Hey! friend, new to this (or any other Detective Duo segments)?, do not Copyright: J.N. Pickee
‘ worry! You are covered, just go to this page 3 now to learn how to start. Characters and Art. © MMXVII Rev 7

this also tells what the segment’s name is simply the table of contents of this anytime during this game, fallow the |
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. : Like any other book, you use bookmarks to remember
Page: 003 - Gamebook Start Guide 1 where you last left off in a book. but in gamebooks, if is a

Page: 112 - Game Start (Start Segment) : bit different.

. _ 1
Page: 122 - Clues 1 To learn how to bookmark in this game, go to page 133.

Page: 124 - 127 Character Index : You have to use the bookmark key above. (sentence in red)
Page: 100 - 105 Item Glossary : to use a bookmark, to create a bookmark, and to edit a

o l‘, 1 bookmark for this game, take this bookmark key above to
= B ‘_. ‘&_.. )
P PIay Music: 01 (To use go to page 114) ST %?g"' do either of those.
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Gamebook Start Guide

Welcome, Friend! To play this type of gamebook, you need to learn how rules are taught in this type of
gamebook, rules are taught though objects which is called a “Note”, a note is a blue ring with a small blue
colored phrase wrapped around it, and a black letter or number in it’s center, see example below...
L? A example of a note, see the object on the left.

Smy
So how it works is, When you do something that matches the blue phrase wrapped around a note, and you did
that action to a element of the game that is near or contacting that note (or a element with no note but looks
the same or close like the one that matching note is contacting/close to), that note is acted.

The blue phrase around a note is read clockwise, also a letter or number within parentheses that is in a blue
phrase of a note pertains to another note with that letter or number in that note’s ring. Now when you act a
note or a note is acted, on the acted note will be a black letter or number within the center of the ring that
makes up that note, if it is a letter.

Compare that letter to one of the letters underlaid in the tutorial box on the same page (except G, which is at
the beginning, not underlaid) as that note, but what is a turotial box? See below...

I"A’example showing that a explanationof a~ T A example showingthat-a explanation ofa ~ " A example showingthata explanation ofa ~

feature needed orjused will be displayed feature needed or used will be displayed feature needed or used will be displayed

here for you to learn at that moment. here for you to learnatthat moment. here for you to learnat that moment.

I
I I
I I
______________________ RS S IR Attt S L LA LA L DA iR Aottt i |
: A example showing thatia explanation of a : A example showingthat'a explanation of a : A example showing thata explanation of a :
| feature needed or used will be displayed I feature needed or used will be displayed I feature needed or usedWwill be displayed 1
I
| here for you to learmiat that moment. _ __, here for you to leam at that moment. _ __ ,_here for you to lean at that moment. |

So, on the section of the letter underlaid or in front (the whole dotted box around that letter) matching the
letter of the acted note, read everything in that section to understand the element. Now, if it is a number within
the center of the ring that makes up that acted note.

Go to the page with a page number that matches that black number and read everything in that page to
understand the element, after it’s read, you are returned to the page and position before being taken to that
page. It is recommended to pause your game session and test the newly learned feature as soon as it is learned
by you so you can get used to it then continue your gameplay session after, as soon as a element is known, it
can take effect immediately if it toke effect at/before knowing it.

Now if you come to a page and need to understand something, You can choose to act a note anytime (regardless of situation) in order to
resolve this misunderstanding. Also, you can choose to ignore any notes that teach features or elements of the game that you already know
of unless they are “Red” colored notes as those hint at features which contain slight changes and must be read when they are acted (every
once per entry of page). You are done, please go back to the page that toke you here.

Credits: Characters, Story, and Music created and performed by J.N Pickee. - Game Rules
%}&] written and designed by J.N Pickee. 3
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:'ltErrT Examine, you camyselect this, if'you do, T Clue Examine, yourcanselect this, if you do, ™ A colored dotted [ineg;ifiyou pass this, room
| go to page 2, in the table of contents, look link with mark that is of the letter of this’s

amongst the pages listed as “Clues”. square is used regardless of conditions.

