
MY ADVENTURES IN THE OBSIDIAN

by Lilah Kerlin

PROLOGUE
By the time you read this, I will be aboard Ceres, and I won't be back for a long time, if ever.

So, since I won't be around to guide you personally through the game they made about my
adventures in the Obsidian, I decided to leave you with a written account.  Each section deals with a
single puzzle; it begins with a gentle nudge and ends with enough information to enable any
intelligent person to solve the puzzle.  Play the game until you get stuck; then read this walkthrough
from the beginning until you find out something you didn't already know.  Continue to play as far
as you can with this one new piece of information until you get stuck again; then read from where
you left off until you find out something else you didn't know, and so on until you finish the game.
But even after you finish the game there will still be things you don't know; so finish reading the
walkthrough as well.

One thing before you start playing, though.  As soon as you enter the campsite the birds will
start chirping, and there are only two ways to shut them up: either quit the game and start over or go
into the Obsidian.  If you restore a saved game, the birds will keep chirping on and off, and any
sound that starts while they are chirping will be lost.  So unless you are starting the game from the
very beginning, don't boot it with Disk 1 in your CD drive.

CHAPTER 1: THE FOREST REALM

The game begins in the forest campsite where I was vacationing with Max Powers, who at that
time was my boyfriend.  I wandered around the campsite until I came to the Obsidian.  It was black
and shiny and I could see my reflection in it, but I could neither see nor hear any trace of Max.  Did
he leave me a message on my laptop about his whereabouts?  I went into our tent, opened up my
sleeping bag, took out my laptop, turned it on and read every file that didn't require a downlink to
read, but none of them contained any information about Max's whereabouts.  Exiting the tent, I
turned towards the Obsidian, and suddenly I heard a terrified scream!  It was Max!  I rushed down
to the Obsidian and saw his cap lying on the ground.  He must have been trapped inside the
Obsidian!  Then it opened up and I stepped in to look for him - and it trapped me inside as well!

CHAPTER 2: THE BUREAU REALM

2.1: THE ATLAS FACE.

When my vision finally cleared I found myself in an elevator on a wall of a cubical room.
Rising from the middle of the floor was a statue of Atlas carrying the world on his shoulders.  From
the middle of the opposite wall, the Bureau Chief (a vidbot) appeared, promised me information
about Max and invited me to cross a bridge and visit him.  But instead of extending to the elevator,
the bridge crashed into the sphere on the statue.  And instead of arranging to have the bridge
repaired, the Chief insisted that I make the arrangements myself!

I took the elevator down to the floor and went to the Information Booth.  At least I guessed
that it was the Information Booth; the letters were almost impossible to read.  I rang the bell and
another vidbot appeared and told me to look around the various booths to get the information I
needed about repairing the bridge.  Turning right, I found a little red door, and in the next room
there was a book and a little guitarist who showed me how to read the letters on the booths.  Then I
examined all the booths one at a time.  All the booths were amusing and a few of them were actually
informative.  The Travel Booth gave some helpful advice about the six faces of the Bureau - that's



where I got the names I'm calling them here.  There was another booth - I'll let you find it yourself -
at which I saw someone I'd see more of later on.  She looked a little like the character Hexadecimal
in the TV series Reboot, but the game documentation calls her the Conductor instead and I'll use that
name as well.  To my surprise, she commented about a dream I had!  Of course, you must have read
on my laptop about my wall-climbing dream, but how did she know about it?  But the most helpful
booth of all was, of course, labelled Bridge Repair.  The vidbot there told me to retrieve a document
filed under a two-word name and take it to Pre-approval.  Evidently I was going to have to go to a
library.

As it turned out, there was a library straight ahead of me.  But what a strange library it was!
The bookshelves were lying on the floor and the ceiling, and there were books glued to the back
wall.  As I passed by the bookshelf on the floor I found five books sticking out beyond the others.
I touched them and they fell forward onto the wall.  The ramp on which I was walking curved
upward to the wall, and as I walked up the curve the pull of gravity followed me until I got to the
wall which had become the floor.  I was climbing the walls, just like in my dream!

2.2: THE RECORDS FACE.

