
Walk to the table with a 
lamp on it, turn of the 
lamp, pick up the clock

Walk to the table with the cone-shaped
lamp on it, turn off the lamp, and pick up 
the small square clock next to it.

Visual

Spatial
Walk to the table where the lamp with a 
striped shade sits beside the wooden 
chair. Turn off the lamp, pick up the clock 
resting below the lamp base on the table.

Functional
Walk to the table where the light source rests, 
extinguish the glow, then retrieve the timekeeper.

As you approach the dining area, … The lamp, 
…, casts a cozy light over the scene. …, turn off its 
switch, letting the room settle into a softer ambiance. 
The clock, …, lit it up, … (87 words)
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