I go to page 2, in the table of contents, look
|
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1
1
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go to page 2, in the table.of contents, look
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1
: amongst the pages listed as “Clues”.
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:'ltErrT Examine, you canselect this, if you do, T Clue Examine, yourcanselect this, if you do,” r A colored dofted [ingjifiyou pass this, room :
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| go to page 2, in the table of contents, look
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| go to page 2, in the table of contents, look go to page 2, in the table of contents, look link with mark that is of the letter of this’s
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| go to page 2, in the table of contents, look
IL amongst the pages listed as “Item Glossary”

go to page 2, in the table.of contents, look link with mark that is of the letter of this’s

1
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: Link, moving on this’s'spot uses this, when : A Entity, if you move'inthis’s spot, you are : Reply, if move on this’s'spot picked marked
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_____________________ 1
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| go to page 2, in the table of contents, look go to page 2, in the table.of contents, look link with mark that is of the letter of this’s
IL amongst the pages listed as “Item Glossary”

go to page 2, in the table.of contents, look link with mark that is of the letter of this’s 1

amongst the pages listed as “Clues”. square is used regardless of conditions. A
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| go to page 2, in the table of contents, look
IL amongst the pages listed as “Item Glossary”

: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,
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| go to page 2, in the table of contents, look
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: Link, moving on this’s'spot uses this, when
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! there, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
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| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

I link with mark that is of the letter of this’s

square is used regardless of conditions.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

1
|
Lo e SR D T o o L e L e L o ) L L o T L e e e e e S - -
: Link, moving on this’s'spet uses this, when : A description, you'can'select this if on spot : Nothing Here. :
| used, go to page of this’s listed number, 1 of this, if you do, simply read the whatisin 1 |
- 1
'Lthere, move on spot of this’s listed letter. : this box as a piece of dialog. ] _1

List/%(ziz J G
Listed> 042 4

N
’ A F
C B B
_______________________ e N Ve SRR
gP
A nicely lit cand| desk, the ~
papers appear ti al documents, on ;.2 Sy
E not vary nice to’sn 3@0{
S

. - W, £
56 @3 Item 3 Play Music: 06 (To use go to page 120) ‘ @5 Character Play f“g\%

1
|
_____________________ L o e T o o o e L L I T S 2 O T
: Link, moving on this’s’spot uses this, when : A description, yol'can'sélect this if on spot : Nothing Here. :
1 used, go to page of this’s listed number, 1 of this, if you do, simply read the whatisin 1 I
'Lthere, move on spot of this’s listed letter. : this box as a piece of dialog. : _1

C B
s a2 P
i : 3
. i . 1) 2
The lamp.is sha be old age?
on »
= - .
/ Q)3

i@gﬁ Character Pla th &
1 y ¥
eV %‘@s R/

C 2
@3 Item };‘ Play Music: 05 (To use go to page 118)




R R
I

:'ltEan Exam

| go to page 2, in the table of contents, look go to page 2, in the table of contents, look I link with mark that is of the letter of this’s 1 1 go to page 2, in the table of contents, look 1 go to page 2, in the table.of contents, look
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| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”
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| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”
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: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.
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| go to page 2, in the table of contents, look

IL amongst the pages listed as “Item Glossary”
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| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”
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: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

1 go to page 2, in the table.of contents, look
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I"Ttem Examine, you canselect this, if you'do, T Clue Examine, yourcaniselect this, if you do, r A colored dotted lingjiifiyou pass this, room :

1
| go to page 2, in the table of contents, look

IL amongst the pages listed as “Item Glossary”

| used, go to page of this’s listed number,

! there, move on spot of this’s

listed letter.

1
|
1
I Link, moving on this’s'spot uses this, when : Nothing Here.
1
1
1

amongst the pages listed as “Clues”.

go to page 2, in the table of contents, look I link with mark that is of the letter of this’s 1

1 . e 1
1 square is used regardless of conditions. ]
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: Link, moving on this’s’spot uses this, when
1 used, go to page of this’s listed number,
there, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

A description, yol'can'sélect this if on spot
of this, if you do, simply read the what is in
this box as a piece of dialog.
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| go to page 2, in the table of contents, look go to page 2, in the table.of contents, look

link with mark that is of the letter of this’s 1 I go to page 2, in the table of contents, look
. P | I . «“ ”
square is used regardless of conditions. 1 | amongst the pages listed as “Item Glossary

go to page 2, in the table.of contents, look 1
|
1

: Link, moving on this’s'spot uses this, when : A description, yol'can'sélect this if on spot
1
1
1

! amongst the pages listed as “Item Glossary” amongst the pages listed as “Clues”.