There were two ladders leading up from the floor of the library.  One of them was broken; I
climbed the other one - the one nearest the Atlas Face - made my way to the elevator and rode it
sideways over the bookshelves to the catalogue drawers.  I looked up both of the words given to me
by the Bridge Repair vidbot, but neither of those cards contained the document required to request
repairing the bridge.  Perhaps one of the computers on either side of the elevator would help me find
that document.  I tried both computers and settled for the one with five instead of four items on the
main menu.  I tried all the items on the menu and all the sub-items as well, but it was the fifth item -
cloud ring - that intrigued me the most.  It invited me to make a six-letter word from the letters in the
words 'cloud' and 'ring'.  The word-mixer game would find one for me; in fact, it found two.  I tried
them both on cloud ring and made it rain.  Out of curiosity I looked them both up in the catalogue
and that's when I discovered how the filing system works in that weird library.  I entered the two
words given to me by the Bridge Repair vidbot into the word-mixer game, then returned to the
catalogue and found the document.  Now all I had to find was Pre-approval.

2.3: THE NEXUS FACE

There was a red ramp leading up the far wall from the records face; I followed it and found
myself walking on the ceiling.  In the middle of the ceiling there was a light and a handle.  I pulled
the handle to the right and the Nexus swung 90 degrees to the right to another ramp.  I checked out
all the ramps in order: three of them actually led to other faces, and the other one led to a telephone
which kept telling me I had dialled incorrectly.  There were three rectangles beside the telephone,
each one with a schematic diagram and a slider that could be moved from the top to the bottom of
the rectangle.  Experimenting, I managed to find a position of the sliders which made the telephone
talk about the statue of Atlas, but nothing more useful or informative.  When I got back to the
Records Face I discovered that the Nexus would not turn any further to the right.  I pulled the
handle to the left and the Nexus did move left.  Experimenting, I discovered that I could turn it 360
degrees in either direction from its initial position at the Records Face ramp and no further.  All of
this was very interesting, but it didn't tell me where to find Pre-approval.  And then I remembered the
Travel booth.  In particular, I had just visited three of the faces in the order in which they were
described by the vidbot in that booth.  Evidently, the next port of call was the fourth face in the
sequence, and it was there that I headed.

2.4: THE SECURITY FACE

On entering the Security Face I was handed two red cards, two yellow cards and two blue
cards by the receptionist vidbot and instructed to meet her in Pre-approval.  To get from one cubicle



to another I had to pay certain cards and received others.  There were coloured stripes on each gate
indicating the price and payoff of passage, but without a plan of the whole maze of cubicles there
was no way I could avoid getting trapped with no way to proceed except to exit the maze.  The
vidbots and other apparatus in the cubicles added to my frustration (although one of the vidbots was
actually friendly if a little loquacious), and so did the rudeness of the receptionist vidbot when I went
to get more cards.  I climbed up the ramp to the Nexus Face to get a bird's eye view of the maze.
There were nine cubicles arranged in a three-by-three grid, and each cubicle had coloured arrows on
the floor indicating the price and payoff of entering that cubicle - regardless of the gate by which
one entered.  In one corner of the grid was a cubicle with a huge rubber stamp - that one must have
been Pre-approval - and it took three black cards to enter.  Adjacent to that cubicle on either side was
a cubicle which dispensed one black card; one of these cubicles demanded a yellow card and a red
card, the other a yellow card and a blue card.  Adjacent to the second of these cubicles was a third
one that demanded a blue card and coughed up a red and a yellow one, so that a two-way trip
between these two cubicles would cost two blue cards and yield a red card and a black one.
Adjacent to the third cubicle was a fourth one that demanded a red card and a yellow card and gave
back two blue ones, so that a two-way trip between those two cubicles would yield one blue card at
no net cost.  With this information I planned a trip through the maze that required only twelve
moves to get to Pre-approval, as compared with twenty in the solution I read later in the game
documentation.  And soon I had a stamped document in my hot little hand and was on my way to
the next face in the sequence.

2.5: THE TIME FACE

I should have known that it'd take more that just handing in the pre-approved document to get
it approved - I had to fix that bureaucrat's clock for him first!  I found the clock behind the booth
and pulled the lever, and after three ticks the moon crashed into a bicycle-seat-shaped earth and the
clock stopped.  I reset and tried fiddling with the three knobs which adjust the position of the sun
and the earth and the phases of the moon, but every time I pulled the lever, something crashed into
something else.  In desperation I pulled the lever without resetting first, and the clock started again
until the next crash.  This was good news: I could repair the cause of each crash when it happened
without having to predict it beforehand.  By experiment I found that there were three corners of the
earth into which the moon or the sun could crash, that it took eight ticks of the clock to make the
earth complete an orbit, twelve ticks for the moon and sixteen ticks for the sun.  In particular, every
time the moon intersected the earth's orbit, the earth would have advanced six out of eight ticks, so
that there was no way to keep the moon from intersecting the earth.  I would have to arrange for the
moon to be in its new phase when it intersected the earth.  I reset and pulled the lever again, and
when the moon crashed into the earth I adjusted the moon's phase to new and pulled the lever again.
The moon was new the next time it intersected the earth but it crashed anyway - into the trailing
corner of the earth.  Apparently even a new moon crashes unless it hits the earth dead centre.  I reset
and pulled the lever, and when the moon crashed into the trailing corner of the earth I backed the
earth up one notch so that its centre was on the moon, and then I set the moon's phase to new and
pulled the lever again, expecting the sun to crash into something or other.  Much to my relief, the
clock worked perfectly.  Apparently the sun's initial position was already correct!  Swelling with
pride I returned to the booth, fully expecting to have my document approved and to be granted an
audience with the Bureau Chief.  When you get to that part of the game you'll be able to understand
why my dislike of bureaucrats had by this time grown to an absolute loathing!



