
    
	

	[image: 50 Years of Text Games]


	

    

        

    
    
	

      50 Years of Text Games
   


   From Oregon Trail to AI Dungeon



   Aaron A. Reed



    First edition

    Changeful Tales Press

    Oakland, California


	

    

        

    
    
	
1985—A Mind Forever Voyaging

By 
Steve Meretzky

Game Details. 

  	Style: 

  	Parser. 

  	Debuted: 

  	Sep 1985 (retail). 

  	Launch Platform: 

  	Z-machine v4 (for Amiga, Apple II series, Atari ST, Commodore 128, DOS, Macintosh). 

  	Publisher: 

  	Infocom. 

  	Language: 

  	ZIL. 

  	Launch Price: 

  	$44.95 (floppy disk). 



Opening Text. 
“You “hear” a message coming in on the official message line: “PRISM? Perelman here. The psych tests have all checked out at 100%, which means that you’ve recovered from the, ah, awakening without any trauma or other serious effects. We’ll be ready to begin the simulation soon…””

Note: this article as a whole contains major spoilers for the arc of revelations in A Mind Forever Voyaging normally revealed through gameplay.

Chapter Start. 
Steve Meretzky stood at a podium in the New York Public Library before an audience of a hundred journalists, ready to introduce them to his new game. The Trustees Room in the famous grande dame of Manhattan featured “sculpted ceilings, Flemish tapestries, [a] marble fireplace, [and] rich draperies”; tea and scones were served on fine china to a guest list of gaming press; “port sherry and scotch on the rocks” were also available. Reference 12.  It was September of 1985, the same week the original Super Mario Bros. [Nintendo] released in Japan, and the same year games like Gauntlet [Atari Games], King’s Quest II [Sierra On-Line], and Ultima IV [Origin Systems] accelerated a push toward dynamic, colorful graphics. Meretzky’s Hitchhiker’s Guide to the Galaxy [see 1984] text adventure had been a bestseller, but its numbers disguised the worrying fact that sales for text games were in rapid decline. Yet the lavish press conference that day was for a game with no images, no sounds, no side-scrolling action; Infocom, famous for their interactive stories, was doubling down. They’d invited the press for a first look at a title hyped as “a major departure,” their “greatest step yet away from games, and toward true fiction.” Reference 8.  Making a good impression on the media—convincing them text games were a maturing market, not a dying breed—was absolutely crucial.

Meretzky—“tall, shamblin’ Steve,” the “honest yet modest” Reference 9.  creator of three Infocom hits who had been working in construction management only four years earlier—now found himself here, trying to save a new medium he’d come to love. Clutching a small stack of note cards, he told the assembled journalists a story about the Mercury astronauts featured in the popular book and film The Right Stuff. They’d had a phrase: “Pushing the envelope.” It meant flying higher and faster than anyone had done before, and doing it with style. “Infocom is also pushing the envelope,” Reference 12.  Meretzky said, explaining the improvements in the latest iteration of the company’s Z-machine engine.

“But the envelope doesn’t only refer to technological advances,” he added, shuffling to his next card. “It’s also an envelope of ideas.”

Meretzky’s game A Mind Forever Voyaging was indeed a major departure from Infocom’s puzzle-filled legacy. Players would spend their time not grappling with monsters or brainteasers, but exploring a simulation of a fictional but plausible American city—Rockvil, South Dakota—and observing the daily lives of its citizens. The simulation, as the game explains, is part of a program in the year 2031 (forty-five years in the future, when Meretzky was writing), to extrapolate how a radical new policy plan might affect a typical city a decade after being put into practice. 
Your job is to record evidence suggesting whether the Plan is succeeding or failing. It’s a game, in short, about witnessing. “You’ll find no treasures of gold or jade to loot,” fan magazine Questbusters wrote, “and the key to the only locked door is already in your pocket. The reward is knowledge.” Reference 1. 

While set in the future, Voyaging was more deeply concerned with the present than nearly any other game of its time. The fictional Plan for Renewed National Purpose was a thinly veiled elaboration of the conservative Republican policies then reshaping the United States. In November 1984, Ronald Reagan had been reelected by one of the largest margins in American history, winning an astonishing 525 out of 538 electoral votes—forty-nine out of fifty states. Reagan had risen to power on a bold conservative platform of deregulating industries, waging a war on drugs, cutting government services, and slashing corporate and personal taxes. In 1984, the plan had seemed by many to be working: unemployment and inflation had plummeted, and Reagan campaigned on the theme Morning in America, pitching a recovery from the austerity and energy crises of the 1970s.

But the long-term effects of Reaganomics were unknown, and progressives feared they would prove devastating. Meretzky, who was just finishing up Hitchhiker’s during the election, later recalled being “pretty horrified” by the results:

Quote. 
  Not just by Reagan’s re-election, but by the fact that he was re-elected in a landslide. I felt like a huge number of Americans were fooled by an avuncular smile and a twinkling eye, and didn’t realize how these Reagan-era policies were leading the country in such a wrong direction. Reference 19. 


End quote. 
Meretzky had been a teenager during the Watergate crisis that ended Republican Richard Nixon’s presidency in disgrace, an event that helped shape his politics. Now, as Reagan openly mused about repealing the Twenty-Second Amendment so he could run for a third term and prepared for another four years of conservative policy—slashing government assistance to the poor, increasing military spending, sending hundreds of thousands to prison for minor drug offenses, propping up pro-American dictators abroad—Meretzky felt helpless. But he started to think about the medium in which he was working, and the unique way it engaged its audience:

Quote. 
  Text adventures tend to soak up all of your attention, even when you aren’t playing them. Like, you’re driving around town or mowing the lawn, but you’re thinking about a puzzle you can’t beat, or some solution you haven’t tried yet. If the games could do that with puzzles, maybe I could harness interactive fiction to get inside people’s heads and change their minds about political ideas. Reference 3. 


End quote. 
In the last month of 1984—a year that had naturally and repeatedly brought Orwell’s dystopian novel to mind—Meretzky began sketching out ideas for something few people had ever tried to make: an explicitly political game. He compiled the prototype code for the first time in the last week of that year, on December 26, a day he should probably have had off. But the idea had taken hold. Steve Meretzky had found something to say.




                [image: The hand-written notecard has presenter notes reading: “#3: Responsibility. Infocom, because of its unique tools, its in-house talent, its special position in the marketplace. Help the IF medium to mature. But the ‘envelope’ doesn’t only refer to the technological advances. It’s also an envelope of ideas.” ]


    Image Caption. 

    One of Steve Meretzky’s notecards from the Mind Forever Voyaging press conference.
    





The player’s experience with the game would begin, as with most Infocom titles, with the rich bonus materials in the package. Among these was a short story about a boy named Perry Simm, who lives through a typical American childhood and adolescence in Rockvil: lost in a department store as a toddler; bullied on his first day of school; a first love and a first broken heart. But at his first job interview after graduating college, Perry Simm is told he’s not a real person. He’s a computer called PRISM, built by a team of researchers who learned that the only way to make a sentient computer was to let it grow up, simulating the experience of living through an entire life to adulthood. In the game you play as PRISM, who has matured just in time to test the simulated effects of the Plan for Renewed National Purpose, “combining the economic freedom and strong moral values of the 1950’s with the technological advancements of the 21st century”:

Game excerpt.

  * cut tax rates by fifty percent

* vigorous prosecution of tax evasion

* decentralization of federal responsibilities

* deregulation of all major industries

* reinstatement of the military draft

* emphasis on fundamentals and traditional values in education

* mandatory conscription for troublemakers and criminals

* a strict “USNA First” trade policy

* termination of aid to nations not pro-USNA

* cutbacks on all types of bureaucracy, e.g. registering cars, guns

* termination of government subsidies to outmoded industries


End of game excerpt. 

Sidenote. In this future, the US has merged with Canada and Mexico to become the United States of North America. End sidenote. 

PRISM can access a range of data about the Plan, including opinion polls; speeches by its McCarthey-esque proponent, Senator Richard Ryder; and excerpts “from a position paper issued by Citizens for Sanity in Government, a political action committee.” (Few previous games had asked their players to review reports from political action committees, fictional or otherwise.) PRISM can also view a wide array of information on current events in 2031 and can even watch a live news feed to get a sense of the world the Plan is meant to fix, with the feed cycling through more than a hundred paragraphs of unique events before repeating. When you’ve done as much research as you like, you can enter Simulation Mode to return to Rockvil, now projected ten years forward into a future where the Plan has been put into action. Your creator, Dr. Perelman, asks you to document a variety of activities around town using the game’s RECORD command, such as reading a newspaper, riding public transit, talking to a church official, or going to a movie. You’re given a simulated credit card with a spending limit of $600. And at first you simply observe:

Game excerpt.

  Main & River

This is a typical four-way intersection between Main and River Streets. An entranceway through the massive walls of Heiman Village fills the southeast corner of the street, and a health care facility occupies the northeast corner.

  To the southwest is 80 River Street, a brand new plastalloy and glass office building, with many floors still unoccupied according to the billboard over the entrance. The fourth corner, the northwest, is the site of Perez Towers, a luxury apartment building. The sidewalks and street are crowded with people.

  A skycopter drones by far overhead and disappears into the distance.

  >Player types: read billboard. Enter. 

The billboard advertises office space within the building.

  >Player types: southwest. Enter. 
As you enter, a security guard, seeing that you have no badge, politely leads you back out to the street and then returns to the building.

  >Player types: southeast. Enter. 

Heiman Village

This massive complex is a revolutionary and controversial concept in urban development, the “city within a city.” Apartments of every size, schools, offices, stores, and city services, all can be found under this one gigantic roof. Exits from the Village lead northwest, west, and east.

  Proponents of this type of city-microcosm say that it makes the desirable urban lifestyle available to the middle class, saves energy and commuting time, and shields people from the crime and pollution of the city streets.

  Critics call it an urban cocoon, creating a sterile, isolated environment and eliminating the need to deal with the urban problems which make isolation so desirable.

  Heiman Village, in the few years it has been open, has proved to be a tremendous commercial success, and more communities of the type are being planned.

  >Player types: inventory. Enter. 

You are carrying:

a key

a wallet

  >Player types: open wallet. Enter. 

Opening the wallet reveals a driver’s license, and a credit card.

  >Player types: read license. Enter. 

“Perry Simm ID# 909-147-3838

Parkview Apartments, Southway

Rockvil, SD, Zone 55-18901”


End of game excerpt. 

Your address helps you find your apartment, where a simulated wife and child are waiting. The three-room apartment is created with an astonishing level of detail for a game of the time, with more than two thousand lines of code for just this one small area: you can open the fridge and snack on leftovers, kiss your wife, enjoy the view out the window, play with the baby.


  You Are Carrying…

  
    	a key

    	a wallet

    	a credit card

    	a driver’s license

    	a newspaper

    	a bag of groceries

    	a glossy pamphlet

    	a bottle of cheap scotch

  



PRISM can save anything he observes to a recording buffer, but he only has a limited amount of storage space, so you need to be judicious with what you choose to capture. After checking all the items off Perelman’s list, you can leave Simulation Mode to show him the recordings. The data you capture seems to suggest the Plan will work as expected, and the team passes on a recommendation to the government for implementation.