1

|

1 aMongst thE PagesTi>tedias 1em Biossaly’ 1

: Link, moving on this’s'spot uses this, when : A description, you'can'sélect this if on spot :

| used, go to page of this’s listed number, 1 of this, if you do, simply read the whatisin 1
1 1
] 1

'Lthere, move on spot of this’s listed letter. this box as a piece of dialog. n 'Ltbe_re_, move on spot of this’s listed letter.  , this box as a piece of diglog. &= 1

amongst the pages listed as “Clues”.
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1
| go to page 2 in the table of contents, Iook

'L amongst the pages listed as “Item Glossary”

: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

go to page 2, in the table of contents, Iook
amongst the pages listed as “Clues”.

1
|
1
: A description, you'can'sélect this if on spot
1 of this, if you do, simply read the what is in
1

this box as a piece of dialog.

I link with mark that is of the letter of thls s

1 . .
1 square is used regardless of conditions.
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: Link, moving on this’s’spot uses this, when
1 used, go to page of this’s listed number,
! there, move on spot of this’s listed letter.

go to page 2, in the table of contents, Iook
amongst the pages listed as “Clues”.

1
|
1
: A description, yol'can'sélect this if on spot
1 of this, if you do, simply read the what is in
1

this box as a piece of dialog

link with mark that is of the letter ofthls s
square is used regardless of conditions. _]'
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:TtEnT Examine, you cam;s
| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”
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: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

1 go to page 2, in the table.of contents, look
: amongst the pages listed as “Clues”.

: A description, you'can'sélect this if on spot
1 of this, if you do, simply read the what is in
1
1

I link with mark that is of the letter of this’s |

1 . .
1 square is used regardless of conditions.

there, move on spotofithis’s listed letter. _, 1 this box as a pieceofdialog. . __ "o _______
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: Link, moving on this’s’spot uses this, when
1 used, go to page of this’s listed number,
there, move on spot of this’s listed letter.

'L ______________________ this box as a piece of dialog. ~ == 1

go to page 2, in the table.of contents, look
_amongst the pages listed as “Clues”.

1
|
1
: A description, yol'can'sélect this if on spot
1 of this, if you do, simply read the what is in
1
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|
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| go to page 2, in the table of contents, look
'L amongst the pages listed as “Item Glossary”

| used, go to page of this’s listed number,

Lthere, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

of this, if you do, simply read the what is in
this box as a piece of dialog.

1
|
1
: Link, moving on this’s'spot uses this, when : A description, you'can'sélect this if on spot
1
1
1

I link with mark that is of the letter of this’s |
|
1 square is used regardless of conditions.
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: Link, moving on this’s’spot uses this, when
1 used, go to page of this’s listed number,
'Lthere, move on spot of this’s listed letter.  , using a Fusion Card.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.
A unity object, if you'move onto the spot of
this, form your token not playing as pair,

link with mark that is of the letter of this’s 1
square is used regardless of conditions.

: A description, you can'seléct this if on spot
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I
I
I
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:'ltErrT Examine, you cam;s
| go to page 2, in the table of contents, look
! amongst the pages listed as “Item Glossary”
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: Link, moving on this’s'spot uses this, when

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

1
|
1
: A description, you'can'sélect this if on spot
1 of this, if you do, simply read the what is in
1

this box as a piece of dialog.

I
I
link with mark that is of the letter of this’'s 1
square is used regardless of conditions. :
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: Link, moving on this’s'spet uses this, when

1 used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

link with mark that is of the letter of this’s 1
square is used regardless of conditions. _]I
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:'ltErrT Examine, you cam;s
| go to page 2, in the table of contents, look
IL amongst the pages listed as “Item Glossary”

| used, go to page of this’s listed number,

! there, move on spot of this’s listed letter.

L

amongst the pages listed as “Clues”.

the green words in this'box then do the
sound of that pronunciation in your mind.
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a._\(keep repeating as you are on this page)/_.

go to page 2, in the table.of contents, look

90 ﬁ)ﬁ Itém 3 No Music (ignore this box)

I link with mark that is of the letter of this’s
|
square is used regardless of conditions.

1
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1
: Link, moving on this’s'spot uses this, when : A din, while on this’s'page, read/pronounce
1
1
1

go to page 2, in the table.of contents, look
amongst the pages listed as “Clues”.

1
|
1

: Link, moving on this’s’spot uses this, when : A din, while on this’s'page, read/pronounce
1
1
1

1 used, go to page of this’s listed number,

1
|

the green words in this'box then do the 1

y, . |
Lthere, move on spot of this’s listed letter. .

sound of that pronunciation in your mind.
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1
| go to page 2, in the table of contents, look 1 go to page 2, in the table.of contents, look I link with mark that s of the letter of this’s go to page 2, in the table of contents, look

5 " 2 5 u“u, ” I H i - “", ”
! amongst the pages listed as “Item Glossary” | amongst the pages listed as “Clues”. 1 square is used regardless of conditions. amongst the pages listed as “Clues”.