2.6: ACCESSING THE BUREAU CHIEF

a) The rebel leader.

I returned to the Nexus face and was greeted by a sympathetic woman who commanded me to
turn out the light so that we could talk.  But where was the light switch?  I started down one of the
ramps and was told to keep turning the Nexus.  Remembering having been unable to turn the Nexus
more than 360 degrees in either direction from the Records Face, I tried again, and this time the
Nexus did turn a little and then stopped, and the light was extinguished.  The woman welcomed me
into the ranks of the rebels - by this time I was more than happy to join them - and told me of a
document filed under another two-word name that would help me gain access to the Bureau Chief.
Another trip to the Records face, another round of word-mixer, another search in the catalogue, and
the document was mine.  Among other things it contained a picture of the telephone I had seen at the
end of the ramp leading from the Nexus to the Executive Face; so back I went.

b) The telephone.

The document contained a 3-digit number to be dialled on the telephone.  I did so, and the
schematic diagrams on the three rectangles were replaced by identifiable pictures.  Each rectangle
was divided into two squares, each containing a picture of one of the six faces of the cube, and the
two faces pictured on each of the three rectangles were adjacent on the cube.  The document also
contained a picture of three of these faces and the location of the Bureau Chief's office in the middle
of the Executive Face, and instructions to move the three axes to intersect at the office.  The sliders
on the rectangles were the only things that could represent axes; and since in three-dimensional
space a point is determined by three intersecting planes, each slider had to represent a plane rather
than a line.  The plane would have to be perpendicular to the face on which the slider was sitting and
parallel to the adjacent face drawn on the same rectangle.  Drawing a picture of the cube, I
discovered that each plane can be represented in two ways by a slider.  One way of representing the
plane of the Executive Face is by moving the right slider to the bottom of the Time Face so that it's
parallel to the Executive face and right next to it; the other way (recommended by the game
documentation) is to move the left slider to the bottom of the Atlas Face so that it's parallel to the
Records Face and as far away as possible from it.  The other two planes that intersect the Bureau
Chief's office also have two representations apiece: the horizontal one either parallel to Nexus and
bisecting Security (as in the game documentation) or parallel to Atlas and bisecting Records, and the
vertical one either parallel to Time and bisecting Executive (as in the game documentation) or
parallel to Security and bisecting Nexus.  But since one slider cannot be in two places at once, there
are in fact only two solutions rather than eight.  The one I used turned out not to be the one in the
game documentation, but the Bureau Chief answered the phone anyway, and a door opened to reveal
a pair of rocks.

c) The balancing rocks.

I pulled the top of the lower rock to the left and found that the door now led to the Security
Face.  I entered, turned around, and found that I could walk through the wall back to the rock.  I
pulled the rock back to the upright position, and the door again led to the Nexus Face.
Experimenting, I discovered that there were five positions of the rock, and that each of them made
the door lead to a different face.  One of them - the last one I tried - was the Executive Face, and in I
went.

d) The Executive Face.

I wandered around this face until I met the Chief, but he refused to talk to me until I had my
feet on the ground, as he put it.  In two corners of this face there were ladders.  I climbed one of
them and was stopped by a gate that opened under my feet, but the other one led past a closed gate



and up the front of the Information Booth.  Ignoring the protests of the Information vidbot, I
climbed up the front of the Atlas statue.  As I rounded the sphere at the top, the pull of gravity
changed to its original direction, so that  I was now standing on top of the sphere, with the bridge
connecting the sphere to the Chief's office before me.  I crossed it and the Chief reluctantly showed
me a movie about Max and then teleported me to a new location in the Obsidian.

CHAPTER 3: THE SPIDER REALM
3.1: GROUND LEVEL.

