
INFINITE NIGHT – THE CUNNING PRINCESS (sample) 

 

CHARACTER – THE DJINNI 

Associated Quests: GET TOBACCO, GET WINE 

The Djinni is a being of air and fire, trapped in the house of a sorcerer. 

Having partially escaped its bonds, it has ‘removed’ the sorcerer and 

destroyed the house, and now sits calmly smoking a cigarette in the 

remains as it waits for its period of imprisonment to elapse.  

Although the world is fantastical and magical, all of the puzzle solutions are logical and non-magical. 

The role of the Djinni is thus to simultaneously 1) establish the setting’s horizons of possibility by 

demonstrating that magic exists in this world 2) make it clear that magic is not going to be accessible 

to the player and is not involved in solving any puzzles. This informs the Djinni’s character: it is aloof 

and superior, pitying/scorning the player’s limited ‘human’ capabilities (any hints it might give the 

player will therefore be unhelpful).   

The Djinni also displays a sense of detachment from the physical world in general, and so will 

occasionally poke at the fourth wall. Although largely uninterested in the player’s predicament, it 

can begin to display some slight fondness for the player if visited frequently. 

 

 

SCENE – THE RUINED HOUSE [first entry] 

The ruins of a sorcerer’s house. Broken alchemical and magical apparatus litter the table, floor, and 

bookcase. Brief camera pan right to see the DJINNI inhaling a cigarette, becoming visible as its body 

fills with smoke. It is sitting next to a bottle of WINE.  

 

 

 

 

 

 

 

 

 

 

 

 

DJINNI: Well, well, a fresh 

face. You're certainly 

bolder than the others. 

DJINNI: Excuse me, but do you 

mind? I don't seem to recall 

stomping into your house and 

grabbing whatever I could lay my 

hands on. 

PLAYER: Oh, I'm sorry - I 

didn't realise it was yours. 

PLAYER: What are you 

going to do about it? 

DJINNI: Well... mine by right of 

conquest. Or reparation, if that 

makes you more comfortable. 

DJINNI: Oh my, we think a lot 

of ourselves now, don't we? 

[If PLAYER speaks 

to DJINNI first] 

[If PLAYER tries to 

grab WINE first] 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

PLAYER: Bolder? PLAYER: Others? 

 

DJINNI: Yes. The ruins of a 

sorcerer's house, where divers 

spirits were bound with occult 

magicks. Or so I've heard. 

DJINNI: One or two... denizens have 

picked over the rubble since the 

sorcerer died. Although they were 

rarely good conversationalists. 

DJINNI: Mostly just 

screams. 

PLAYER: Why were 

they screaming? 

PLAYER: That sounds like a good 

point for me to take my leave... 

DJINNI: This was the house of a 

sorcerer. Upon his death, a few of 

the less salubrious denizens of this 

city thought they might help 

themselves to its supposed riches. 

DJINNI: They were rarely good 

conversationalists. 

DJINNI: I might have given them 

a little scare. But rest assured, 

you are perfectly safe. I have 

already vented my spleen. 

DJINNI: Oh, you need not fear - 

you are perfectly safe from me. I 

have already vented my spleen. 

DJINNI: Which was admittedly 

somewhat engorged, as the 

sorcerer discovered. Two decades 

in captivity will have that effect. 

PLAYER: How did 

you escape? 

PLAYER: Well, that is certainly a 

relief, but I really must be going... 

DJINNI: Let us merely say that 

one need be very, very careful 

when giving a djinni commands. 

And very thorough. 

DJINNI: In a hurry, aren't we? 

Well, I can hardly blame you - 

life as brief as a mayfly's... and 

as easily snuffed out, of course. 

DJINNI: Quite bold of you to still 

be here, if I'm honest. The 

others usually fled by this point. 

 

 

 

 

DJINNI: I have to admit, you're 

certainly bolder than the others. 

Or just more stupid. Sometimes 

it's hard to tell the two apart. 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

DJINNI: Not unless you have a 

working knowledge of khitams, 

the requisite numerical 

conversions, and my name - 

which I'm not about to tell you. 

DJINNI: And before you go 

grubbing through those papers, 

no, you won't find it there. 

DJINNI: Besides, I've had quite 

enough of dealing with 

sorcerers. I can stand to wait a 

couple of years. There is 

something else you could do 

for me, though... 

DJINNI: Before you go, I 

have a request. 

DJINNI: Before you depart, 

however, I have a request. 

PLAYER: Can I 

free you, then? 

 

 

 

 

 

PLAYER: So you killed him? PLAYER: What do you plan 

to do now you are free? 

PLAYER: I see. So what do you 

plan to do now that you're free? 

DJINNI: Well... I'm sure you can 

exercise a little imagination. 

DJINNI: Ah, but I am not free, not yet. 

For a span of two more years I 

remain trapped within the sorcerer's 

house, still bound by his commands. 

He tied me to a container within a 

container, you see. 

DJINNI: To give him his due, he 

had a certain amount of cunning. 

He was just a little careless when 

it came to language. 

DJINNI: A fatal flaw when dealing 

with the likes of us, I might add. 

PLAYER: I see. 

Farewell, then. 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

DJINNI: I've taken rather a 

liking to the sorcerer's brand 

of tobacco... and obviously 

since I cannot leave the house, 

I would be grateful if you could 

acquire some for me. |[loop1] 

So, do we have a deal? 

PLAYER: What 

will you give me 

in return? A wish? 

PLAYER: I'm 

afraid I don't have 

any money. 

PLAYER: I'll see 

what I can do. 

DJINNI: Don't be 

ridiculous! I'm not 

that desperate. 

DJINNI: Well, maybe in a 

few weeks... No, I was 

going to offer you this 

rather fine bottle of wine 

I found. I don't partake. 

[tradeterms=true] 

PLAYER: I can see 

why you wouldn't 

be fond of 

bottled spirits. 

PLAYER: That 

sounds reasonable. 

DJINNI: I'm sure 

you'll figure out 

something. Well, not 

sure, exactly... But I 

suppose the least 

you can do is fail. 

DJINNI: Very droll. As it 

happens, I was imprisoned 

in a cucumiform vial of 

copper. I don't suppose you 

know what that is, do you? 

PLAYER: Yes, 

actually. 

PLAYER: No. 

DJINNI: How 

very learned 

of you. 

DJINNI: No, of 

course you 

don't. 

DJINNI: [loop1] 

So, do we have 

a deal? 

DJINNI: [loop1] 

So, do we have 

a deal? 

DJINNI: [loop1] 

So, do we have 

a deal? 

DJINNI: Wonderful! 

Should you succeed, 

I shall recompense 

you with this rather 

fine bottle of wine I 

found in the 

wreckage. I don't 

partake, myself. 

[if tradeterms 

== true] 
[if tradeterms 

== false] 

[EXIT DIALOGUE] 

DJINNI: The best of 

fortune on your most 

noble of quests! 

 

 

 

 

 

 

 

 

 

 

 



CHARACTER – THE MERCHANT 

Associated Quests: TASK 3 

The Merchant is an affable, elderly gentleman who has a slight air of 

mystique. His stall should seem to be full of promise – he’s one of the 

first characters the player can encounter, yet the player can’t afford 

to buy anything until the third task begins – so finally unlocking the 

stall is a clear sign of progression. At the same time, the stall exterior 

shouldn’t contain anything that would obviously be useful for tasks 1 and 2 

(or else the player may become overly frustrated in trying to access such items).  

For the most part, the Merchant will be courteous, if ever so slightly pushy. He can reasonably 

become annoyed if the player keeps trying to sell him their items. 

The player may end up buying from the Merchant multiple times, or just once (depending on 

whether they pick up the PAPER first), so several dialogue variants are needed.  

 

SCENE – MARKET 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

[If PLAYER holding 

= !coin] 

 

 MERCHANT: A thousand apologies, but I am 
looking to sell, not to buy. // 
As I have said, I do not accept goods to trade. 
You must come with tahls in your hand if you 
want my merchandise. // 
Please stop trying to sell me your unwanted 
junk. I have enough of my own to get rid of! | 
 

 

[OnClick MERCHANT] 

 

 

MERCHANT: Greetings, greetings. You have coin 
to spend? // 
My greetings to you once again. You have coin to 
spend? // 
And you are back! You have coin to spend? | 
 

 

[If PLAYER holding 

= nothing OR coin] 

 

 

[if hascoin == 

true] 

 

 

 

 

 

 

 

[if hascoin == 

false] 

 

 

 

 

 

 

 

PLAYER: As it 

happens, I do. 

 

 

 

 

 

 

 

 

PLAYER: I’m 

afraid not. 

 

 

 

 

 

 

 

 

PLAYER: 

Farewell 

 

 

 

 

 

 

 

 

[EXIT DIALOGUE] 

 

 

 

 

 

[EXIT DIALOGUE] 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

MERCHANT: Well, be sure to return when you 
do! // 
Fear not - I shall be here when that changes! // 
Well, you are always welcome to browse until 
you do! //  
I hope that fortune soon favours you better! | 

 

MERCHANT: Wonderful! Oh... perhaps I should 
have said coins. Well, with just the one, I 
suppose there are a few things you could 
afford... // 
I see that once again you have brought only a 
single tahl. Well, the things you can afford are 
much the same... // 
And once more you bring me but one lonely tahl. 
Well, at least you know what to expect... // 
It seems we are destined to repeat ourselves. Let 
me show you to the table. | 
 

 