1 1
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: Link, moving on this’s'spot uses this, when : A description, you'can'select this if on spot : A din, while on this’s page, read/pronounce : Link, moving on this’s’spot uses this, when : The culprit spawn, When'this’s page and not
1 1
1 1
' '

| used, go to page of this’s listed number, 1 used, go to page of this’s listed number,

'Lthere, move on spot of this’s listed letter. this box as a piece of dialog. 1_sound of that pronunciation in your mind. 'Ltbe_re_, move on spot of this’s listed letter.  , token is created on'the spot of this. —~ , &= 1

1
1

of this, if you do, simply read the whatisin 1 the green words in this'box then do the in Culprit Style, you enter it, but the culprit 1
1
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I
I

| go to page 2, in the table of contents, look go to page 2, in the table of contents, look link with mark that is of the letter of this’'s 1 1 go to page 2, in the table of contents, look 1 go to page 2, in the table.of contents, look
I
|

IL amongst the pages listed as “Item Glossary”

1
: amongst the pages listed as “Clues”.
: Link, moving on this’s'spot uses this, when : A unity object, if you'move onto the spot of
1
1
1

square is used regardless of conditions.

: Link, moving on this’s'spet uses this, when

amongst the pages listed as “Clues”.

| used, go to page of this’s listed number, 1 used, go to page of this’s listed number,

1

1
this, form your token not playing as pair, 1
- I y, .
Lthere, move on spot of this’s listed letter. using a Fusion Card. ! 1 Lthere, move on spot of this’s listed letter.
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1
1 80 to page 2, in the table of contents, look 1 go to page 2, in the table.of contents, look I link with mark that s of the letter of this’s

square is used regardless of conditions.

:_ amongst the pages listed as “Item Glossary” | amongst the pages'listed as “Clues”.

I Link, moving on this’s'spot uses this, when The trap, if culprit token’moves onto this,

1
1 1
| used, go to page of this’s listed number, I you exit Culprit Style'and go to the page of
: this’s listed numberabove this.

:_there, move on spot of this’s listed letter.
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1
1

1
| is confirmed untilyou feave this's page. | confirmed once on tiss oge. clouds, do the next cgiintdown foreword. _ |
: Twist Countdownt after all gray : Twist reject, if nE color clouds on : Nothing Here. F :
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| been added intotheount. retumpagethen. | © o 4 _______ oL _______ 1

I @_== Nothing Here. !

This page is left blank
oh purpose.

) r
| m{,, Countdown




|
|
1
I Examine Pont, selectable, if you do, look for : Nothing Here.
| aitem box with same label as this’s item 1
box, with parentheses letter as letter of this :

I
U

page, go back to page of the last playfield
you were on, on spot were you last left off.

I
I
name in this as item, remove item of this’s |
. . I
item box label (ignore’parentheses letter).

A toy shovel, the plastic on the handle is vary sturdy, the end of
the shovel appears to be made of a titanium alloy colored yellow.
You can probably dig yourself a good hole with this....

Toy Shovel (A) &:
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The handle of the shovel, looking closer, it appears to have some
scratches on it, it must have been used recently.

Scratched Shovel

A toy shovel, it has been used recently by someone as evidenced
by the scratches on the shovel. It was used so roughly that the
paint itself is coming off, someone was digging in a hurry....

Toy Shovel (B)

A toy shovel, the plastic on the handle is vary sturdy, the end of
the shovel appears to be made of titanium alloy color yellow. You
can probably dig yourself a good hole with this.

Item Exit O

on this with a label that matches a item you
have, label for this is top red name in this.

if so, find same label item box as this’s item

page, go back to page of the last playfield
you were on, on spot were you last left off.

|
|
1

Fuse, selectable if'havelitem of green name, : Combination, if look at/find this’s item box,
I remove items of green'name and item box
|
1

label (ignore parentheses letter) of this 1st.

I
name in this as item, remove item of this’s |

item box label (ignore'parentheses letter). _]'

Examine Pont, selectable;if you do, look for :
a item box with same'label as this’s item |

Toy Shovel (A)

It appears to have writing on the back of it, it reads "Ashford
Manufacturing”. Possibly the maker of this shovel?

