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Visit Zepath’s Den on the Web for latest versions of Maps, Charts and Utilities:

http://home.navisoft.com/zepath/index.htm



KEY���Format�Description��COMmand�Command, where ‘COM’ is necessary for uniqueness and ‘mand’ is optional��{Descriptor}�Optional Argument��<Descriptor>�Manditory Argument��WORD�Modifier to command��FIRST|SECOND�Manditory modifier of FIRST or SECOND��{FIRST|SECOND}�Optional modifier of FIRST or SECOND��<First>|<Second>�Manditory Argument of type <First> or <Second>��{<First>|<Second>}�Optional Argument of type <First> or <Second>��[<First>]�Argument that can be repeated zero or more times��

Combat Commands��Command�Syntax�Notes��AMBUSH�AMbush {#} <Creature> <Location>�# is SECOND, THIRD, etc. Can use either FIRST or OTHER if there is only one other creature.��ATTACK�ATtack {#} <Creature>



ATtack�# is SECOND, THIRD, etc. Can use either FIRST or OTHER if there is only one other creature.

Continue to attack target specified by above form.��KILL�KIll {#} <Creature>�# is SECOND, THIRD, etc. Can use either FIRST or OTHER if there is only one other creature.��PARRY�PArry <#>�Obsolete command��STANCE�STANCe <Stance>|HELP�Stance		Description

Offensive	All offense, no defense

Advancing	Mostly offense, little defense

Forward	More offense, some defense

Neutral		Equal offense and defense

Guarded	Mostly defense, little offense

Defensive	All defense, no offense��

Informational Commands��Command�Syntax�Notes��CONCUSSION�CONcussion�How many Concussion Points are left��DESCRIBE�DESCribe <Creature>�Describes what creature looks like��DIAGNOSE�DIAgnose <Person> {FULL}���DIRECTIONS�DIRections {<Place>|TO <Place>}���EXPERIENCE�EXperience���EXAMINE�EXAmine  {Where} <Object>�Where can be IN, ON, UNDER, BEHIND��GLANCE�GLANce���HEALTH�HEAlth���HELP�HElp���INFO�INFo���INVENTORY�Inventory���LOOK�Look {Where} <Object>�{Where} can be IN, ON, UNDER, BEHIND��LISTEN�LISten���MANA�MAna����

Informational Commands (continued)��Command�Syntax�Notes��POWER�POwer�Same as MANA��READ�REad <Sign>|<Document>���SEARCH�SEArch {Thing}

SEArch {#} <Creature>�Searches something or an area

# is SECOND, THIRD, etc. Can use either FIRST or OTHER if there is only one other creature.��SKILLS�SKIlls�Not on AOL��WEALTH�WEAlth�Others can see you checking your purse��

Game Commands��Command�Syntax�Notes��ADVICE�ADVice�Advice for new players��ASSISTANCE�ASSist {CANCEL}�Issuing ASSIST a second time will tell your current position in the queue.��BUG�BUG <Description>�Report a bug to Simutronics��CHECK IN�CHEck IN���DEPART�DEpart���EXIT�EXIt�Leave the game��FIND�FINd <Person>���NEWS�NEWS {#}�Game News; # for specific article��QUIT�QUIt�Leave the game��REPORT�REPort�Report a problem in the game��SET�SET {<Flag>|!<Flag>}�Flags			Default Setting		Note

LOGON			LOGON			

LOGOFF			LOGOFF			

DIsconnect		DISCONNECT		

DEath			DEATH			

ROomnames		ROOMNAMES		

DEScription		!DESCRIPTION		

BRiefdesc		!BRIEFDESC

COmbatbrief		!COMBATBRIEF

BAttlebrief		BATTLEBRIEF	

MONSTERBOLD		!MONSTERBOLD		Not on AOL

STatusprompt		STATUSPROMPT		

DESIgnernotes		!DESIGNERNOTES

PRofession		PROFESSION

INactivity			!INACTIVITY��SHIFT�SHIft {Article}���STATUS�STATus {FULL}���TYPO�TYPO <Description>�Report a descriptive problem from a room.��WHO�WHO {FULL}���

Roleplaying Commands��Command�Syntax�Notes��ACTION�ACTion <Action>�ACTION bangs her head on the wall.