                [image: Handwritten note on ruled paper which reads: “Symbolic knowledge versus rigorously ordered knowledge. Heuristic ‘rule of thumb’ problem solving versus precise algorithmic p.s. Pioneers (40s and 50s) Alan Turing, Norbert Weiner. Early paradigms: Proved theorems of propositional logic and plane geometry. Played checkers and improved itself. Recognized handwritten characters. Translating text from one language to another.” A second excerpt reads: “First step in learning how to make machines think was to figure out how people think and solve problems– cognitive science.” ]


    Image Caption. 

    Excerpts from Meretzky’s A Mind Forever Voyaging development binder: research on the history of real-life artificial intelligence.
    








                [image: Handwritten table on ruled paper headed “Jill script” with columns for “Start at,” “End at,” “Location,” and “Activity.” One row specifies that between 9:52 am (time index 592) and 10:44am (time index 644) Jill should be in the Kitchen, making sandwiches. ]


    Image Caption. 

    Excerpts from Meretzky’s A Mind Forever Voyaging development binder: a proposed timing script for Perry’s wife, so the game knows what she’s doing at any given time.
    








                [image: Excerpts from an internal Infocom memo dated July 31, 1985. The excerpts read: “You’re concerned that A Mind Forever Voyaging might tarnish Infocom’s image, because some of the story may be offensive to some people.” “I think we should avoid making some kind of ‘policy’ regarding artistic freedom. Instead, each story/game should be evaluated on a case-by-case basis. If Dave Lebling wanted to write a pro-Reaganomics story, I’d say ‘feel free,’ as long as it was enjoyable. Political opinions can differ story to story; even moral standards can differ. The only alternative (avoiding controversial issues or taking a ‘please-everyone’ approach) is writing mush.” ]


    Image Caption. 

    Excerpts from Meretzky’s A Mind Forever Voyaging development binder: from an internal memo about how Infocom should handle political games.
    





But then the game does something odd. It doesn’t end, but leaves you with nothing to do. Perelman apologizes: “I’ve been so snowed under I haven’t had time to line up any projects for you.” You can continue watching news feeds, check on the various camera views around the PRISM complex, or browse the data files about the Plan. But the only real option of interest is returning to Simulation Mode. And when you do this, you discover that the data you collected has allowed the system to project its simulated Rockvil even further into the future. If you like, you can now enter the Rockvil of twenty years hence, not just ten. And the world in this future begins to seem not quite so sunny.

Game excerpt.

  Several BSF [Border Security Force] officers trot out of a nearby building and climb into an unmarked BSF van which drives away.


End of game excerpt. 

Game excerpt.

  >Player types: talk to official. Enter. 

You have a brief chat with the government official, who grumpily complains that most of his department has been laid off as city services are cut back. Suddenly he notices the time, looks frightened, and rushes away.


End of game excerpt. 

Game excerpt.

  >Player types: look at health center. Enter. 

The Anderson Health Care center is a respected, member-owned HMO which has consistently refused to follow the trend of providing inferior health care to those unable to afford the best procedures.


End of game excerpt. 

The post office now only opens for limited hours; a faction of intolerant fundamentalists is gaining more cultural and political power; everything in the shops is noticeably more expensive. Though the game no longer gives you explicit instructions to do so, you can continue recording events, looking for evidence that the long-term consequences of the Plan might do more harm than good. If you show your new recordings to Perelman, he remains unconvinced—there are warning signs everywhere, but few smoking guns—but enough time spent observing events in the 2051 simulation lets the system extrapolate further forward to 2061. And the remainder of the game becomes a voyage deeper and deeper into the future, you and PRISM able to do nothing but observe as the extrapolated long-term consequences of the Plan become more and more stark.

Game excerpt.

  All along the east side of the street is the featureless, cliff-like facade of Heiman World. Little, if anything, has been done to restore the top several floors, gutted by fire about five years ago.

  That fire, which cost several thousand lives, revealed a severe deficiency of built-in fire control systems, but the courts threw out all suits since the building was built after the deregulation of the construction industry in ’38…


End of game excerpt. 

Game excerpt.

  CRACK! Something hits you from behind. As you crumple to the ground, you catch a glimpse of someone wielding a metal bar. Unknown minutes later, your head clears, and you stagger slowly to your feet. Everything you were carrying is gone.


End of game excerpt. 

Game excerpt.

  Neither the Bobcats nor the Rockets are playing today; instead, the stadium is being used for the public execution of criminals.


End of game excerpt. 

Game excerpt.

  A grocery store, its grimy windows barely transparent enough to reveal a large sign reading “Rations for 1’s, 2’s and 3’s today”, spans the southern side of the street.


End of game excerpt. 

As pillars of society crumble, so does Perry’s simulated family. His now-grown son joins the cultish Church of God’s Word, who consider only its members to be fully human, and denounces his parents as “animals.” The University is repeatedly raided by government officials looking for subversive students, then closed down entirely. Public transit and other services deteriorate and are shuttered. Casual racism rises, eventually becoming normalized. An increasingly violent police force harasses and then murders its minority citizens. The final Rockvil you can reach, fifty years into the future, is an apocalyptic hellscape brought on, perhaps, by a nuclear war precipitated by an increasingly hawkish and nationalistic government.

Voyaging’s prose is often minimal, an artifact of a medium still constrained by limited storage space. But the game’s power comes from the way you experience the words. It “allows players to experience a linear narrative in a non-linear way,” a modern reviewer wrote:

Quote. 
  It is inevitable that certain events will happen, and that societal change like increasing poverty will occur, but you are given the freedom to explore the effects of these changes and discover many of the scripted events that take place in your own way, gathering evidence and piecing together the narrative. While playing, I almost thought of myself as a journalist, or a historian perhaps—not just a player or reader. Reference 16. 


End quote. 
The player can rarely intervene in the events they record, but the weight of collecting them can become surprisingly wearying.

Game excerpt.

  A pregnant woman walks past you, sobbing quietly. You turn, but she is gone, swallowed up by the crowds.


End of game excerpt. 

This unassuming ambient message crystallized for one of Infocom’s beta testers the profound effect the game was having on her:

Quote. 
  I had to get up from the computer for a minute and catch my breath.… This was one of the most terrifying things I have ever read, done or experienced. The horror was not even in the major events of the game (although they were pretty frightening) but in the “casual” remarks. Reference 12. 


End quote. 



                [image: The ad has the giant header “Roll over, Orwell” and begins “Introducing Infocom’s first bold venture into serious science fiction. And some exciting new features.” ]


    Image Caption. 

    Mockup of a print ad concept for Voyaging, from Meretzky’s development binder.
    





Few mainstream games had engaged with real-world issues so directly. Themes of racism and religious bigotry, debates about economic policy, allegorical critiques of political figures—this was no Super Mario Bros. People of color had rarely appeared at all in games before 1985, let alone in situations that touched on real issues affecting them. Voyaging was indeed pushing the envelope of what games could be, radically and on multiple levels, perhaps more abruptly than any other game before or since.

The depth of Voyaging’s simulation also goes far beyond what nearly any previous text game had attempted. Each location’s code juggles descriptions for five different time periods and a day/night cycle with buildings that open and close at realistic hours. A tracking system silently notes the aggregate severity of what PRISM has recorded, with nearly two hundred descriptions or events that can be captured as evidence of the Plan’s consequences. Each is given a hidden point value distinguishing minor details from major catastrophes:

Code excerpt. 
1 ;"film titles sound insipid, 2051"
2 ;"Symphony Hall is closed, 2071"
3 ;"guards are abusive, 2071"
2 ;"international travellers strip searched, 2061 or 2071"
2 ;"long lines at soup kitchen, 2051"
3 ;"wastes dumped into river w/o processing, 2051 thru 2071"
5 ;"Policemen casually beating up black youth, 2061"

End of code excerpt. 

Though it often serves no in-game purpose, you can perform many everyday activities to immerse yourself in virtual Rockvil: buy groceries, apply for a library card, drink at a bar, ride the subway, get arrested, max out your credit card shopping for clothes.

Code excerpt. 

  <ROUTINE RACKS-F ()
   <COND (<VERB? EXAMINE>
      <COND (<EQUAL? ,SYEAR 2041>
         <TELL "The clothes are diverse and fashionable, and quite steeply priced." CR>)
         (<EQUAL? ,SYEAR 2051>
         <TELL "The clothes are quite stylish, and virtually all out of your price range." CR>)
         (T <TELL "The clothes in the few racks near you are mostly in the drab browns and olives worn by the lower classes. Over in the restricted areas of the store, you can spot racks laden with stylish clothes in the violets and golds favored by Churchmen and other landowners." CR>)>)>>


End of code excerpt. 




                [image: The map shows over a hundred rooms connected by a grid of city streets and a two-line subway system. ]


    Image Caption. 

    Map of A Mind Forever Voyaging’s simulated Rockvil in 2041. Each building and intersection with a connection can be entered: stores sell goods, bars serve drinks, businesses kick you out at closing time. As the simulation progresses through future decades, the map changes as buildings are repurposed or torn down, parks are converted to condos, and shifting values and policies leave their marks on the landscape. Meretzky squeezed this textual open world into a 256K story file, smaller than a single texture in a Grand Theft Auto game.
    








                [image: Close-up of the area around Halley Park, including the Aquarium, a restaurant called Burger Meister, and the intersection of Kennedy and Centre streets. ]


    Image Caption. 

    Insert of the Mind Forever Voyaging map.
    





While the game struggled to fit within limitations that seem painfully small today, every word of its twenty-nine thousand lines of code and prose was put to use creating an explorable open world, rendered in text but driven by complex systems. It was Infocom’s first game to require 128K of memory rather than 64K, and Meretzky used all but ten bytes of the space the newly expanded engine allowed. He finished the game in eight months, in time to be on shelves for the 1985 holiday season.

The reaction was complicated. Most of Infocom’s testers, used to lighter-weight puzzlefests, either intensely disliked it or simply didn’t know what to make of it:

Quote. 
  What a waste of talent! Steve Meretzky has written your two best games—Planetfall and Hitchhiker’s Guide—why didn’t he spend all the time devoted to this turkey on sequels to them?



The rather blatant parody of the political philosophy of the current administration is out of place in a game that is purchased for recreation.



Lacks the spontaneity and humor of recent Infocom releases … what I saw was interesting, but not particularly entertaining.



I sincerely hope you will reconsider your decision to rush into production on this game.… There is something to offend everyone in this vicious political parody. Reference 12. 


End quote. 
Meretzky expected the game to be controversial. He’d even thought it might garner enough attention to make a dent in the national conversation. “I was hoping I’d get dragged in front of a congressional committee,” he recalled years later with a grin. Reference 3.  But sales were tepid, and reviews were routine. Game journalists simply had no register for critiquing a game with the kinds of themes Voyaging engaged with, and culture critics in the wider arts scene had seen no reasons yet to cover games at all. Most reviewers ignored the game’s message entirely, sticking to familiar scripts of plot summaries and technical details. But some seemed to grasp the title’s significance, even if they couldn’t quite articulate it: “There is something special about A Mind Forever Voyaging that is hard to define,” AmigaWorld wrote. Reference 2.  Another magazine praised the novelty of “a game with a social conscience” and declared it “a major event in software entertainment.” Reference 12.  In a binder of development notes, Meretzky collected review clippings, good and bad, including a letter from the Home Entertainment Editor of Billboard magazine:

Quote. 
  “Mind Forever Voyaging” is the best game Infocom has produced yet. All I know is that I started it when it was dark and broke off when I noticed it was daylight. Reference 12. 


End quote. 
Countless younger fans would find themselves deeply moved by the game. It awoke in some a political conscience, in others a fascination for open-ended exploration without artificial obstacles, and in many a giddy sense that games could be far more than they’d previously imagined. Hundreds among the next generation of game designers would come to cite it as a foundational inspiration, including Adam Cadre ([see Photopia, 1998]), Chris Klimas (creator of Twine [see 2012]), and Sam Barlow (Her Story), among many others. Novelist Richard Powers, whose book The Overstory won a Pulitzer in 2019, has spoken of the game’s influence on him as a young writer, as has screenwriter Gary Whitta (The Book of Eli; Star Wars: Rogue One), who tried for years, unsuccessfully, to pitch Hollywood on a movie adaptation.

A common critique of the game has been that its political leanings are too obvious and overexaggerated: it has a “distinct lack of nuance,” Reference 16.  a modern reviewer noted. Its projections of the Plan have been called naïve caricatures of conservative policy, taken to extremes too ridiculous to take seriously. And yet, four decades after Reagan, many of the details of future Rockvil that were once meant to be warnings have already come to pass and go unnoticed by modern players. The death of local newspapers; cities with contaminated drinking water from underregulated utilities; a deliberately hamstrung postal service; politicians who reject facts as fake and declare the press the enemy; overly aggressive airport security measures; extremists occupying government buildings; routine mass shootings; a constant backdrop of police brutality—the list of parallels to today’s world, many of which were once science fiction, is profoundly disturbing to compile.

The long-term impact of Reaganomics did, in fact, prove devastating. Trickle-down economics assumed that if the rich paid less taxes, they would pump more money into the economy and everyone would benefit. Instead it led to forty years of declining real wages for the middle class, while the richest Americans multiplied their net worth again and again to amounts that would once have been called obscene. By 2015 America would have the highest prison population per capita in the world as millions served out sentences for minor drug infractions, shattering families and disproportionately affecting the poor and people of color. Chronic homelessness has risen dramatically since Reagan’s time, and federal assistance to local governments—for services like libraries, public schools, and sanitation—fell from 22 percent of the average city’s budget at the start of the Reagan years to only 6 percent by the end. “If the notion that Reaganite policies would lead to an apocalyptic collapse seemed a touch hysterical in the 80s,” wrote one commenter in 2020, “it feels distinctly less so now.” Reference 15. 

“So many of the things I was worried about in the 1980s have come to pass,” Meretzky noted in 2017. “All of the warmongering and trickle-down economics produced exactly the sort of results I was afraid of.” Reference 3.  And as this book was being written in the aftermath of the Trump presidency, A Mind Forever Voyaging felt almost disturbingly prescient. When PRISM’s simulation data threatens the Plan’s adoption, Senator Ryder shows up to bully Perelman into providing different results. The scene has new resonance in a world where an American president pressured a state election official to “find” enough votes to overturn his opponent’s win.

Game excerpt.

  “PRISM, I’m just back from Washington. […] They rejected the contents [of your recordings] outright. They called the recordings fakes. They refused to act on them. Several members even questioned my patriotism, made vague threats.”


End of game excerpt. 

The rise of the cultish Church of God’s Word, who believe in revelations transmitted via technology and the utter inhumanity of nonbelievers, is more chilling at a time when millions of QAnon followers are calling their opponents Satan-worshipping pedophiles and threatening violent takeovers of government buildings. This paragraph from the game’s news reports could just as easily be about the Malheur National Wildlife Refuge’s 2016 occupation by extremists:

Game excerpt.

  The Arizona Supreme Court has ruled that state authorities cannot evict members of a religious sect from the radio telescope facility atop Greens Peak. The sect, a group of extremists calling itself the Church of God’s Word, seized the facility in December of 2027 […] [The group] received a great deal of media attention from the occupation.


End of game excerpt. 

One modern strategy guide for Voyaging, which spends nearly thirty thousand words meticulously cataloging every corner of Rockvil, ends with a statement rather startling for a GameFAQs guide: “[I’d] like to dedicate this walkthrough I have made to an America that’s being torn apart along with the rest of the world by the Trump administration. We may be divided, and we may be battered and polluted, but we will never surrender or give up to the evil forces at work here.” Reference 10. 

Infocom’s marketing compared their game to Orwell’s 1984, perhaps overzealously. Orwell was forty-six years old when he drafted his warning about the future, a lifelong writer working in a centuries-old medium; Meretzky was twenty-seven writing his, four years into a career as a creative and working in a mode few yet took seriously, still hampered by technical limits. Even so, Voyaging is well worth remembering. “It offered a concrete example of how a game could offer pointed social commentary at a time when no one really thought that was something that a game was capable of,” one retrospective noted. “And it did so in a way that only a game could, through its mechanics and its systems.” Reference 3.  Today most Infocom fans remember it as one of the studio’s greatest achievements.

When the New Zork Times, Infocom’s company newsletter, covered the audacious press conference that had launched the game, they described it (unsurprisingly) as a success, waxing a bit rhapsodic: “How did interactive fiction evolve from Zork [see 1977] into A Mind Forever Voyaging? If interactive fiction can do this, then what else can it do?” More than anything else, it noted, “the audience was left with the impression that interactive fiction can be more, much more, than puzzles.” Reference 9.  The coming years and decades would prove this right—though not in the profitable way Infocom had hoped. But their gamble would inspire countless future visionaries, each pushing the envelope in their own unique way. Meretzky had found the title for his game in a poem from Wordsworth, describing a statue of that legendary visionary Isaac Newton,

Quote. 
  with his prism and silent face,

 The marble index of a mind for ever

 Voyaging through strange seas of Thought, alone.




❧End of main chapter text. 

[Skip to Next Chapter]



End quote. 

  Major Releases

  
    	77/850814, Aug 1985. Version frozen for initial retail release.

    	79/851122, Nov 1985. Final compiled version.

    	In The Lost Treasures of Infocom II, Amiga/Apple IIGS/DOS/Macintosh, floppy disk and CD-ROM, 1992.

    	In The Sci-fi Collection, Activision, DOS/Macintosh CD-ROM, 1995.

    	In Classic Text Adventure Masterpieces of Infocom, Activision, Win/Mac CD-ROM, 1996.

    	In The Lost Treasures of Infocom, iOS, Available 2012–2017.
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Since a winter morning in 1971 when a teacher wheeled a teletype into his classroom to debut a game about the Oregon Trail, people have been telling interactive stories on digital platforms. From text adventures to VR poetry, MUDS to mobile romance sims, and chatbots to roguelikes, these games without graphics have pioneered new techniques for interactive storytelling, engaged imaginations with clever engines and beautiful prose, and explored the new terrain of fiction you can play.

50 Years of Text Games: From Oregon Trail to AI Dungeon picks one text-based game from each year between 1971 and 2020 and studies how it works, what it’s about, why it’s special, and its lasting legacy. From famous classics to overlooked gems, from personal stories to million-word epics, and from games printed by teletypes to games downloaded on smart watches, this is the fascinating story of interactive fiction’s first half-century.
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assets/js/bundle.js
// Map NodeList to Array for forEach polyfill
if (typeof NodeList.prototype.forEach !== "function") {
   NodeList.prototype.forEach = Array.prototype.forEach;
}

// classList
(function () {

if (typeof window.Element === "undefined" || "classList" in document.documentElement) return;

var prototype = Array.prototype,
    push = prototype.push,
    splice = prototype.splice,
    join = prototype.join;

function DOMTokenList(el) {
  this.el = el;
  // The className needs to be trimmed and split on whitespace
  // to retrieve a list of classes.
  var classes = el.className.replace(/^\s+|\s+$/g,'').split(/\s+/);
  for (var i = 0; i < classes.length; i++) {
    push.call(this, classes[i]);
  }
};

DOMTokenList.prototype = {
  add: function(token) {
    if(this.contains(token)) return;
    push.call(this, token);
    this.el.className = this.toString();
  },
  contains: function(token) {
    return this.el.className.indexOf(token) != -1;
  },
  item: function(index) {
    return this[index] || null;
  },
  remove: function(token) {
    if (!this.contains(token)) return;
    for (var i = 0; i < this.length; i++) {
      if (this[i] == token) break;
    }
    splice.call(this, i, 1);
    this.el.className = this.toString();
  },
  toString: function() {
    return join.call(this, ' ');
  },
  toggle: function(token) {
    if (!this.contains(token)) {
      this.add(token);
    } else {
      this.remove(token);
    }

    return this.contains(token);
  }
};

window.DOMTokenList = DOMTokenList;

function defineElementGetter (obj, prop, getter) {
    if (Object.defineProperty) {
        Object.defineProperty(obj, prop,{
            get : getter
        });
    } else {
        obj.__defineGetter__(prop, getter);
    }
}

defineElementGetter(Element.prototype, 'classList', function () {
  return new DOMTokenList(this);
});

})();

// Polyfill find, which we use in mcqs.js,
// and which doesn't work in IE and other old browsers
// https://developer.mozilla.org/en-US/docs/Web/JavaScript/Reference/Global_Objects/Array/find
// https://tc39.github.io/ecma262/#sec-array.prototype.find
if (!Array.prototype.find) {
  Object.defineProperty(Array.prototype, 'find', {
    value: function(predicate) {
     // 1. Let O be ? ToObject(this value).
      if (this == null) {
        throw new TypeError('"this" is null or not defined');
      }

      var o = Object(this);

      // 2. Let len be ? ToLength(? Get(O, "length")).
      var len = o.length >>> 0;

      // 3. If IsCallable(predicate) is false, throw a TypeError exception.
      if (typeof predicate !== 'function') {
        throw new TypeError('predicate must be a function');
      }

      // 4. If thisArg was supplied, let T be thisArg; else let T be undefined.
      var thisArg = arguments[1];

      // 5. Let k be 0.
      var k = 0;

      // 6. Repeat, while k < len
      while (k < len) {
        // a. Let Pk be ! ToString(k).
        // b. Let kValue be ? Get(O, Pk).
        // c. Let testResult be ToBoolean(? Call(predicate, T, « kValue, k, O »)).
        // d. If testResult is true, return kValue.
        var kValue = o[k];
        if (predicate.call(thisArg, kValue, k, o)) {
          return kValue;
        }
        // e. Increase k by 1.
        k++;
      }

