate. They defiled the statue-creature, hurling food and waste at it, and covering it with graffiti while it slept. One fateful day, the thing retaliated. It killed one of its attackers. This came as a shock to all of us. It hadn’t been programmed to do that, not to a resident of the city, Zigori or otherwise. Had someone sabotaged it? And if not, why had this happened? Some went so far as to suggest the creature had feelings. Maybe the Zigori had attacked it, some suggested, or attacked other Zigori who were trying to defend it, causing the thing to lash out. Whatever the case, a full civil war erupted, one against our own children. We’d trained them well. They were powerful and stealthy, and had access to some of the most advanced technology on Shri. Worse, they were suffused throughout the city, able to attack us in our most intimate quarters. This was a war we could not fight. We had to retreat. But retreat meant abandoning the city. Retreat meant giving up on this place, the first and greatest collaborative effort the planet has known. Retreat meant abandoning the future. But it was what we had to do. The Great had won. I was now certain they did this to us. But I would not stop. They had won this day, but in so doing they had forged me into something else. And I will stop them. … I’m leaving for my palace up north. I’ll work from there. The other tragedy is leaving the Zigori behind. Not all of them have turned on us. Indeed, many of them are still devoted, and long for the relationship we once enjoyed. It seems they will be the sole heirs of the great city we leave behind.”

Forge 1

This forge could be working, but for the missing “spire”. With sufficient ingredients, Ari can make a new Construct. 

	Construct
	Wistrococcus
	Metal
	Circuits

	Lava Fish
	1
	1
	1

	Worker Drone Upgrade
	2
	2 (0 for existing statue)
	1 (0 for existing statue)

	Construct 
	5
	4
	4

	Destroyer
	8
	8
	8

	Source
	
	
	

	Broken forge sphere
	
	2
	

	Circuits in control room
	
	
	4

	Ari’s spheres from “The Ancient Secret”
	
	2
	2

	Canisters by Forge 2
	5
	
	

	The Construct
	See composition above
	-
	-


Forge 2

This one is broken beyond repair. 

· Ari will find five canisters of deadly silicon bromide-fitted wistrococcus bacteria near the 2nd forge. 

· The sphere Ari finds on the ground will provide him 2 pcs of the necessary metal. 
Forge Control

This room is a defunct control center. One could set the program in place and the forge would create the desired being. 
· Ari will find different “programs” here, in the form of spheres. These are algorithms, instructing the forges to construct beings, or constructs. It will accomplish this by layering bioengineered, lava-resistant microorganisms with mechanical technology to create networks and systems. The lava provides a medium for the interaction of these elements. 
· Lava Fish program – “A simple demonstration: a fish who swims comfortably in the lava. The bacteria, fitted to lava-resistant silicon bromide crystals, have colonized the metallic, computerized skeleton to create a fully lava-compatible organism. A marvel of the old Crodin science, and a triumph of our glorious new cooperation. Grodo, signing off.” 
· Statuette 2.0 – “An upgrade on the traditional Zor’l’Ti worker statuettes, which did not use the lava tech. The originals were purely mechanical as the Zor’l tribe did not have Crodin technology. This upgrade applies the new techniques used in the construction of the lava fish to the general design. Grodo, signing off.”  
· Construct – the Construct that’s been pursuing Ari. “Finally we’ve moved past the experimental stage. We’re now ready to begin designing weapons for use against the Great. The construct was designed to be powerful, fast, and deadly. When not in use it can be mistaken for a statue, ignored until the moment is right. Then, it has the speed to act. Its claws and muscle strength make it well-suited to rapidly climbing the giant bodies of the Great and then to rending its flesh, once they arrive at a weak point. Its hardened, stony exterior makes it durable. If the stone should crack, it would only expose the lava beneath which may then bubble up and harden, replacing the damaged material. I can envision armies of these constructs – each with the passion and dedication of a living being but the focus and logic of a machine – bringing down the Great as they attack. It is perfect – it is beautiful. Grodo, signing off.” 
· Destroyer Construct – a bigger, meatier construct that was conceived and never built. “Considering the failure of the Construct to cause significant harm to the Great, I cannot foresee this marvel being constructed. And yet, I must extoll its virtues. The Destroyer is nearly twice the size and three times the strength of its predecessor. Its speed suffers a slight reduction, due to its size, but this may not matter – as we saw in the last attack, the Constructs were ignored until they had climbed all the way up and made their move. The problem was, they lacked the strength to penetrate The Great’s skin. The Destroyer’s increased strength could make the difference. It also has an onboard grounding system, to help correct for the effects of the complex spacetime which surrounds the bodies of the Great, which confused so many of the Constructs the last time around. Alas, support has gone from this project, and now they put all their resources into their pets, these Zigori. I doubt this report will even be read. They’ve given up, and they would divert themselves with pets rather than face the threat head on. I begin to think the dissenters have a point: so much for Ganakos and his pretty words. Grodo, signing off.” 
Boss battle 
The Construct will appear as soon as Ari discovers the Lathe controls and attack Ari. Its health will be displayed by a holographic display that follows it. 

Ari will be able to use the Force Field Gun that he finds. It can either hit the creature for damage, or create a force field that it will take the creature time to get through. 

	Weapon
	Damage

	Twin Guns
	7

	Force Field Gun 
	20

	Hypo w/ Acid 
	10

	Construct’s HP 
	400

	
	


He won’t be able to kill the Construct in direct combat. The idea is to keep buying time and escaping, until he can get to both control panels and trick the Construct onto the Energy Lathe beneath the elevator on the lower level. 
Once it’s trapped, he’ll have the option to kill it, or tap it with the control wand and thus permanently gain control of it. If he kills it, the lathe will take it apart and transport its materials back into the working forge so that Ari can make a new Construct. 

Energy Lathe Controls

Two of these are needed to activate the energy lathe. 
Ganakos’ Secret Tunnel
Here, our heroes will find a tunnel with a train in it. Tapping the train will make it move. Ari will notice a strange irregularity on the train’s surface. He will have to shoot it with the Force Field Gun. The gun will be drawn to the surface magnetically and then explode, but a hatch will open in the train. From inside, he can tap it. 

The train takes them to the Shri Capital City, where he gets off to find an elevator that goes up. The game ends here, with him ascending the elevator, but Ari’s adventures will continue in Balzak Globotron… 

THE END  
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