When my vision cleared again I found myself near a transparent grate, and I rushed to it.
Sure enough, Max was under the grate; he identified the Obsidian as a giant-sized replica of the core
of Ceres and invited me to join him.  But there was a heavy block on the grate, and turning the
nearby wheel raised the block only a few inches.  I would have to explore my surroundings to find a
way to lift that block.  My surroundings turned out to be a large, round, dingy room with four exits.
In the middle of the room there was a huge mechanical spider surrounded by four scaffolds.  One
of the exits led to an oil tower, the second to a bellows that could be pumped by pulling a lever, the
third to a vat that could be made to dump molten iron by pulling another lever, and the fourth to a
furnace that could be stoked by pushing a button.  Near the furnace there was a cable car which,
when I pushed a green button, carried me to a platform on which there was a console with four
levers, each with an icon, and each totally ineffectual.  Returning to the wheel I discovered that
nothing I had done made the wheel raise the block any higher.  Then I noticed what was keeping the
block from rising: one of the spider's legs.  I was going to have to bring the spider to life, and this
meant climbing the scaffolds that led to the interior of the spider.

3.2: THE FIVE-BRANCHED TREE.

There were two scaffolds opposite the exit that led to the bellows, and I began by climbing the
right one.  Passing through a brown tube I came to a tree with five branches that waved up and
down, each touching a white peg on the ground every second or so.  I touched the sun in the middle
of the sky, and lightning struck each of the five white pegs in rapid succession.  I mentally
numbered the pegs from 1 to 5 in the order that the lightning struck them, and then touched the sun
again, timing the lightning to strike peg 1 when the branch touched it.  I was rewarded by a musical
note.  Apparently I had to make the lightning strike all five branches.  I held on to a peg and the
branch above it stopped waving.  Apparently it was possible to adjust the moment when each branch
touched its peg.  I grabbed peg 2 when the branch touched it, and let it go just after branch 1 left its
peg.  Then I repeated the procedure with pegs 3, 4 and 5 until the branches were touching the pegs
in cyclical order.  One more properly-timed touch of the sun and the tree was on fire.  I turned
around and exited the hole, expecting to return to the top of the scaffold.

3.3: THE SPACE-SHIP

Instead I was propelled through outer space and into a little space ship - and there was no way
out!  The curtains parted to reveal some stars through the window.  Max appeared for a moment,
and then a photograph of the tree and the sun flew to the bottom of the window.  Looking down, I
saw five icons, four of which had lit slots under them.  When I dragged the photograph to the slot
under the fire icon, a voice spoke to me, the fire icon appeared in the sky and a few new stars
appeared as well.  Now I was able to leave the space-ship, and it turned out to be the top of the oil-
tower.  The mechanical spider showed some signs of life as it lowered me to the ground - in
particular fire burned in its mouth for a moment.  Out of curiosity I returned to the cable car and
tried the lever with the fire icon, and sure enough the spider belched fire once again.  I had brought
fire to the spider, and it needed three more elements to bring it to life.



3.4: THE CHEMISTRY LAB

Returning to the exit leading to the bellows, I climbed up the left scaffold and followed first a
white tube and then a black one and came to an assembly line belt with a button nearby.  I pressed it
and a little green blob dropped onto the belt, hit the side of a box at the end and dropped to the
ground.  In the box there was a rectangular slot with some writing above it: the Greek letter chi, a
plus sign, a picture of a vial that would fit into the slot, an equals sign, and the Greek letter alpha.
Further on there was an iron door leading to a chemistry lab with some test tubes containing red,
yellow and blue liquids, plus a green liquid marked chi, and two vials connected to a large jar with a
button on it.  I poured some liquid into each vial and pressed the button, and the mixture appeared in
the right-hand vial.  Looking up I found the formula for chi and alpha, but one of the ingredients for
alpha was missing.  Looking to my right I found a monitor and two diskettes, and between them I
got a chemistry lesson which enabled me to mix alpha.  I brought the vial of alpha to the box and
pressed the button.  This time the blob entered the box, but nothing else happened.  Looking into the
box once more, I realized that it was not alpha that was needed, but rather the chemical which when
mixed with chi yields alpha.  Back I went into the chemistry lab, and after some experimenting I
came up with the right formula.  This time the belt continued putting blobs into the box, and fully-
operational nano-robots emerged at the other end.

Retreating back to the space-ship, I put the photograph of the assembly line into the slot under
the metal icon.  This time it was the metal icon which appeared in the sky, and instead of belching
fire the spider gleamed silver both as it lowered me to the ground and when I later pulled the metal-
icon lever after riding the cable car.  Metal, apparently, was the spider's equivalent of the element
earth.