"(YourName bangs her head on the wall)"��APPLAUD�APPLaud���BABBLE�BAbble���BEAM�BEAm {Person}���BITE�BITE <Object>|<Person>���BLANCH�BLAnch���BLUSH�BLush���BOW�BOW {Person}���CACKLE�CACkle���CHEER�CHEEr���CHUCKLE�CHUckle {Person}����

Roleplaying Commands (continued)��Command�Syntax�Notes��CLAP�CLAp���CLENCH�CLEnch Teeth|Fist {Person}�Clenching fist with a weapon in hand has a special effect��COUGH�COUgh���COWER�COWer {Person}���CURTSY�CUrtsy {Person}���CRY�CRy���DANCE�DANce {Person}�Dance by yourself or with Person��DRINK�DRInk <Substance>���DUCK�DUck���EAT�EAT <Substance>���FALL�FAll�Becareful where you fall (i.e. the tree in TS)��FIDGET�FIDget���FLAIL�FLAil�Flailing while lying down has a special result��FLINCH�FLINch���FLIP�FLIp���FLY�FLy���FROWN�FRown {Person}���FURROW�FUrrow BROW���GASP�GAsp���GIGGLE�GIGgle���GLANCE�GLANce {<Object>|<Direction>}���GLARE�GLare {Person}�Becareful of who you glare at��GRIMACE�GRimace���GRIN�GRIN {Person}���GROWL�GROwl���GRUMBLE�GRUmble���GULP�GULp���HICCUP�HICcup���HIT�HIT {Target}���HOWL�HOWl���HUG�Hug {<Person> | <Object> }���JUMP�Jump�Becareful where you jump (i.e. the tree in TS)��KICK�KICk {Person}�Kicking while lying down results in a temper tantrum

Kicking yourself has a special effect��KISS�Kiss <Person>���KNEEL�KNeel���KNOCK�KNOck <Object>���LAUGH�LAUgh���LEAN�LEAN {<Person> | <Direction>}�Shift your weight or Lean on person.  Lean in a particular direction.��LICK�LICk {<Object>|<Person>}�Licking a person while kneeling or lying down has the effect of kissing deeply.  Licking with no target sticks out your tongue.  DO NOT lick an edged weapon...��MOAN�MOAn���MUMBLE�MUMble���NOD�NOD {Person}���NUDGE�NUdge {<Person> | <Object>}���PALE�PALe���PEER�PEer {Person}�Peering at yourself has a special result��PET�PET <Animal>���POINT�POInt {<Thing> | <Direction>}���POKE�POKe <Person>���POUT�POUt���PRAY�PRAy���PUNCH�PUnch {Person}���PUNISH�PUNish {Person}�Becareful of who you punish���

Roleplaying Commands (continued)��Command�Syntax�Notes��RAISE�RAise Eyebrow|Hand {Person}

RAise <Weapon> {Person}�Raises Eyebrow or Hand

Raises <Weapon>��ROLL�ROll {Eyes|Laugh|<Target>}�Rolls your Eyes, Rolls on the ground and laughs, or Rolls target over.��RUB�RUB <Target>���SCOWL�SCOWl {Person}���SHAKE�SHake HAnd|HEad {Person}�Shake hand or head, possibly with or at Person��SHIVER�SHIVer���SHUDDER�SHUdder���SING�SING <Phrase>[;<Phrase>]���SIGH�SIGH���SLAP�SLAp {Person}���SMILE�SMile {<Person>|<Attribute>}�SMILE with a hint of humor in his eyes.

“YourName smiles with a hint of humor in his eyes.”��SMIRK�SMIRk {Person}���SNEER�SNEER {Person}���SNEEZE�SNEEze���SNICKER�SNIcker���SNIFF�SNIFf���SNORT�SNOrt���SOB�SOB���SPIN�SPin {Object}���SPLASH�SPLash���SPLUTTER�SPLUtter���STARE�STAre {<Person> | <Thing>}���STRETCH�STREtch���SWOON�SWOon���TAP�TAP <Object>|<Person>���TOUCH�TOuch <Object>|<Person>�Touching yourself has a special result��TICKLE�TIckle <Person>���WAIT�WAit <#>�Wait for # seconds��WAVE�WAVe {Person}�Waving at yourself has a special result��WHIMPER�WHIMper���WHINE�WHINe���WHISTLE�WHISTle���WINK�WInk {Person}���YAWN�YAwn���

Movement Commands��Command�Syntax�Notes��CLIMB�CLImb <Object>���DOWN�Down���EAST�East���ENTER�ENTer <Place>���FLY�FLy���GO�Go <Place>���HIDE�HIDe�Stalking can also be acheived by hiding then joining target��JUMP�Jump���LIE�LIE {Down}���NORTH�North���NORTHEAST�NorthEast���NORTHWEST�NorthWest���SCALE�SCAle���SIT�SIT���SLIDE�SLide����

Movement Commands (continued)��Command�Syntax�Notes��SNEAK�SNeak <Direction>���SOUTH�South���SOUTHEAST�SouthEast���SOUTHWEST�SouthWest���STAND�STand {UP}���STALK�STALk <Name>���SWIM�SWIm <Direction>���UNHIDE�UNHide�Slip out of hiding.��UP�Up���OUT�Out���VAULT�Vault���WAIT�WAit {#}�Wait for # seconds��WEST�West���

Magic Commands��Command�Syntax�Notes��APPRAISE�APpraise <Person>���CAST�CAst <Spell>���CHANNEL�CHannel <#> <Name>�This may be the same as SEND��DRINK�DRInk <Potion>���IMBED�IMbed <Spell> <Item> USING <activator> FOR <#>���INVOKE�INVOke <Spell>���MEDITATE�MEditate�Only clerics can gain true benefit from meditation��PREPARE�Prepare<Spell>���READ�REad <Scroll>���RECITE�RECite���RELEASE�RELease���RENEW�RENew {<Spell>|ALL}�Allows bards to renew their songs before they normally end.��SEND�SENd <#> <Name>���SNIFF�SNIFf MANNA BREAD�Make sure manna is still good before eating it.��STOP�STOp <Spell>

STOp SINGING

STOp SINGING <Spell>�Specify spell by number or by mnemonic

Stops all current songs

Stops all current songs (Yeah it doesn’t make sense...)��TELL�TELL FAMILIAR TO {Commands}�Tell one's familar to do {Commands}

Commands		Notes

LOOK			See what familar sees

GO <Direction>		Go in {Direction} if possible

GO THROUGH DOOR	Go through door if possible

FIND <Name>		Try to Find <Name>. May take

			some time.

RETURN		Try to return to your location

SAY <Phrase>		Speak, may icur a roundtime.

WATCH		See what familar sees for an

			extended period

STOP WATCHING	Stop seeing what familar sees.

SLEEP			Have familar sleep.  Next familar

			command will wake it.

LEAVE			Dismiss familar and break spell.

<Other Command>	Try other character commands, 

			some will work!��TRANSFER�TRansfer <Name> <Area>���WAVE�WAVe <Object> <Target>���

Action Commands��Command�Syntax�Notes��ACCEPT�ACcept�Accept an item that is being offered by another��BET�BEt���CLOSE�CLose <Object>���DISARM�DISArm <Object>���DISBAND�DIsband���DRAG�DRAg <Thing> {Direction}�Drags <Thing> in desired direction.  I have not yet seen someone successfully dragged in the swamp...��DROP�DRop <Object>���FOLLOW�FOLlow <Name>���FORAGE�FOrage <Herb>|<Plant>|<Thing>���GET�GET <Item>���GIVE�GIVe <Name> <Item>|<Amount>���GROUP�GRoup OPEN|CLOSE�Allow other to pull you into their group or for them to join yours.��HOLD�HOld <Name>�Hold hands with <Name>.  Includes that character in group���

Action Commands (continued)��Command�Syntax�Notes��JOIN�JOin <Name>| LIST�Join <Name>‘s group or sign up on a list.��LATCH�LATch DOOR�Latch door.��LEAVE�LEAVe���LIGHT�LIght <Object> WITH <Item>���LOCK�LOCk <Object> WITH <Item>���MEASURE�MEAsure <item>�Determine how much of an item is left ��MOUNT�Mount <Creature>�Ride a Creature��OPEN�OPen <Object>���PICK�PIck <Object> WITH <Tool>���PULL�PULl <Thing>�Pull object, person, or creature��PUSH�PUSh <Thing>�Push object, person, or creature��PUT�PUT <Object> {Place}���REGISTER�REGister <Object>�Done in the Moot Hall; well worth the small charge��REMOVE�REMove <Object>���RING�RIng���SHARE�SHARe {#}�When joined in a group, share distributes # silvers as evenly as possible among group members.��SHOW�SHOW <Object> TO <Target>���SKIN�SKIN {#} <Creature>�# is SECOND, THIRD, etc. Can use either FIRST or OTHER if there is only one other creature.��STEAL�STEal <Name>�If you’re smart, don’t do it!��SWAP�SWAp���TAKE�TAKe <Object>���TEND�TEnd <Name> <Area>���TOSS�TOSs <Object>���TOUCH�TOuch <Object>���TURN�TUrn <Object>���UNLATCH�UNLAtch DOOR���UNLOCK�UNLock <Object> WITH <Item>���UNWRAP�UNWrap <Person> <BodyArea>���WEAR�WEAr <Object>���WEIGH�WEIgh <Target>�Guess how much something for someone weighs.  Action appears as you admiring <Target>.��

Communications Commands��Command�Syntax�Notes��'�‘<Phrase>�can also do any action followed by ‘<Phrase>��“�“<Phrase>�can also do any action followed by “<Phrase>��ASK�ASk <Person> ABOUT|FOR <Subject>���ANSWER�ANswer���COMMON�COmmon�Speak in common��DARK ELVEN�DArkelf�Speak in Dark-Elven��DWARVEN�DWarven�Speak in Dwarven��ELVEN�ELven�Speak in Elven��GIANTMAN�GIantman�Speak in Giantish��GUILD�GUild�Speak in Guild (unique to each profession)��HALF-ELVEN�HAlfelf�Speak in Half-Elven��HALFLING�HALFling�Speak in Halfling��HIGH SPEAK�HIgh�Speak In High Speak��HUMAN�HUman�Speak in common��RECITE�RECite <Phrase> {;<Phrase>}�; creates line-breaks��SYLVAN�SYlvan�Speak in Sylvankind���

Communications Commands (continued)��Command�Syntax�Notes��SING�SINg <Phrase> {;<Phrase>}�; creates line-breaks��TALK�TAlk�Command exists to assist new players with the parser��THINK�THINK <Phrase>



THINK TO <Person> <Phrase>�Used when telepathy is available, such as from a crystal amulet.

Direct a telepathic message towards a specific person��WISPER�WHisper <Person> <Phrase>���YELL�Yell <Phrase>���

Business Commands��Command�Syntax�Notes��APPRAISE�APpraise <Object>�The merchant will tell everyone in the room the worth of the appraised object.��BID�BId���BUY�BUy <Object>���CHECK BALANCE�CHEck Balance�Only works in the bank��DEPOSIT�DEPOsit {<#>|NOTE}�Only works in the bank��EXCHANGE�EXCHANGE <Item> WITH <Character> FOR <#>�Safer method for exchanging items for silver with other characters��ORDER�ORder�Only works at a merchant shop��SELL�SELl <Object>���WITHDRAW�WIThdraw <#> {SILVER|NOTE}�Only works in the bank��

House Commands��Command�Syntax�Notes��BORROW�BOrrow {#}�House treasurer may borrow funds from Cooperative into the general funds account from the clerk.��DEPOSIT�DEPOsit {<#>|NOTE}�Deposit # in the house general funds account with the clerk��ENDOW�ENdow {<#>|NOTE}�Add # to the house endowment with the clerk��EXPEL�EXPEL <Member>�Performed by the House Chairman to formally expel a member of a house��INITIATE�INITIATE <Person>�Performed by the House Chairman to formally grant someone house membership��INQUIRE�INQUIRE�Inquire about house finances with the clerk��INVEST�INVEST <Person> AS <Office>�Invest someone as a house officer��PREPAY�PREPAY <#>�House treasurer may prepay # off the remaining outstanding loan balance��WITHDRAW�WIThdraw <#> {SILVER|NOTE}�House treasurer may withdraw # from the general account.��


