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The Phantom Tollbooth

Summaries
Chapter 11
Milo wakes up at 5:22 a.m. and decides that he should let Chroma sleep in and simply conduct the orchestra himself. The colors at first begin normally but Milo quickly loses control, causing all the colors to become wild and mismatched. Finally, after the sun has risen and set a full seven times, he gives up and drops his arms. It is 5:27 a.m., and it looks like night again. Chroma comes running up completely unaware that seven days have passed.

Chapter 12
Upon entering the Valley of Sound, Milo can immediately tell why Dischord and Dynne seemed to be so afraid of it: there is no sound whatsoever. As Tock frets over his lack of ticking, a crowd of people bearing protest signs about the silence comes down the road. One of them produces a blackboard and writes out the story of the Valley's loss. He explains that the Soundkeeper, once the benevolent ruler of the Valley, became upset with the lack of appreciation for beautiful sounds and the rise of Dr. Dischord's noises, and she, consequently, locked away all the sounds in her fortress. The blackboard man asks Milo to help by visiting the Soundkeeper and stealing a sound that they can use to destroy the fortress. Milo agrees and, with Tock and the Humbug sets out for the fortress.
The Soundkeeper turns out to be a perfectly pleasant woman who invites the travelers inside where they find sounds still exist. She tours them through the vault where she keeps every sound that was every made, showing as an example the "exact tune that George Washington whistled when he crossed the Delaware on that icy night in 1777." The Soundkeeper demonstrates how she catalogues sound by having Milo speak then walking him over to a filing cabinet where, sure enough, his "hello" is neatly stored.
Next on the tour is the laboratory where sounds are invented—and also become visible. Milo claps his hands and sheets of paper begin shooting out. He tries to reason with the Soundkeeper about the silence in the valley, but she will not hear of it. At one point Milo tries to retort with "But!" and catches himself short, feeling the word form on his tongue and stay there. He quickly, and silently, makes for the door, smuggling his sound out with him.

Chapter 13

Milo hurries back to the angry mob where he is directed to deposit his stolen sound into a large cannon. When fired, the sound shatters the walls of the fortress and all the sounds in the vault come crashing out. After a few moments of noisy confusion, the dust settles, and Milo sees the Soundkeeper sitting on a pile of rubble. He goes over to apologize for helping destroy her fortress, and the Soundkeeper is very understanding. She recognizes that it was her own fault for taking away all the sounds and realizes that silence is not the solution. "The problem," she says, "is to use each sound at the proper time."
Dynne comes running up with an enormous sack full of sounds that are not noisy enough for his tastes. It turns out that he has gathered up nearly all the sounds of the vault, which the Soundkeeper happily accepts. As Dynne hurries away, the Soundkeeper remarks that the unpleasant sounds he likes have value because they help us appreciate the pleasant ones more. If only Rhyme and Reason would return, she says, they might be able to bridge that gap. She gives Milo a package of sounds to remember her by and bids him good luck with his quest.
Milo, Tock, and the Humbug pile back in the car and soon find themselves driving along the Sea of Knowledge. When each of the three makes an unfounded assumption about the ease of their quest, they leap out of the car and find themselves standing on the island of Conclusions. Unfortunately, they discover that it's much easier to jump to conclusions than to jump away; they have to swim back to shore. On the other side of the shore, Milo and Tock are soaked through with the waters of Knowledge while the Humbug, who thinks he already knows everything, is bone dry. Milo comments that he has learned a lesson about jumping to conclusions, and the three travelers are soon on their way again.

Chapter 14
Shortly after their detour to Conclusions, Milo, Tock, and the Humbug come upon a fork in the road where the meet the Dodecahedron, a man with twelve faces, each of which displays a different emotion. When Milo introduces himself, the Dodecahedron wonders if everyone with one face is called "a Milo" and explains that in Digitopolis everything is named for what it is. He finds Milo's system of naming very difficult and wonders how anything get done if the numbers all had their own names, and one had to do the sum of "Robert plus John."
Milo asks which fork he should take to get to Digitopolis, and the Dodecahedron responds with a series of increasingly ridiculous story problems. When Milo points out how silly they are, the Dodecahedron remarks, "as long as the answer is right, who cares if the question is wrong? Then he explains that none of the three roads is right and points out that it was foolish of Milo to assume that just because there were three choices one of them was right. The Dodecahedron offers to personally escort the travelers to Digitopolis and hops in the car with them.
On the outskirts of the city, they stop to see the numbers mine where digits are chiseled out of the stone much like precious gems. Inside they meet the Mathemagician, an impressive man who carries a giant pencil that he uses as a wand. The Mathemagician explains the functions of the mine to the companions and then invites them to lunch.

Chapter 15

Milo's lunch with the Mathemagician proves to be as baffling as his banquet with King Azaz. They dine on subtraction stew, which makes them hungrier rather than fuller and leaves the poor Humbug, who gorges himself on twenty-three bowls, practically starving. After the meal, the Mathemagician magically transports the group to his workshop, where he uses his magic staff to dazzle the group with mathematical tricks. Milo asks to see the biggest number, and the Mathemagician leads him to an enormous number 3. Milo corrects himself and asks to see the longest number, and the Mathemagician opens a closet to display a very flattened number 8.
Milo finally clarifies that he means the number of the greatest value, prompting the Mathemagician to give a lengthy speech about infinity. He leads Milo to a staircase that he claims will lead to infinity, and Milo happily starts climbing, telling Tock and the Humbug that he should be back in just a few minutes.
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