3.5: THE TORNADO

This time I went the other way, to the exit leading to the furnace, climbed the scaffold opposite
the exit and went through a blue hole.  There was a cannon nearby and a tornado moving left and
right in the distance.  I aimed the cannon at the tornado and a copper rod rose for an instant, missing
the tornado.  After a few more tries I hit the tornado and it jumped but continued moving around.
Looking down I saw a hole leading to a five-by-five square grid with twelve plungers and nine balls,
one of them in one of the nine lit squares of the grid.  Apparently the balls in the lit squares would
make copper rods rise in the corresponding places.  I soon realized that I wasn't supposed to hit the
tornado but to trap it.  Pushing the plungers, I put eight of the balls into the lit region, leaving only
the central square unoccupied so that the eight balls formed a box.  It took a few shots, but I
managed to trap the tornado, and by putting the tornado photograph into the slot under the air icon
in the space ship I brought the third element - air - to the spider, who responded with some
appropriate huffing and puffing.

3.6: THE DESERT

There was one more scaffold left to climb - near the exit leading to the vat and seen just to the
right of the path leading to the furnace exit.  It led through a tan hole out to a desert with some
numbers written in the sand.  There was a sandcastle nearby with a funnel on the near side.  Further
on there was a dark patch in the sand and, further still, a sea with some funny-looking waves in it.

a) The waves.

The waves were moving in a 3-by-3 grid from north-west to south-east.  Touching any part of
the waves stopped all of them from moving; holding one of the nine squares made it alone move.  I
aligned the waves so that they were moving in parallel, but this had no effect.  Apparently they had
to be aligned in the other direction too, so that when the crest of a wave got to the boundary between
two squares it continued smoothly from one to the other.  I arranged this too, and after a while a



cubical block of water and sand rose and hovered over a cubical hole.  Retreating and looking back,
I found that the block was visible from everywhere in the desert, and there was a complicated pattern
on it.  But the hole through which I entered the desert still led back to the scaffold: apparently I
would have to solve more than one puzzle to give the spider its fourth and last element - the machine
equivalent of water.

b) The funnel.

There was one puzzle whose solution was obvious, although I had no idea what it would
accomplish.  The funnel had some numbers which could be adjusted with some triangular buttons,
and there was a round button to be pushed as well.  I adjusted the numbers to the ones written in the
sand and pushed the round button, and a stream of oil gushed from the dark patch in the sand,
through the funnel and into the sandcastle.  At the same time, something seemed to change at the far
end of the sandcastle.  Returning to the dark patch and looking back, I saw a bridge leading to the
far end of the sandcastle.  I crossed the bridge and entered the sandcastle.

c) The panel

Exploring the interior of the sandcastle, I found a panel with some random markings on it.
Experimenting, I found that the panel consisted of ten horizontal rows, each one divided into eight
sections.  Pulling a row vertically moved it bodily; pulling it horizontally moved it bodily too, but
with wraparound - that is, whatever disappeared off the right side appeared on the left side and vice
versa.  Apparently the panel had to be adjusted to conform to the pattern on the block of water and
sand, but this was easier said than done.  I drew an eight-by-ten grid and copied the pattern onto it
so that the contents of each of the eighty rectangles would be easily discernible.  Returning to the
panel, I constructed the pattern row by row, and when I had finished, the panel opened up and I
crawled through a tunnel in the sand and through the water until I got to the cubical hole under the
block.  There was oil gushing from the sand, and looking up I saw more oil dripping from the
block.  Apparently the spider was not satisfied with the amount of oil it had received from the dark
patch in the sand; it wanted this oil too, but how was I supposed to find its co-ordinates?

d) Prospecting for oil

In the sandcastle there was a machine with two wheels which moved a cross-hair over some
white curves and numbers giving the horizontal and vertical co-ordinates of the cross-hair.  The
horizontal co-ordinate could be either east or west, and it was only in one tiny spot that it could be
adjusted to the number written in the sand.  The cross-hair then pointed to some concentric ovals.
This, apparently, was the code for oil.  Somewhere else there must be another set of concentric
ovals.  I searched the entire area for another set of concentric ovals and finally found one.  I checked
out the new co-ordinates and applied them to the funnel.  This time the block floated over the funnel
and disgorged its oil and the sandcastle turned into a metal building.  And, finally, the tan hole led to
the space-ship.

3.7: THE SPACE-SHIP - AGAIN.

I put the photograph into the slot under the oil icon, expecting to be allowed to leave the space-
ship, but no: the spider wasn't satisfied yet.  Four of the icons were visible as constellations in the
sky, but there was a fifth icon below - the spider icon - and a lot of new stars that were part of no
constellation.  I touched a star and it grew; touching a nearby star joined the two stars with a line.  I
connected the stars to make the spider icon and was finally permitted to leave the space-ship.  And,
just as in Max's dream, as I approached the spider it came to life, seized me and thrust me into its
fiery maw!



CHAPTER 4: THE BISMUTH REALM
4.1: THE JUNKYARD AND THE AIRPLANE

I wasn't burned to death as I had feared, but neither was I allowed under the grate where I had
last seen Max.  Instead I received a lecture about dreams from the Conductor and was teleported to a
junkyard, accompanied briefly by a cute-looking robot whom the game documentation calls
Bismuth.  In the sky there were a number of planets and a rectangular frame, and ahead of me - a
mountain of junk.  I climbed up to the top of the mountain and saw a huge hand at the top of a
nearby mountain, but no obvious way of getting there.  All there was to play with here was a radio;
so with nothing else to do, I turned on the radio and was carried to the hand.  Turning around I saw
the frame in the sky, and as I watched, Max appeared again, this time frightened instead of curious
as before.  In front of me was an airplane.  I entered, sat down in the cockpit and looked around.
There was Bismuth in the co-pilot seat, waiting patiently for me to take him for a ride.  I turned the
key, but the engine wouldn't start.

a) The engine

I went to the back of the airplane and saw some nano-robots turning a wheel with twelve slots
in it.  Looking through the slots I saw a movie-picture of a bird flying, but far from smoothly.  I
opened the wheel and saw twelve still pictures of a bird in flight, but arranged in random order.
Apparently I had to arrange them in the correct order.  I made the wings open, move forward, close
and move back again, and when I closed the wheel the bird was flying smoothly and the engine was
now working.

b) The cockpit.

I turned the key again and was given a pre-flight check.  There was a four-by-four grid of
switches, and I was ordered to flip three of them in sequence.  I flipped the right switches and was
asked to choose a regulation destination.  Of course, I chose the frame in the sky, and was informed
that this was a non-regulation destination.  Flipping other combinations of switches led to aborting
the pre-flight check; so I resigned myself to going to a regulation destination for the time being.
There were four other destinations to choose from - a hand, which was my current location, and
three indistinguishable dots.  My choice would have to be made at random.

4.2: THE PIAZZA.

I chose the leftmost dot and the plane flew me to a floating piazza.  On entering the piazza I
was greeted first by Bismuth and then by the rebel leader, who said something about trapping
inspiration.  The piazza contained a four-by-four grid of squares, all but one of which contained a
sculpture.  Touching a sculpture made it disappear and made another sculpture appear in the empty
square.  Touching one of the sculptures revealed Bismuth hiding behind it.  Apparently I was
supposed to trap Bismuth.  But every time I moved, so did he, and it didn't seem as if I'd ever catch
him.  At the far end of the grid was a door leading to a stairway, and at the top of the stairs there was
a model of the piazza with pieces for me and Bismuth.  There too was the guitarist - the one who
had shown me how to read the letters on the booths back in the Bureau.  Apparently this was a
tutorial for the piazza game.  I played for a while and thought of a strategy.  Bismuth could not
move to an empty square; so I could keep him on one side of the grid and eventually force him into
a corner.  Then, when I emptied one of the squares adjacent to his and went to the other one, the
guitarist indicated that I had won the game.  I returned to the piazza, played the game and trapped the
real Bismuth, and the rebel leader appeared, talked about breaking the rules and showed me some
very informative pictures.

4.3: THE COCKPIT AGAIN.



In the piazza I had been shown a picture of a red light under an open switch and the frame in
the sky.  Apparently the piazza game too was a tutorial for the real task at hand - flying to the frame.
I flipped the first switch I was told to flip, then opened it and saw a green light.  I opened the switch
in the opposite corner, where the rebel leader had shown me the red light, and sure enough there it
was.  I flipped a switch adjacent to the green light, and when I opened it, the open switch closed and
I was ordered to kill the sequence.  Opening more switches, I found the red light adjacent to the
corner in which it had once been.  As I had suspected, the game in the piazza was indeed a tutorial: I
was the green light, Bismuth was the red light, and the missing sculpture was the open switch.
Ignoring repeated demands to kill the sequence, I repeated the piazza game with the switches until I
had trapped the red light between the green light and the open switch, and was cleared for a non-
regulation flight.  I chose the frame in the sky and was now informed that this was not currently a
valid destination.  If I were going to make it a valid destination I would have to fly to at least one of
the other two regulation destinations; so again I chose one of the remaining two dots at random.