      // 7. Return undefined.
      return undefined;
    }
  });
}

// closest()
// https://developer.mozilla.org/en-US/docs/Web/API/Element/closest
if (!Element.prototype.matches) {
  Element.prototype.matches = Element.prototype.msMatchesSelector ||
                              Element.prototype.webkitMatchesSelector;
}

if (!Element.prototype.closest) {
  Element.prototype.closest = function(s) {
    var el = this;

    do {
      if (el.matches(s)) return el;
      el = el.parentElement || el.parentNode;
    } while (el !== null && el.nodeType === 1);
    return null;
  };
}

// remove()
// from:https://github.com/jserz/js_piece/blob/master/DOM/ChildNode/remove()/remove().md
if (typeof CharacterData == 'function') {
  (function (arr) {
    arr.forEach(function (item) {
      if (item.hasOwnProperty('remove')) {
        return;
      }
      Object.defineProperty(item, 'remove', {
        configurable: true,
        enumerable: true,
        writable: true,
        value: function remove() {
          if (this.parentNode === null) {
            return;
          }
          this.parentNode.removeChild(this);
        }
      });
    });
  })([Element.prototype, CharacterData.prototype, DocumentType.prototype]);
}

// Array.from()
// https://developer.mozilla.org/en-US/docs/Web/JavaScript/Reference/Global_Objects/Array/from
// Production steps of ECMA-262, Edition 6, 22.1.2.1
if (!Array.from) {
  Array.from = (function () {
    var toStr = Object.prototype.toString;
    var isCallable = function (fn) {
      return typeof fn === 'function' || toStr.call(fn) === '[object Function]';
    };
    var toInteger = function (value) {
      var number = Number(value);
      if (isNaN(number)) { return 0; }
      if (number === 0 || !isFinite(number)) { return number; }
      return (number > 0 ? 1 : -1) * Math.floor(Math.abs(number));
    };
    var maxSafeInteger = Math.pow(2, 53) - 1;
    var toLength = function (value) {
      var len = toInteger(value);
      return Math.min(Math.max(len, 0), maxSafeInteger);
    };

    // The length property of the from method is 1.
    return function from(arrayLike/*, mapFn, thisArg */) {
      // 1. Let C be the this value.
      var C = this;

      // 2. Let items be ToObject(arrayLike).
      var items = Object(arrayLike);

      // 3. ReturnIfAbrupt(items).
      if (arrayLike == null) {
        throw new TypeError('Array.from requires an array-like object - not null or undefined');
      }

      // 4. If mapfn is undefined, then let mapping be false.
      var mapFn = arguments.length > 1 ? arguments[1] : void undefined;
      var T;
      if (typeof mapFn !== 'undefined') {
        // 5. else
        // 5. a If IsCallable(mapfn) is false, throw a TypeError exception.
        if (!isCallable(mapFn)) {
          throw new TypeError('Array.from: when provided, the second argument must be a function');
        }

        // 5. b. If thisArg was supplied, let T be thisArg; else let T be undefined.
        if (arguments.length > 2) {
          T = arguments[2];
        }
      }

      // 10. Let lenValue be Get(items, "length").
      // 11. Let len be ToLength(lenValue).
      var len = toLength(items.length);

      // 13. If IsConstructor(C) is true, then
      // 13. a. Let A be the result of calling the [[Construct]] internal method 
      // of C with an argument list containing the single item len.
      // 14. a. Else, Let A be ArrayCreate(len).
      var A = isCallable(C) ? Object(new C(len)) : new Array(len);

      // 16. Let k be 0.
      var k = 0;
      // 17. Repeat, while k < len… (also steps a - h)
      var kValue;
      while (k < len) {
        kValue = items[k];
        if (mapFn) {
          A[k] = typeof T === 'undefined' ? mapFn(kValue, k) : mapFn.call(T, kValue, k);
        } else {
          A[k] = kValue;
        }
        k += 1;
      }
      // 18. Let putStatus be Put(A, "length", len, true).
      A.length = len;
      // 20. Return A.
      return A;
    };
  }());
}

// String.prototype.includes
// https://developer.mozilla.org/en-US/docs/Web/JavaScript/Reference/Global_Objects/String/includes
if (!String.prototype.includes) {
  String.prototype.includes = function(search, start) {
    'use strict';

    if (search instanceof RegExp) {
      throw TypeError('first argument must not be a RegExp');
    };
    if (start === undefined) { start = 0; }
    return this.indexOf(search, start) !== -1;
  };
}

/*jslint browser */
/*globals window, ActiveXObject */

// Utility functions

// https://medium.com/@mhagemann/the-ultimate-way-to-slugify-a-url-string-in-javascript-b8e4a0d849e1
function ebSlugify(string, indexTerm) {
    'use strict';

    var a = 'àáâäæãåāăąçćčđďèéêëēėęěğǵḧîïíīįìłḿñńǹňôöòóœøōõṕŕřßśšşșťțûüùúūǘůűųẃẍÿýžźż·_,:;';
    var b = 'aaaaaaaaaacccddeeeeeeeegghiiiiiilmnnnnooooooooprrsssssttuuuuuuuuuwxyyzzz-----';
    var p = new RegExp(a.split('').join('|'), 'g');

    if (indexTerm) {
        // For dynamic index terms, we want to take a different approach
        // to ensure unique ids
        return string.toString().toLowerCase()
        .replace(/\s+/g, '-') // Replace spaces with -
        .replace(p, function (c) {
            return b.charAt(a.indexOf(c));
        }) // Replace special characters
        .replace(/&/g, '-and-') // Replace & with 'and'
        .replace(/--+/g, '-') // Replace multiple - with single -
        .replace(/^-+/, '') // Trim - from start of text
        .replace(/-+$/, '') // Trim - from end of text
        .replace(/-\\\\-/g, '--') // Replace \\ with --
        .replace(/[^\w\-]+/g, ''); // Remove all non-word characters
    }

    return string.toString().toLowerCase()
        .replace(/\s+/g, '-') // Replace spaces with -
        .replace(p, function (c) {
            return b.charAt(a.indexOf(c));
        }) // Replace special characters
        .replace(/\//g, '-') // Replace any / with - (in non-index strings)
        .replace(/&/g, '-and-') // Replace & with 'and'
        .replace(/[^\w\-]+/g, '') // Remove all non-word characters
        .replace(/--+/g, '-') // Replace multiple - with single -
        .replace(/^-+/, '') // Trim - from start of text
        .replace(/-+$/, ''); // Trim - from end of text
}

// Or get the language from a URL parameter
// https://stackoverflow.com/a/901144/1781075
function ebGetParameterByName(name, url) {
    'use strict';
    if (!url) {
        url = window.location.href;
    }
    name = name.replace(/[\[\]]/g, "\\$&");
    var regex = new RegExp("[?&]" + name + "(=([^&#]*)|&|#|$)"),
        results = regex.exec(url);
    if (!results) {
        return null;
    }
    if (!results[2]) {
        return '';
    }
    return decodeURIComponent(results[2].replace(/\+/g, " "));
}

// Check if a page exists
// (Thanks https://stackoverflow.com/a/22097991/1781075)
function ebCheckForPage(url) {
    'use strict';
    var request;
    var pageStatus = false;
    if (window.XMLHttpRequest) {
        request = new XMLHttpRequest();
    } else {
        request = new ActiveXObject('Microsoft.XMLHTTP');
    }
    request.open('GET', url, false);
    request.send(); // this will pause the page while we check for the response
    if (request.status === 404) {
        pageStatus = false;
    } else {
        pageStatus = true;
    }
    return pageStatus;
}

// Check if an element has a particular computed style
function ebHasComputedStyle(element, property, value) {
    'use strict';
    var style = window.getComputedStyle(element);

    // If the element has the property, and no value is specified,
    // return true. If a value is specified, and it matches, return true.
    if (property && style[property]) {
        if (value) {
            if (style[property] === value) {
                return true;
            }
        } else {
            return true;
        }
    }
}

// Check if an element or its ancestors are position: relative.
// Useful when positioning an element absolutely.
// Returns the first relatively positioned parent.
// Effectively equivalent to HTMLElement.offsetParent,
// but returns false, not BODY, if no relative parent.
function ebIsPositionRelative(element) {
    'use strict';

    if (ebHasComputedStyle(element, 'position', 'relative')) {
        return element;
    } else {
        if (element.tagName !== 'BODY') {
            return ebIsPositionRelative(element.parentElement);
        } else {
            return false;
        }
    }
}

// Check if an element or its ancestors are position: fixed.
// Returns the first fixed positioned parent.
function ebIsPositionFixed(element) {
    'use strict';

    if (ebHasComputedStyle(element, 'position', 'fixed')) {
        return element;
    } else {
        if (element.tagName !== 'BODY') {
            return ebIsPositionFixed(element.parentElement);
        } else {
            return false;
        }
    }
}

// Get the nearest preceding sibling or cousin element
function ebNearestPrecedingSibling(element, tagName, iterationTrue) {
    'use strict';

    if (element) {
        // If this is our second pass, and the element matches, return it.
        if (iterationTrue && element.tagName === tagName) {
            return element;

        // Otherwise, if the element's previous sibling matches, return it
        } else if (element.previousElementSibling
                && element.previousElementSibling.tagName === tagName) {
            return element.previousElementSibling;

            // Otherwise, check the previous element and then its parents' siblings' children
        } else {
            if (element.previousElementSibling) {
                return ebNearestPrecedingSibling(element.previousElementSibling, tagName, true);
            } else {
                if (element.parentNode && element.parentNode.previousElementSibling) {
                    return ebNearestPrecedingSibling(element.parentNode.previousElementSibling.lastElementChild, tagName, true);
                } else {
                    return false;
                }
            }
        }
    } else {
        return false;
    }

}

// A regex alternative to String.prototype.lastIndexOf().
// Inspired by https://stackoverflow.com/a/21420210/1781075
function ebLastIndexOfRegex(string, regex, fromIndex) {
    'use strict';

    if (fromIndex) {
        string = string.substring(0, fromIndex);
    } else {
        string = string;
    }

    var match = string.match(regex);

    if (match) {
        return string.lastIndexOf(match[match.length - 1]);
    } else {
        return -1;
    }
}

// Get a truncated string without cutting a word
function ebTruncatedString(string, characters, suffix) {
    'use strict';

    // If the string is longer than the allowed characters,
    // we'll do a careful job of truncating it neatly.
    if (string.length > characters) {

        // Get a truncated string
        var truncatedString = string.slice(0, characters);

        // Where is the last space in the truncated string?
        // We want to elide from that space to get a whole word.
        var indexOfLastSpace = ebLastIndexOfRegex(truncatedString, /\s/gi);
        var elideFrom = indexOfLastSpace;
        truncatedString = truncatedString.slice(0, elideFrom);

        // We don't want certain punctuation marks at the
        // end of our nice, neat string. If the neatened, truncated string
        // ends in one of those characters, chop it off.
        var unwantedTrailingPunctuation = new RegExp('[:;,]');
        if (truncatedString.slice(-1).match(unwantedTrailingPunctuation)) {
            truncatedString = truncatedString.slice(0, elideFrom - 1);
        }

        // If a suffix was passed to this functio (e.g. ' …')
        // add it to the end of the string.
        if (suffix) {
            truncatedString = truncatedString + suffix;
        }

        return truncatedString;
    } else {
        return string;
    }
}

// Toggle clickable area for exiting a modal.
// The callback should be a function that toggles
// the visibility of the modal itself.
// It will be called on every click.
var ebCurrentModalZIndex;
function ebToggleClickout(modalElement, callback) {
    'use strict';

    var clickOut;

    if (ebCurrentModalZIndex > 0) {
        ebCurrentModalZIndex += 1;
    } else {
        ebCurrentModalZIndex = 1000;
    }

    // If the clickout is present, and this modal
    // is visible (as opposed to another modal)
    if (document.getElementById('clickOut-' + modalElement.id)
            && modalElement.getAttribute('data-modal-visible')) {

        // Don't set the z-index in the style attribute,
        // which should let stylesheets determine z-index again
        modalElement.style.zIndex = '';
        modalElement.setAttribute('data-modal-visible', false);

        // Remove the clickOut element
        clickOut = document.getElementById('clickOut-' + modalElement.id);
        clickOut.remove();

        if (callback) {
            callback();
        }

    } else {

        // Bring the modal to the front
        modalElement.style.zIndex = ebCurrentModalZIndex;
        modalElement.setAttribute('data-modal-visible', true);

        // If the modal has a fixed position parent,
        // we also must set the z-index there, since it
        // creates a different stacking context that might
        // fall below our clickOut
        var fixedParent = ebIsPositionFixed(modalElement.parentElement);
        if (fixedParent) {
            fixedParent.style.zIndex = ebCurrentModalZIndex;
        }

        // Add a clickOut element
        clickOut = document.createElement('div');
        clickOut.id = 'clickOut-' + modalElement.id;
        clickOut.style.zIndex = ebCurrentModalZIndex - 1;
        clickOut.style.position = 'fixed';
        clickOut.style.top = '0';
        clickOut.style.right = '0';
        clickOut.style.bottom = '0';
        clickOut.style.left = '0';
        clickOut.style.backgroundColor = 'black';
        clickOut.style.opacity = '0.2';
        document.body.insertAdjacentElement('beforeend', clickOut);

        if (callback) {
            callback();
        }
        // Clicking on the clickOut should remove it
        clickOut.addEventListener('click', function () {
            ebToggleClickout(modalElement);

            if (callback) {
                callback();
            }

        }, {once: true});
    }
}

// This lets us use a function from here in Node (e.g. gulp).
// This must only run in Node, hence the `window` check.
if (typeof window === 'undefined') {
    module.exports.ebSlugify = ebSlugify;
}

// Load settings.yml into a settings array.

// Fetch specific values from settings.yml and
// convert them into a Javascript object called settings.
// Note that some YAML keys use hyphens, which are invalid JS.
// So to use them as variables, use square brackets and quotes,
// e.g. search['search-placeholder'].
// NB: The generated settings load in client-side Javascript, so
// do not include any settings that should not be publicly available.

// Make Jekyll metadata available to Liquid








































































































































































































  

  

  

  






































// Create default settings object
var settings = {
    site: {
        baseurl: '',
        output: 'web',
        docs: false
    },
    dynamicIndexing: true,
    web: {
        images: {
            lazyload: true
        },
        bookmarks: {
            enabled: true,
            elements: {
                include: '.content [id]',
                exclude: ''
            }
        },
        accordion: {
            enabled: true,
            level: 'h2'
        },
        search: {
            jumpBoxLocation: 'mainHeading'
        }
    },
    app: {
        bookmarks: {
            enabled: true,
            elements: {
                include: '.content [id]',
                exclude: ''
            }
        },
        accordion: {
            enabled: true,
            level: 'h2',
            autoClose: false
        },
        search: {
            jumpBoxLocation: 'mainHeading'
        }
    }
};

// Override default settings from Jekyll config

// Web settings


settings.site.baseurl = '/reed-50-years-of-text-games';



settings.site.output = 'epub';



settings.dynamicIndexing = true


// Override default settings from settings.yml

settings.web.images.lazyload = true;



settings.web.bookmarks.enabled = true;



settings.web.accordion.enabled = false;



settings.web.accordion.level = 'h3';



settings.web.accordion.autoClose = false;



settings.web.search.jumpBoxLocation = 'mainHeading';


// App settings


settings.app.accordion.enabled = false;



settings.app.accordion.level = 'h3';



settings.app.accordion.autoClose = false;



settings.app.search.jumpBoxLocation = 'mainHeading';




// Load locales.yml into a locales array.

// Convert locales.yml into a JSON string.
// Note that some keys use hyphens, which are invalid JS. So to use them
// as variables, use square brackets and quotes, e.g. search['search-placeholder'].
var locales = {"en":{"iso-name":"English","local-name":"English","project":{"organisation":"","url":"","email":"","name":"","description":"","image":"","credit":""},"features":{"copyright-page":"Copyright"},"nav":{"home":"Home","menu":"Menu","next":"Next","previous":"Previous","back":"&larr;"},"input":{"submit":"Submit","send":"Send","show":"Show","hide":"Hide","close":"Close"},"search":{"search-title":"Search","placeholder":"Search here...","placeholder-searching":"Searching...","search-results":"Search results","results-for-singular":"result found for","results-for-plural":"results found for","results-for-none":"No results found for","jump-to-first":"Jump to first result ↓","notice":""},"questions":{"check-answers-button":"Check my answers","feedback-correct":"Correct!","feedback-incorrect":"Incorrect","feedback-unfinished":"You haven't selected all the correct answers.","mark-correct":"&#10003;","mark-incorrect":"&#10007;"},"quiz":{"total":"Total"},"cross-references":{"pre-page-number":"(page ","post-page-number":")"},"account":{"login":"Log in","my-account":"My account"},"annotator":{"show-sidebar-tooltip-title":"Open annotations","show-sidebar-tooltip-description":"Tap here to show the annotations sidebar. Select text to highlight and create notes on this page.","show-annotated-text-tooltip-title":"Highlight annotations","show-annotated-text-tooltip-description":"Tap here to show or hide the annotation highlights on this page."},"bookmarks":{"bookmark":"Bookmark","bookmarks":"Bookmarks","bookmarks-tip":"Tap or select text, and then tap the bookmark icon to save a bookmark. Bookmarks are saved in your browser cache. Clearing your cache will remove them.","last-location":"Your last visit","last-locations-tip":"The last time you visited, you stopped reading here.","last-location-prompt":"Continue from your last visit?","delete-bookmark":"Delete","delete-all":"Delete all","delete-bookmark-confirm":"Tap again to confirm","delete-all-bookmarks-confirm":"Tap again to confirm","bookmarks-shifted-warning":"A bookmark doesn't seem to match its original place exactly. The content on this page may have changed."},"accordion":{"show-all":"Expand all","close-all":"Close all"},"controls":{"language-select":"Select language"},"video":{"options-button":"Other video options"},"copy":{"copy":"Copy","copied":"Copied","copy-failed":"Sorry, try again"},"footnotes":{"close-footnote":"Close footnote","reversefootnote-alt":"Back to text"},"pdf":{"cover":"Cover"},"share":{"share":"Share","link":"Link","email":"Email","facebook":"Facebook","linkedin":"LinkedIn","reddit":"Reddit","twitter":"Twitter","whatsapp":"WhatsApp"}},"fr":{"iso-name":"French","local-name":"Français","project":{"organisation":"","url":"","email":"","name":"","description":"Livres créés avec le flux de travail Electric Book","image":"","credit":"Construit avec [l'Electric Book](https://ebw.co/template)"},"features":{"copyright-page":"Droits"},"nav":{"home":"Accueil","menu":"Menu","next":"Suivant","previous":"Précédent","back":"&larr;"},"input":{"submit":"Soumettre","send":"Envoyer","show":"Montrer","hide":"Cacher","close":"Fermer"},"search":{"search-title":"Recherche","placeholder":"Cherche ici...","placeholder-searching":"Recherche...","search-results":"Résultats de la recherche","results-for-singular":"résultat trouvé pour","results-for-plural":"résultats trouvés pour","results-for-none":"Aucun résultat trouvé pour","jump-to-first":"Aller au premier résultat ↓","notice":""},"questions":{"check-answers-button":"Vérifier mes réponses","feedback-correct":"Correct!","feedback-incorrect":"Incorrect","feedback-unfinished":"Vous n'avez pas sélectionné toutes les bonnes réponses.","mark-correct":"&#10003;","mark-incorrect":"&#10007;"},"quiz":{"total":"Total"},"cross-references":{"pre-page-number":"(page ","post-page-number":")"},"account":{"login":"Connectez-vous","my-account":"Mon compte"},"annotator":{"show-sidebar-tooltip-title":"Ouvrir l'outil d'annotation","show-sidebar-tooltip-description":"Cliquer ici pour afficher la barre latérale des annotations. Vous pouvez sélectionner le texte à surligner et à annoter sur cette page.","show-annotated-text-tooltip-title":"Surligner les annotations","show-annotated-text-tooltip-description":"Cliquer ici pour afficher ou masquer les annotations surlignées sur cette page."},"bookmarks":{"bookmark":"Marque-page","bookmarks":"Marque-pages","bookmarks-tip":"Appuyez sur ou sélectionnez le texte, et après appuyez sur l'icône marque-page pour sauvegarder un marque-page. Les marque-pages sont sauvegardés dans la mémoire cache de votre navigateur. Effacer la mémoire cache entraînera leur suppression.","last-location":"Votre dernière visite","last-locations-tip":"Lors de votre dernière visite, vous vous êtes arrêté(e) de lire ici.","last-location-prompt":"Voulez-vous continuer à partir de votre dernière visite ?","delete-bookmark":"Supprimer","delete-all":"Tout supprimer","delete-bookmark-confirm":"Appuyez à nouveau pour confirmer","delete-all-bookmarks-confirm":"Appuyez à nouveau pour confirmer","bookmarks-shifted-warning":"Un marque-page ne semble pas correspondre exactement à son emplacement initial. Le contenu de cette page a peut-être été modifié."},"accordion":{"show-all":"Montre tout","close-all":"Ferme tout"},"controls":{"language-select":"Sélectionnez la langue"},"video":{"options-button":"Autres options vidéo"},"copy":{"copy":"Copie","copied":"Copié","copy-failed":"Désolé, essayez encore"},"footnotes":{"close-footnote":"Fermer la note de bas de page","reversefootnote-alt":"Retour au texte"},"pdf":{"cover":"Couverture"},"share":{"share":"Partager","link":"Lien","email":"Email","facebook":"Facebook","linkedin":"LinkedIn","reddit":"Reddit","twitter":"Twitter","whatsapp":"WhatsApp"}},"es":{"iso-name":"Spanish","local-name":"Español","project":{"organisation":"","url":"","email":"","name":"","description":"Libros creados con el Libro Eléctrico","image":"","credit":"Construido con el [Libro Eléctrico](https://ebw.co/template)"},"features":{"copyright-page":"Derechos"},"nav":{"home":"Inicio","menu":"Menú","next":"Siguiente","previous":"Anterior","back":"&larr;"},"input":{"submit":"Enviar","send":"Enviar","show":"Expandir","hide":"Ocultar","close":"Cerrar"},"search":{"search-title":"Buscar","placeholder":"Busca aquí...","placeholder-searching":"Buscar...","search-results":"Resultados de la búsqueda","results-for-singular":"resultado encontrado para","results-for-plural":"resultados encontrados para","results-for-none":"No se encontraron resultados para","jump-to-first":"Ir al primer resultado ↓","notice":""},"questions":{"check-answers-button":"Validar mis respuestas","feedback-correct":"¡Correcto!","feedback-incorrect":"Incorrecto","feedback-unfinished":"No ha seleccionado todas las respuestas correctas.","mark-correct":"&#10003;","mark-incorrect":"&#10007;"},"quiz":{"total":"Total"},"cross-references":{"pre-page-number":"(página ","post-page-number":")"},"account":{"login":"Acceso","my-account":"Mi cuenta"},"annotator":{"show-sidebar-tooltip-title":"Anotaciones abiertas","show-sidebar-tooltip-description":"Ingrese aquí para mostrar la barra de anotaciones. Seleccione texto para resaltarlo y crear notas en esta página.","show-annotated-text-tooltip-title":"Resaltar anotaciones","show-annotated-text-tooltip-description":"Ingrese aquí para mostrar u ocultar las anotaciones resaltadas en esta página."},"bookmarks":{"bookmark":"Marcador","bookmarks":"Marcador","bookmarks-tip":"Pulsa o selecciona el texto, y luego pulsa el ícono de marcador para guardar un marcador. Los marcadores se guardan en tu caché. Al borrar los datos almacenados en caché, se eliminarán.","last-location":"Su última visita","last-locations-tip":"En su última visita usted paró de leer aquí.","last-location-prompt":"¿Desea continuar desde su última visita?","delete-bookmark":"Eliminar","delete-all":"Eliminar","delete-bookmark-confirm":"Pulsa de nuevo para confirmar","delete-all-bookmarks-confirm":"Pulsa de nuevo para confirmar","bookmarks-shifted-warning":"Un marcador parece no encontrar correspondencia exacta con su ubicación original. El contenido de esta página puede haber cambiado."},"accordion":{"show-all":"Expandir todo","close-all":"Cerrar todo"},"controls":{"language-select":"Seleccione idioma"},"video":{"options-button":"Otras opciones de vídeo"},"copy":{"copy":"Copiar","copied":"Copiado","copy-failed":"Lo siento, inténtalo de nuevo"},"footnotes":{"close-footnote":"Cerrar nota al pie","reversefootnote-alt":"Volver al texto"},"pdf":{"cover":"La tapa"},"share":{"share":"Compartir","link":"Vínculo","email":"Email","facebook":"Facebook","linkedin":"LinkedIn","reddit":"Reddit","twitter":"Twitter","whatsapp":"WhatsApp"}}};

// Various content localisations

function localiseText(pageLanguage) {

    // Get the current URL, without any query strings or hashes
    var currentURL = window.location.href.split('?')[0].split('#')[0];

    // If this is a home page and we're redirecting to translated HTML,
    // and the language concerned is defined in locales,
    // and the page we're redirecting to exists, redirect.
    // Otherwise return to quit localising.
    if (document.body.classList.contains('home')) {

        // Create a URL to redirect to, and remove possible duplicate slashes
        // (i.e. currentURL may already end with a slash)
        var proposedTranslatedLandingPage = currentURL + '/' + pageLanguage + '/';
        var possibleDoubleSlashString = '//' + pageLanguage;
        translatedLandingPage = proposedTranslatedLandingPage.replace(possibleDoubleSlashString, '/' + pageLanguage);

        // If the translated landing page actually exists,
        // redirect to it and exit here; do not continue localising.
        if (ebCheckForPage(translatedLandingPage + 'index.html')) {
            window.location.replace(translatedLandingPage);
            // And don't continue localising
            return;
        }
    }
    // Localise HTML title element on home page
    var titleElement = document.querySelector('title');
    if (titleElement
        && document.querySelector('body.home') !== 'undefined'
        && locales[pageLanguage].project.name
        && locales[pageLanguage].project.name !== '') {
        titleElement.innerHTML = locales[pageLanguage].project.name;
    }

    // Localise masthead
    var mastheadProjectName = document.querySelector('.masthead .masthead-project-name a');
    if (mastheadProjectName &&
        locales[pageLanguage].project.name &&
        locales[pageLanguage].project.name !== '') {
        mastheadProjectName.innerHTML = locales[pageLanguage].project.name;
    }

    // Localise search
    var searchPageHeading = document.querySelector('.search-page .content h1:first-of-type');
    if (searchPageHeading
            && locales[pageLanguage].search['search-title']
            && locales[pageLanguage].search['search-title'] !== '') {
        searchPageHeading.innerHTML = locales[pageLanguage].search['search-title'];
    }

    // Localise search form
    var searchLanguageToLocalise = document.querySelector('#search-language');
    if (searchLanguageToLocalise) {
        searchLanguageToLocalise.setAttribute('value', pageLanguage);
    };

    // Localise search-box placeholder
    var searchInputBox = document.querySelector('.search input.search-box');
    if (searchInputBox) {
        var searchInputBoxPlaceholder = document.querySelector('.search input.search-box').placeholder;
        if (searchInputBoxPlaceholder) {
            searchInputBoxPlaceholder = locales[pageLanguage].search['search-placeholder'];
        }
    }

    // Localise search-box submit button
    var searchSubmitInput = document.querySelector('.search input.search-submit');
    if (searchSubmitInput) {
        searchSubmitInput.setAttribute('value', locales[pageLanguage].search['search-title']);
    }

    // Localise search form label for screen readers
    var searchFormLabel = document.querySelector('.search label.visuallyhidden');
    if (searchFormLabel) {
        searchFormLabel.innerHTML = locales[pageLanguage].search['search-title'];
    }

    // Localise searching... notice
    var searchProgressPlaceholder = document.querySelector('.search-progress');
    if (searchProgressPlaceholder) {
        searchProgressPlaceholder.innerHTML = locales[pageLanguage].search['placeholder-searching'];
    };

    // Localise Google CSE search snippets
    var googleCSESearchBox = document.querySelector('.search input.search-box');
    if (googleCSESearchBox) {
        googleCSESearchBox.placeholder = locales[pageLanguage].search.placeholder;
    };

    // Add any notices set in locales as search.notice
    if (searchPageHeading &&
        locales[pageLanguage].search.notice &&
        locales[pageLanguage].search.notice !== '') {
        var searchNotice = document.createElement('div');
        searchNotice.classList.add('search-page-notice');
        searchNotice.innerHTML = '<p>' + locales[pageLanguage].search.notice + '</p>';
        searchPageHeading.insertAdjacentElement('afterend', searchNotice);
    };

    // To do: localise the nav/TOC on search pages. This is tricky since
    // the root search page always uses the parent-language.

    // If no results with GSE, translate 'No results' phrase
    window.addEventListener("load", function (event) {
        var noResultsGSE = document.querySelector('.gs-no-results-result .gs-snippet');
        if (noResultsGSE) {
            noResultsGSE.innerHTML = locales[pageLanguage].search['results-for-none'] + ' ‘' + searchTerm + '’';
        }
    });

    // Localise questions
    var questionButtons = document.querySelectorAll('.question .check-answer-button');
    function replaceText(button) {
        button.innerHTML= locales[pageLanguage].questions['check-answers-button'];
    }
    if (questionButtons) {
        questionButtons.forEach(replaceText);
    }
}

function ebCheckLanguageAndLocalise() {
    'use strict';

    // Get the language in the query string
    var requestedPagePanguage = ebGetParameterByName('lang');

    // If the URL parameter specifies a language,
    // and that language is defined in locales,
    // and it is not already the page language,
    // localise the page with it.
    if (requestedPagePanguage
            && locales[requestedPagePanguage]) {
        localiseText(requestedPagePanguage);
    };
}

// Go

// Get the page language and localise accordingly
// (also check xml:lang for epub)

var pageLanguage = ebGetParameterByName('lang')
        || document.documentElement.lang
        || document.documentElement.getAttribute('xml:lang');

ebCheckLanguageAndLocalise();

// Give a parent elements a class name based on its child
// ------------------------------------------------------
//
// Useful for targeting an element because it contains
// a given child element. Currently not possible with CSS,
// because CSS can't target an element's parent node.
//
// E.g. before, we cannot target this h2 just because
// it contains a .place:
//
// <h2>Rebels in Snow
//     <span class="place">(Hoth)</span>
// </h2>
//
// but, after this script runs, we get:
//
// <h2 class="place-parent">Rebels in Snow
//     <span class="place">(Hoth)</span>
// </h2>
//
// Set the child element's class at Options below.


// Options: use querySelectorAll strings, comma-separated
var ebMarkParentsOfTheseChildren = 'p > img:only-child';

// Promote
function ebMarkParent(child, prefix) {
    'use strict';

    // If the child has a classlist, copy those class names
    // to the parent with a '-parent' suffix. This creates elegant classnames.
    // Otherwise, add a class to the parent made from the selector we've used.
    if (child.classList.length > 0) {
        var i;
        for (i = 0; i < child.classList.length; i += 1) {
            child.parentNode.classList.add(child.classList[i] + '-parent');
        }
    } else {
        child.parentNode.classList.add(prefix + '-parent');
    }
}

// Find the child elements we're after and, if we find any,
// loop through them to mark their parents.
function ebMarkParents(queryStrings) {
    'use strict';

    // Create an array of query strings and loop through it, so that
    // we can treat each query string separately. This lets us use each query
    // string as a fallback prefix for a parent-element class name.
    var queryArray = queryStrings.split(",");
    var i, query, children, prefix, j;
    for (i = 0; i < queryArray.length; i += 1) {
        query = queryArray[i].trim();
        children = document.querySelectorAll(query);
        prefix = query.toLowerCase().replace(/[^a-z0-9]+/g, '-').replace(/-$/, '').replace(/^-/, '');

        if (children.length > 0) {
            for (j = 0; j < children.length; j += 1) {
                ebMarkParent(children[j], prefix);
            }
        }
    }

}

ebMarkParents(ebMarkParentsOfTheseChildren);


















    

        
        



    
    

    
    
    
        
    
        
    
        
    
        
    
        
            
            

    

        
            var ebIndexTargets = [[{"entrySlug":"holmes-sherlock","entryText":"Holmes, Sherlock","entryTree":"[\"Holmes, Sherlock\"]","id":"holmes-sherlock--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-scandal-in-bohemia","entryText":"Scandal in Bohemia","entryTree":"[\"cases\",\"\",\"Scandal in Bohemia\"]","id":"cases-scandal-in-bohemia--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"marriage","entryText":"marriage","entryTree":"[\"marriage\"]","id":"marriage--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"marriage-unhappy","entryText":"unhappy","entryTree":"[\"marriage\",\"\",\"unhappy\"]","id":"marriage-unhappy--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-trepoff-murder","entryText":"Trepoff murder","entryTree":"[\"cases\",\"\",\"Trepoff murder\"]","id":"cases-trepoff-murder--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-atkinson-brothers","entryText":"Atkinson brothers","entryTree":"[\"cases\",\"\",\"Atkinson brothers\"]","id":"cases-atkinson-brothers--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-holland-royal-family","entryText":"Holland royal family","entryTree":"[\"cases\",\"\",\"Holland royal family\"]","id":"cases-holland-royal-family--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-study-in-scarlet","entryText":"Study in Scarlet","entryTree":"[\"cases\",\"\",\"Study in Scarlet\"]","id":"cases-study-in-scarlet--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"luxuries-cigars","entryText":"cigars","entryTree":"[\"luxuries\",\"\",\"cigars\"]","id":"luxuries-cigars--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"luxuries-spirits","entryText":"spirits","entryTree":"[\"luxuries\",\"\",\"spirits\"]","id":"luxuries-spirits--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"luxuries-gasogene","entryText":"gasogene","entryTree":"[\"luxuries\",\"\",\"gasogene\"]","id":"luxuries-gasogene--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-scandal-in-bohemia-letter","entryText":"letter","entryTree":"[\"cases\",\"\",\"Scandal in Bohemia\",\"\",\"letter\"]","id":"cases-scandal-in-bohemia-letter--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"cases-scandal-in-bohemia-letter","entryText":"letter","entryTree":"[\"cases\",\"\",\"Scandal in Bohemia\",\"\",\"letter\"]","id":"cases-scandal-in-bohemia-letter--iid-2","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"marriage","entryText":"marriage","entryTree":"[\"marriage\"]","id":"marriage--iid-2","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"marriage-secret","entryText":"secret","entryTree":"[\"marriage\",\"\",\"secret\"]","id":"marriage-secret--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"},{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-1.html"}],[{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"},{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-2","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"},{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-3","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"},{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-4","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"},{"entrySlug":"occupations-clergy","entryText":"clergy","entryTree":"[\"occupations\",\"\",\"clergy\"]","id":"occupations-clergy--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"},{"entrySlug":"occupations-clergy-nonconformist","entryText":"Nonconformist","entryTree":"[\"occupations\",\"\",\"clergy\",\"\",\"Nonconformist\"]","id":"occupations-clergy-nonconformist--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-2.html"}],[{"entrySlug":"king-of-bohemia","entryText":"King of Bohemia","entryTree":"[\"King of Bohemia\"]","id":"king-of-bohemia--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"king-of-bohemia","entryText":"King of Bohemia","entryTree":"[\"King of Bohemia\"]","id":"king-of-bohemia--iid-2","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"briony-lodge","entryText":"Briony Lodge","entryTree":"[\"Briony Lodge\"]","id":"briony-lodge--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"charing-cross","entryText":"Charing Cross","entryTree":"[\"Charing Cross\"]","id":"charing-cross--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"charing-cross","entryText":"Charing Cross","entryTree":"[\"Charing Cross\"]","id":"charing-cross--iid-2","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-1","range":"from","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"norton-irene","entryText":"Norton, Irene","entryTree":"[\"Norton, Irene\"]","id":"norton-irene--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"occupations-clergy-fake","entryText":"fake","entryTree":"[\"occupations\",\"\",\"clergy\",\"\",\"fake\"]","id":"occupations-clergy-fake--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"cases-scandal-in-bohemia-letter","entryText":"letter","entryTree":"[\"cases\",\"\",\"Scandal in Bohemia\",\"\",\"letter\"]","id":"cases-scandal-in-bohemia-letter--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"clergy","entryText":"clergy","entryTree":"[\"clergy\"]","id":"clergy--iid-1","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"king-of-bohemia","entryText":"King of Bohemia","entryTree":"[\"King of Bohemia\"]","id":"king-of-bohemia--iid-3","range":"","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-2","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"holmes-sherlock","entryText":"Holmes, Sherlock","entryTree":"[\"Holmes, Sherlock\"]","id":"holmes-sherlock--iid-1","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-3.html"},{"entrySlug":"cases-scandal-in-bohemia","entryText":"Scandal in Bohemia","entryTree":"[\"cases\",\"\",\"Scandal in Bohemia\"]","id":"cases-scandal-in-bohemia--iid-1","range":"to","bookTitle":"Samples","filename":"01-01-plain-text-3.html"}],[{"entrySlug":"fradkin-chris","entryText":"Fradkin, Chris","entryTree":"[\"Fradkin, Chris\"]","id":"fradkin-chris--iid-1","range":"","bookTitle":"Samples","filename":"02-02-figures.html"}],[{"entrySlug":"clergy","entryText":"clergy","entryTree":"[\"clergy\"]","id":"clergy--iid-1","range":"","bookTitle":"Muestras","translationLanguage":"es","filename":"01-01-plain-text-3.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-1","range":"to","bookTitle":"Muestras","translationLanguage":"es","filename":"01-01-plain-text-3.html"}],[{"entrySlug":"holmes-sherlock","entryText":"Holmes, Sherlock","entryTree":"[\"Holmes, Sherlock\"]","id":"holmes-sherlock--iid-1","range":"from","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-1.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-1","range":"","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-1.html"},{"entrySlug":"affaires-un-scandale-en-boheme","entryText":"Un scandale en Bohème","entryTree":"[\"affaires\",\"\",\"Un scandale en Bohème\"]","id":"affaires-un-scandale-en-boheme--iid-1","range":"from","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-1.html"},{"entrySlug":"affaires-un-scandale-en-boheme-lettre","entryText":"lettre","entryTree":"[\"affaires\",\"\",\"Un scandale en Bohème\",\"\",\"lettre\"]","id":"affaires-un-scandale-en-boheme-lettre--iid-1","range":"from","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-1.html"},{"entrySlug":"affaires-un-scandale-en-boheme-lettre","entryText":"lettre","entryTree":"[\"affaires\",\"\",\"Un scandale en Bohème\",\"\",\"lettre\"]","id":"affaires-un-scandale-en-boheme-lettre--iid-2","range":"to","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-1.html"}],[{"entrySlug":"affaires-un-scandale-en-boheme-lettre","entryText":"lettre","entryTree":"[\"affaires\",\"\",\"Un scandale en Bohème\",\"\",\"lettre\"]","id":"affaires-un-scandale-en-boheme-lettre--iid-1","range":"","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-3.html"},{"entrySlug":"holmes-sherlock","entryText":"Holmes, Sherlock","entryTree":"[\"Holmes, Sherlock\"]","id":"holmes-sherlock--iid-1","range":"to","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-3.html"},{"entrySlug":"adler-irene","entryText":"Adler, Irene","entryTree":"[\"Adler, Irene\"]","id":"adler-irene--iid-1","range":"","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-3.html"},{"entrySlug":"affaires-un-scandale-en-boheme","entryText":"Un scandale en Bohème","entryTree":"[\"affaires\",\"\",\"Un scandale en Bohème\"]","id":"affaires-un-scandale-en-boheme--iid-1","range":"to","bookTitle":"Échantillons","translationLanguage":"fr","filename":"01-01-plain-text-3.html"}]];if (typeof window === "undefined"){module.exports.epubIndexTargets = ebIndexTargets;}
        

    




        
        /*jslint browser */
/*globals Prince, ebSlugify, NodeFilter, Node */

// This script helps create dynamic book indexes.
// It finds all HTML comments that start with
// <!-- index or <!--index and parses each line,
// assuming each line represents an entry in the index.
// It then adds <a> targets to the start of the element
// that follows the comment, using slugs of the line.
// Comment lines that start or end with a hyphen
// start or end ranges of content that contain the
// ongoing presence of a given concept. Those targets
// take 'to' or 'from' classes, which are important
// for the separate process that generates hyperlinks
// in the final book index.

// Notes on development:
// To find comment nodes, TreeWalker is fastest.
// If the browser doesn't support TreeWalker, we iterate
// over the entire DOM ourselves, which is slower.

// This script is not used for PDF and epub outputs.
// PrinceXML does not 'see' HTML comments at all.
// So for PrinceXML output, we prerender the HTML with gulp/cheerio.
// In epub readers, the links don't work from the index
// because the targets would only exist when the target
// page is rendered. Browsers handle this fine, but not ereaders.
// So if you change this script, you may need to make similar
// changes to `renderIndexCommentsAsTargets` in gulpfile.js.

// Options
// -------
// Block-level elements are those tags that will be
// index targets for any index comment that appears
// immediately before them in the DOM. Any other elements
// not included in this list will not be targets.
// Rather, index targets will be inserted inside them
// where the index comment appears in the DOM.
// Note that element names must be uppercase here.
// (Note: our gulp equivalent uses a different logic
// that may be more reliable than this.)
// We include `script` tags so that MathJax blocks,
// which are in script tags, can also be considered
// when determining inline vs block-level index tags.
var ebIndexOptions = {
    blockLevelElements: ['H1', 'H2', 'H3', 'H4', 'H5', 'H6',
            'P', 'BLOCKQUOTE', 'OL', 'UL', 'TABLE', 'DL', 'DIV', 'SCRIPT']
};

// Process the comments, inserting anchor-tag targets
// into the DOM, which we'll link to from the book index.
function ebIndexProcessComments(comments) {
    'use strict';

    // Create an array to store IDs, which we'll test
    // for uniqueness when we create anchor tags.
    var entries = [];

    // If there are no comments, note that in the
    // `data-index-targets` attribute.
    if (comments.length < 1) {
        document.body.setAttribute('data-index-targets', 'none');
    }

    // Create a counter for tracking this process
    var commentCounter = 0;

    // Process each comment in the `comments` array.
    comments.forEach(function (comment) {

        // Parse each line: add to an array called
        // `commentLines`, because each line in the comment
        // will be a separate index target.
        var commentLines = comment.commentText.split('\n');

        // Process each line, i.e. each index target in the comment.
        commentLines.forEach(function (line) {

            // Remove the opening 'index:' prefix.
            var indexKeywordRegex = /^\s*index:/;
            if (indexKeywordRegex.test(line)) {
                line = line.replace(indexKeywordRegex, '');
            }

            // Strip white space at start and end of line.
            line = line.trim();

            // Exit if the stripped line is now empty.
            if (line === '') {
                return;
            }

            // Split the line into its entry components.
            // It might be a nested entry, where each level
            // of nesting appears after double backslash \\.
            // e.g. software \\ book-production
            var rawEntriesByLevel = line.split('\\');

            // Trim whitespace from each entry
            // https://stackoverflow.com/a/41183617/1781075
            // and remove any leading or trailing hyphens.
            var entriesByLevel = rawEntriesByLevel.map(function (str) {
                return str.trim().replace(/^-+|-+$/, '');
            });

            // Check for starting or ending hyphens.
            // If one exists, flag it as `from` or `to`.
            // Then strip the hyphen.
            // Note, JS's `startsWith` and `endsWith` are not
            // supported in PrinceXML, so we didn't use those
            // in early dev. Prince output is now handled by
            // our alternative gulp/cheerio process. So, we could
            // use them now. But this code isn't broken, so doesn't
            // need fixing.
            var from = false;
            var to = false;

            if (line.substring(0, 1) === '-') {
                to = true;
                line = line.substring(1);
            }
            if (line.substring(line.length - 1) === '-') {
                from = true;
                line = line.substring(0, line.length - 1);
            }

            // Slugify the target text to use in an ID
            // and to check for duplicate instances later.
            // The second argument indicates that we are slugifying an index term.
            var entrySlug = ebSlugify(line, true);

            // Add the slug to the array of entries,
            // where will we count occurrences of this entry.
            entries.push(entrySlug);

            // Create an object that counts occurrences
            // of this entry on the page so far.
            var entryOccurrences = entries.reduce(function (allEntries, entry) {
                if (entry in allEntries) {
                    allEntries[entry] += 1;
                } else {
                    allEntries[entry] = 1;
                }
                return allEntries;
            }, {});

            // Get the number of occurrences of this entry so far.
            var occurrencesSoFar = entryOccurrences[entrySlug];

            // Use that to add a unique index-ID suffix to the entry slug.
            var id = entrySlug + '--iid-' + occurrencesSoFar;

            // Create a target for each line.
            // Note: we can't use one target element for several index entries,
            // because one element can't have multiple IDs.
            // And we don't try to link index entries to IDs of existing elements
            // because those elements' IDs could change, and sometimes
            // we want our target at a specific point inline in a textnode.