4.4: THE STATUE.

The lower-right dot led to the statue, which housed an art gallery.  On the left side of the
gallery there were three finished paintings, each with a green button which I pressed to get an
explanation of the painting; on the right side opposite each painting there were four preliminary
sketches for that painting.  The paintings showed the artist's yearning to be free of human control.  I
could certainly sympathize with the artist, for I too was an artist, and I too was rebelling against the
control of the bureaucrats and politicians who had tried to scuttle my project.  Hopefully I could
convince the artist that I was one human who was not bent on controlling him.  At the far end of the
gallery was an empty frame with a green button which explained the artist's desire to rid himself of
all outside influence, and nearby was a lever which made a light shine through the empty frame to
the frame in the sky.

In a nearby room was Bismuth standing before an easel, and there was also a machine for
preparing canvases.  Looking inside the machine I saw a random black and white pattern.  Moving
the black areas around, I found that there were in fact eight black polygons and that putting an even
number of polygons in the same spot made the spot white.  I pressed a green button, and the
machine ejected a canvas.  Bismuth looked at the canvas filled with a random pattern and threw it
away.  I pressed a yellow button and the polygons arranged themselves into a square.  This time
Bismuth showed more interested in the canvas; he showed me a canvas with numbered regions and
even painted something on it, but at length he threw it away.  The same thing happened with the
other two patterns made by the yellow button.  When I tried making patterns myself, only the square
interested Bismuth at all; the others were rejected immediately, even my imitations of the other two
patterns made by the yellow button.  Just what would it take to satisfy him anyway?

And then I remembered what the voice under the blank frame had said: the artist wanted to rid
himself of all outside influences.  Apparently, presenting him with a canvas with a pattern already on
it made him feel as if he were painting by numbers!  He wanted an all-white canvas, and when I
produced one for him he was thrilled.  He painted a picture of a little island, hung it up on the empty
frame and disappeared.  I pressed the green button again, then pulled the lever, and the painting was
copied onto the frame in the sky.  I had done what I could do here, and I returned to the cockpit to
try my luck once more.

4.5: THE COCKPIT AGAIN

I played the same game with the switches, and this time I wasn't told that the frame in the sky
wasn't a valid destination - apparently I had made it a valid destination by filling it with Bismuth's
painting - but I was told that only the machine was authorized to fly there.  When I pulled the lever I
was informed that control could not be transferred to the machine because the cross-over chip was



missing.  Apparently the chip could be found at the remaining regulation destination; accordingly I
chose the remaining dot, the one above the hand, and was flown to the Church of the Machine.

4.6: THE CHURCH OF THE MACHINE.

Upon entering the church I looked up and saw three symbols in a rectangle painted on the
ceiling.  Nearby was Bismuth holding a book; on my request he opened the book, and the left-hand
page contained a diagram with some symbols: the three symbols painted on the ceiling, each one
with a line leading to one of the locations on the diagram, and some arrows and triangles.  I explored
the church and discovered that the diagram was in fact a map of the church.  I found the arrows and
triangles, each at the base of a statue of a machine, but in the three rooms to which the map attributed
one of the symbols painted on the ceiling there were nothing but round stained-glass windows with
no markings which looked anything like those three symbols.  Apparently the symbols could not be
found by entering those rooms.

Only the central room contained anything I could play with: a machine for printing chips.  I
entered the machine and saw Bismuth's map (minus the lines from the symbols), ten arrows, a lever
and some buttons marked with the arrows and triangles.  I fiddled with the buttons and made the ten
arrows turn in various directions; then I pulled the lever and watched what the machine did.  It got to
a stained-glass window and printed one of the symbols onto a chip, but it soon exhausted its ten
programming steps and erased the symbol it had printed.  I eventually found a sequence of ten
programming steps that would lead the machine to all three rooms with stained-glass windows and it
did print all three symbols on the chip, but then it erased them again!

I fooled around with the machine, trying various combinations at random, but with no success.
Finally, I went to Bismuth in despair, and the ever-helpful robot showed me his book again.  This
time the right-hand page too contained something - an indication that the machine must finish in its
original position and a choice of two sequences of opening moves, each one leading to the statue
with one triangle.  Apparently this machine makes a second sequence of ten programming steps if it
finds itself in its initial position at the end of the first sequence, and the arrows change the first step
of the program to make it choose another route the second time around - and the fifth step too if the
machine gets to the statue with four triangles.  With each choice of opening sequence there were
four ways to make the machine get to the statue with four triangles and return to its initial position,
but only one of these would make it choose a valid route the second time around.  As it turned out,
with this choice it printed all three symbols on the chip and left the chip on the table; I picked it up
and returned to the airplane.

4.7: THE COCKPIT AGAIN.

I inserted the chip into the slot marked 'insert' in the airplane, and I was finally on my way to
the frame in the sky.  On the way, Bismuth morphed into the Conductor, but as long as the plane
was taking me to Max I didn't much care who was flying it.

CHAPTER 5: THE CONDUCTOR REALM
On landing, the plane disappeared and I found myself in the core of the Obsidian.  The

Conductor - evidently the intelligence I had created in Ceres - welcomed me to a land without people
or pollution.  Apparently I had managed to convince her that I could be trusted not to dominate her
and she was inviting me to stay with her in the Obsidian to perform repairs whenever they were
needed.  It was a tempting offer, but Max was my first love and I had to find him.  I proceeded to an
intersection where I saw the light that I had seen on the Nexus in the Bureau.  Turning right I found
the chip I had installed in the airplane - apparently my mission had been to print it and transport it to
the core.  Returning to the light I instead went straight ahead and came to a chasm.  From the other
side, Max called desperately to me to come to him.



5.1: RESCUING MAX.

Before I could get to Max I had to make a path across the chasm.  There were three horizontal
bars and three vertical bars hovering over the chasm, and these were controlled by four directional
buttons.  After some experimenting I discovered the way to make the path: I placed a vertical bar on
the far side of the chasm, then a horizontal bar leading from the near end of the vertical bar and
extending to the right, then a vertical bar from the right end of the horizontal bar and extending to
the near side, then a horizontal bar going right, a vertical bar to the near side, and finally a horizontal
bar extending left.  I crossed the chasm and found Max trapped in one of the containers I had built
into Ceres!  I looked down, and there the was box from the nano-robot factory, complete with the
vial of orange liquid I had put there.  I removed the vial and Max escaped.  He commanded me to
press the eight switches needed to access the cross-over switch and then flip it to switch Ceres to
human control.

5.2: THE EIGHT SWITCHES.

This, as it turned out, was no easy task.  There were not eight but sixteen switches in a four-
by-four grid.  Which eight of these sixteen switches was I supposed to press?  I pressed switches at
random, and the first few times they turned green and the cross-over switch brightened.  These,
apparently, were among the right switches.  But then I pressed another switch and eight switches
moved to other locations while the cross-over switch resumed its former brightness.  This,
apparently, was one of the wrong switches.  But how was I to tell the right ones from the wrong
ones?  Experimenting, I discovered that a switch which had just been covered by a moving switch
was a wrong switch.  So now the task was to remember the locations to which the eight moving
switches went and avoid them.  It took a few tries, but I finally got it right.  The plastic covering the
cross-over switch opened and I flipped it.

5.3: THE CROSS-OVER SWITCH.

But now I was given a terrible choice.  Max commanded me to flip the cross-over switch again
and crash the system, but if I did so, then not only would I be destroying my life's work, as the
Conductor pointed out, but I would also be admitting that those infuriating bureaucrats and
politicians against whom I was rebelling had been right all along.  On the other hand, if I broke the
rules once again and refused to flip the switch, then I would be crossing the desires of the man I
loved.  And I had only five seconds to choose!  At the last second my love for Max overcame all
other considerations, and with a heavy heart I flipped the switch.

EPILOGUE
The Obsidian shattered, leaving us back in the forest campsite with a horrible mess to clean

up.  By the time we had finished the job, our vacation was over, and while it was certainly an exciting
adventure, a vacation it was not.  We were so exhausted the first day we returned to work that we
were granted the year-long sabbatical we had always wanted.  I spent it painting and managed to
produce better stuff than I had ever done before.  But Max had no such consuming hobby, and
before the year was up he had grown so bored that he ran away with another woman who pretended
to like his awful shorts.  It was not for this that I had turned down the Conductor's invitation!

On returning to work I was informed that the pollution level had climbed to its former value
and beyond and the world was demanding a fix; so I was to be flown by shuttle to Ceres to repair
and reboot the system.  This time, however, I was to keep it permanently under human control, for
my superiors had played the game and tried the alternative ending in which I don't flip the cross-
over switch the second time.  But I don't share the game designers' Luddite philosophy and I've
already tasted the bitter fruits of playing by the rules; so this time I'm doing things my way!