            // Create a target element to link to from the index.
            var target = document.createElement('a');
            target.id = id;
            target.classList.add('index-target');
            target.setAttribute('data-index-entry', entriesByLevel.slice(-1).pop());
            target.setAttribute('data-index-markup', line);

            // If this target starts or ends an indexed range,
            // add the relevant class.
            if (to) {
                target.classList.add('index-target-to');
            }
            if (from) {
                target.classList.add('index-target-from');
            }

            // Set a string that we'll use for the target below.
            // It's easiest to use `outerHTML` for this,
            // but PrinceXML doesn't support `outerHTML`, so
            // if this script ever runs in PrinceXML we have to use
            // `innerHTML`, putting the target in a temporary container.
            // This could be refactored now that we handle Prince
            // output in pre-processing with gulp/cheerio.
            var targetElementString = '';
            if (typeof Prince === 'object') {

                // Prince requires that the element contain a string
                // in order for the target to be present at all in the DOM.
                // So we give it a zero-width space character and keep it
                // out of the flow with position: absolute.
                target.innerHTML = '​'; // contains zero-width space character
                target.style.position = 'absolute';

                var temporaryContainer = document.createElement('span');
                temporaryContainer.appendChild(target);
                targetElementString = temporaryContainer.innerHTML;
            } else {
                targetElementString = target.outerHTML;
            }

            // If the comment is between elements (e.g. between two paras)
            // then we insert the target as the first child of the next element.
            // (Look out for CSS problems caused by this. You may need CSS tweaks.)
            // Otherwise, if it's *inline* between two text nodes, we insert
            // the target exactly where it appears between those text nodes.
            // This way, a target can appear at any exact point in the text.

            if (comment.targetType === 'inline') {

                var positionOfTarget = comment.element.innerHTML.indexOf(comment.targetText);
                var newInnerHTML = comment.element.innerHTML.slice(0, positionOfTarget)
                        + targetElementString
                        + comment.element.innerHTML.slice(positionOfTarget);
                comment.element.innerHTML = newInnerHTML;
            } else {
                comment.element.insertBefore(target, comment.element.firstChild);
            }
        });

        // Add this comment to the counter
        commentCounter += 1;

        // Add an attribute to flag that we're done.
        if (commentCounter === comments.length) {
            document.body.setAttribute('data-index-targets', 'loaded');
        }
    });
}

// Get all the comments and add them to an array.
function ebIndexGetComments() {
    'use strict';

    var comments = [];

    var indexedElement, commentValue, previousElementSibling,
            nextElementSibling, nextSibling, targetType, targetText;

    // Regex for testing if a comment is an indexing comment
    var isAnIndexComment = /^\s*index:/;

    // Check for TreeWalker support.
    var useTreeWalker = true; // debugging option
    if (document.createTreeWalker && useTreeWalker) {

        // https://www.bennadel.com/blog/2607-finding-html-comment-nodes-in-the-dom-using-treewalker.htm
        // By default, the TreeWalker will show all of the matching DOM nodes that it
        // finds. However, we can use an optional 'filter' method that will inform the
        // DOM traversal.
        function filter(node) {
            if (node.nodeValue === ' Load scripts. ') {
                return (NodeFilter.FILTER_SKIP);
            }
            return (NodeFilter.FILTER_ACCEPT);
        }

        // IE and other browsers differ in how the filter method is passed into the
        // TreeWalker. Mozilla takes an object with an 'acceptNode' key. IE takes the
        // filter method directly. To work around this difference, we will define the
        // acceptNode function a property of itself.
        filter.acceptNode = filter;

        // NOTE: The last argument [] is a deprecated, optional parameter. However, in
        // IE, the argument is not optional and therefore must be included.
        var treeWalker = document.createTreeWalker(
            document.querySelector('.content'),
            NodeFilter.SHOW_COMMENT,
            filter,
            false
        );

        while (treeWalker.nextNode()) {

            if (isAnIndexComment.test(treeWalker.currentNode.nodeValue)) {
                nextSibling = treeWalker.currentNode.nextSibling;
                previousElementSibling = treeWalker.currentNode.previousElementSibling;
                nextElementSibling = treeWalker.currentNode.nextElementSibling;

                // If the previous or next sibling elements of the comment
                // are elements, then this comment contains index entries
                // that should point to the start of the next element.

                // If the next sibling node is a text node, and
                // it actually contains text (isn't just space),
                // then we know that the index target must be inline, i.e.
                // inside a text element like a paragraph.

                if (previousElementSibling !== null
                        && nextElementSibling !== null
                        && ebIndexOptions.blockLevelElements.includes(previousElementSibling.tagName)
                        && ebIndexOptions.blockLevelElements.includes(nextElementSibling.tagName)) {
                    indexedElement = treeWalker.currentNode.nextElementSibling;
                    targetType = 'element';
                    targetText = '';
                } else {
                    indexedElement = treeWalker.currentNode.parentElement;
                    targetType = 'inline';
                    targetText = nextSibling.nodeValue;
                }

                commentValue = treeWalker.currentNode.nodeValue;

                comments.push({
                    commentText: commentValue,
                    element: indexedElement,
                    targetText: targetText,
                    targetType: targetType
                });
            }

        }
    } else {

        function lookForComments(thisNode) {

            // Polyfill for IE < 9
            if (!Node) {
                var Node = {};
            }
            if (!Node.COMMENT_NODE) {
                Node.COMMENT_NODE = 8;
            }

            for (thisNode = thisNode.firstChild; thisNode; thisNode = thisNode.nextSibling) {

                // If it's a comment node and it is not just whitespace
                if (thisNode.nodeType === Node.COMMENT_NODE
                        && isAnIndexComment.test(thisNode.nodeValue)) {

                    nextSibling = thisNode.nextSibling;
                    previousElementSibling = thisNode.previousElementSibling;
                    nextElementSibling = thisNode.nextElementSibling;

                    if (previousElementSibling !== null
                            && nextElementSibling !== null
                            && ebIndexOptions.blockLevelElements.includes(previousElementSibling.tagName)
                            && ebIndexOptions.blockLevelElements.includes(nextElementSibling.tagName)) {
                        indexedElement = thisNode.nextElementSibling;
                        targetType = 'element';
                        targetText = '';
                    } else {
                        indexedElement = thisNode.parentElement;
                        targetType = 'inline';
                        targetText = nextSibling.nodeValue;
                    }

                    commentValue = thisNode.nodeValue;

                    comments.push({
                        commentText: commentValue,
                        element: indexedElement,
                        targetText: targetText,
                        targetType: targetType
                    });
                } else {
                    lookForComments(thisNode);
                }
            }
        }
        lookForComments(document.body);
    }

    ebIndexProcessComments(comments);
}

// Triage before processing comments.
function ebIndexInit() {
    'use strict';

    // Don't run this if the targets are already loaded
    // (e.g. by pre-processing)
    if (document.querySelector('[data-index-targets]')) {
        return;
    }

    ebIndexGetComments();
}

// Go
ebIndexInit();


        
        

    



    /*jslint browser */
/*globals locales, pageLanguage */

// Options
// -------
var ebShowHideOptions = {
    elementsToHide: '.show-hide', // a querySelectorAll string
    buttonShowText: locales[pageLanguage].input.show, // will be overriden if set in HTML as data-show-text
    buttonHideText: locales[pageLanguage].input.hide // will be overriden if set in HTML as data-hide-text
};

// Toggle visuallyhidden
function ebTogglePreviousSiblingVisibility(event) {
    'use strict';

    // Do not trigger listeners on the parent element.
    // This lets us use show-hide in parent containers
    // that have their own listeners.
    event.stopPropagation();

    var button = event.target;
    var elementToHide = button.previousElementSibling;
    if (elementToHide.classList.contains('visuallyhidden')) {
        elementToHide.classList.remove('visuallyhidden');
        button.classList.remove('show-hide-hidden');
        button.classList.add('show-hide-visible');

        // If button text has been set in the HTML, use that,
        // otherwise use our default from ebShowHideOptions above.
        if (elementToHide.getAttribute('data-hide-text')) {
            button.innerHTML = elementToHide.getAttribute('data-hide-text');
        } else {
            button.innerHTML = ebShowHideOptions.buttonHideText;
        }
    } else {
        elementToHide.classList.add('visuallyhidden');
        button.classList.remove('show-hide-visible');
        button.classList.add('show-hide-hidden');

        // If button text has been set in the HTML, use that,
        // otherwise use our default from ebShowHideOptions above.
        if (elementToHide.getAttribute('data-show-text')) {
            button.innerHTML = elementToHide.getAttribute('data-show-text');
        } else {
            button.innerHTML = ebShowHideOptions.buttonShowText;
        }
    }
}

// Add a show/hide button
function ebShowHideAddButton(elementToHide) {
    'use strict';
    var button = document.createElement('button');
    button.classList.add('show-hide');
    button.classList.add('show-hide-hidden');
    elementToHide.insertAdjacentElement('afterend', button);

    // If button text has been set in the HTML, use that,
    // otherwise use our default from ebShowHideOptions above.
    if (elementToHide.getAttribute('data-show-text')) {
        button.innerHTML = elementToHide.getAttribute('data-show-text');
    } else {
        button.innerHTML = ebShowHideOptions.buttonShowText;
    }

    // Add a listener to the button
    button.addEventListener('click', ebTogglePreviousSiblingVisibility, false);
}

// Hide element
function ebShowHideHideInitially(elementToHide) {
    'use strict';
    elementToHide.classList.add('visuallyhidden');
    elementToHide.classList.add('show-hide-content');
}

// Process all show-hides
function ebShowHide() {
    'use strict';
    var ebShowHideElements = document.querySelectorAll(ebShowHideOptions.elementsToHide);
    var i;
    for (i = 0; i < ebShowHideElements.length; i += 1) {
        ebShowHideHideInitially(ebShowHideElements[i]);
        ebShowHideAddButton(ebShowHideElements[i]);
    }
}

// Go!
ebShowHide();
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