What?! It appears to be hallow, like something really thin,
possibly key like can be fitted into this.

Gold Ornament

Combine this with “Triangle Pin” for (B).

A strange ornament, it appears to be a key, but it’s edge is not
large enough for any kind of locking mechanism, it seems to be
missing something somehow.

Gold Ornament (B)

b

This becomes “Triangle Key” ane

»

Combined with “Triangle Pin” Successfully.

Oh! Look! The triangle pin fits into the ornament, now it looks like
a proper key!

OVA
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I Examine Pont, selectable, if you do, look for ! Nothing Here.

I
- . 1

'L have, label for thisis top red name in this. | you were on, on spot were you last left off.
1
1
I

| aitem box with same label as this’s item
box, with parentheses letter as letter of this :

I
U

page, go back to page of the last playfield

I
I
name in this as item, remove item of this’s |
. . I
item box label (ignore’parentheses letter).

This becomes “Swirl Key” 9;:‘!\3“

It appears to have a button on top of it, you have pushed the

A box with weird markings on it, other than that, nothing is

A copper key. It has a vary beautiful swirl design to it, also a swirl
is etched on to it.

button, a key is inside!! unusual.
Swirl Key Triangle Key
PP =
) (¢ ) > /
N > /
o > & 5 v
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/_/ > -~ E

The triangle key was formed from the Triangle Pin and Gold
Ornament, with both edges, it is now a full functioning key.

Item Exit

on this with a label that matches a item you
have, label for this is top red name in this.

page, go back to page of the last playfield
you were on, on spot were you last left off.

name in this as item, remove item of this’s
item box label (ignore'parentheses letter).

|
| |
| |
______________________ 1 YOY WETE Ofl, DN SpDTWWETE yOou Tast 1elt O, 1 eI PRA IdbEl g Epdl =t ieses =) 1
: Fuse, selectable if'haveiitem of green name, : Combination, if look at/find this’s item box, : Nothing Here. :
1 if so, find same label item box as this’s item 1 remove items of green name and item box | I
: |
L box with parenthesesTetter as blue one. . label (ignore parentheses letter) of this 1st. , __ _ _____ ‘" __________ 1
L& Nothing Here, e e e e e e e
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Combine this with “Gold Ornament” for (A).

It looks to be a key, however, not only is it way to thin, but also it’s
edge is not big enough for any kind of lock mechanism.

Combined with “Gold Ornament” Successfully.

Oh! Look! The triangle pin fits into the ornament, now it looks like
a proper key!

Aluminum Can
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An ordinary can of soda, it seems someone was drinking from this
recently..... Wait! Inside is a grocery receipt!

Receipt

This was rolled up in a can by someone, the date on this is only a
few hours ago, purchased is “Soda”, “Rabbit Feed Snack Size”, and

OVA

I< Item Exit

“Hammer”. Nothing strange...
5% | 103



1 on this with a label that matches a item you 1 page, go back to pageof the last playfield

y . . 1
| have, label for thisis topfed name in this. | you were on, on spotWere you last leftoff. |, Swi

I Nothing Here. : Nothing Here.

These match up to the brand of batteries that the stolen remote
had, they are even the same size. Smashed up by something hard.
The battery acid seems to be already drained.

Just a ordinary hammer. It looks brand new, though there seems
to be white hair on the handle and a dried chemical on the head of
the hammer...

104

Item Exit O

This page is left blank

on purpose.
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page, use everyt is’s page and I this, if used, add name in this into your 1

o
return to return rward. | mind as a “Iltem”

1

1

1
: On Switch, movi is’s spot uses this, : Nothing Here. :
| when used, add r within thisasa | 1
! switch number i magination. : :

e A . 4

s

I i saancroen . -
2 2
i
Jd | .
_'}_ & S
s o

4« The bridal portrait lifts up, revealing a hidden

; % :
e 0 fi
A" door, a golden ornament drops out, you get it. /By& 4@

:'RESUIF page, read thi
| this page and ope

ne with this’s result” :' Culprit, when this isiused, you enter Culprit™ !
| page, use everyt is’s page and I Style when you e to the next playfield.
1
return to return rward. 1,




e p— - [ —

1
| this page, just read the what is in this box as 1 page, use everything'on this’s page but the 1 (when you learn of it) from this page,
|
|

: . - | . “ ”
:_ a piece of dialog,/ whenread, it's done. , scene page and anything else selectable. remove the taken “Return” when there.

I Scene Exit, this is'selectable, if selected, go : Nothing Here. :

1

| to the page with page number same as your | 1
|

! return, there move onto spot of that return. : .

e . 4

You and your partner stay/é at the h%dw\ﬁtjing on the picturé‘,\ it says the

fallowing.... i / e W : \
“Two men stand oﬁ% th‘e”same‘ldri ‘%/hé“bride\f_eérgi;cﬁe bloodshed for

b the blood

her heart remains Efbse béc‘,éuS'e’éf:it\'
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108 < Ignore This.

] ‘ No Music (ignore this box) ‘[ Ignore This. >

) e - e [ —

1
| this page, just read the what is in this box as 1 page, use everything'on this’s page but the 1 (when you learn of it) from this page,
|
|

. . - 1 : P ”
:_ a piece of dialog,;whenread, it's done. , scene page and anything else selectable. remove the taken “Réturn” when there.

I Scene Exit, this is'selectable, if selected, go : End game, when fthis'is'used, the game

1
| 1
| to the page with page number same as your | ends, you may close the book and stop 1
| 1

1

L return, there move'onto spot of that return. : playing now (or replay as a new game).

The phantom.is hbt on their téil, they run towards the.carpet they had set
up. They jump over it, without notice the phantom falls though into the
hole. /

The costume falls off reveal'i/ng itto be ”,'I:‘ékker”, they appear in view from
the high ground, and says “HaHa, Ha Ha, Ha, Ha,” while Tekker is yelling
gibberish at them from below. ;

”
!

The butler appears and yanks Tekker out of the hole, “Bad Bunny!” he yells
at Tekker, heturns to them and says “l would offer you a drink, but my

thanks will have to be good for now”.

Congratulations! You have just solved your‘ﬁrst/mystery, you are on your
way of being a great detective!

Vf' 4. The End
TS

Thank You For Playing

] ‘ Play Music: 01 (To use go to page 114) ‘[ Ignore This. > 109

< Ignore This.




:'Scene'Page ‘when youare sent tothisto ~ T Scene reward, whenidone with the scene | ™ Return rule, if you.are taken to a playfield ~ : 1"Scene Page, when yousare sent tothisto ~ T Scene reward, whendone with the scene ~ | ™ Return rule, if you.aretaken to a playfield ~ :

| this page, just read the what is in this box as 1 page, use everything'on this’s page but the 1 (when you learn of it) from this page, | | this page, just read the what is in this box as 1 page, use everything'en this’s page but the 1 (when you learn of it) from this page, 1
| |

| @ piece of dialog, when read, it's done. : scene page and anything else selectable.  remove the taken “Return” when there. : | @ piece of dialog, whenread, it’s done. : scene page and anything else selectable. ; remove the taken“Return” when there. :

' Scene Exit, this is'selectable, if selected, go ' Nothing Here. : ' Scene Exit, this is'selectable, if selected, go ' Link, moving on this’s'spot uses this, when :
| | to the page with page number same as your | used, go to page of this’s listed number, 1
I 1
1

1
1
| to the page with page number same as your | 1
1
. return, there move onto spot of that return. | , there, move on spot of this’s listed letter.

return, there move onto spot of that return. : n L

L

Looking at the clues, “well, the toy shovel was used for the digging; that we
already know” your partner responds “but the batteries are a match, and
look, they were smashed by this hammer we obtained”/

“Hmm...” you say, you continue, “well looking at the receipt we found the

ur ﬁndmgs N same peréon used this hammer also bought Rabbit food'and a-drink”

ot over, please, think Iog'cally»abﬁ?l\‘
cul rlté) : yamiy /‘/—/

Your partner responds, “Rabbit food, Scratches on the shovel, and white

hairs on the hammer, | think we have this-investigation just about wrapped
up but first we need capture him”

—

~
e ~

You and yrou"r partners’ét up a trap by first digging a hole, then set a carpet

over the hole, then wait for the Sexed Head Phantom to appear it does,
slam! You shut the door to trap tgua/crook inthe room. / /

Locked in the room with the‘croo&lt,“t'hen the ﬁght starts,;’..

A

7'@4’ LISU@
Listed-093
110 < Ignore This. ] ‘ PIay Music: 03 (To use go to page 116) ‘[ Ignore This. > < Ignore This. ] ‘ PIay Music: 03 (To use go to page 116) ‘[ Ignore This. > 111




| this page, just rea hat is in this box as 1 page, use everyt (when you learn of it) from this page,

1

1
is’s page but the 1
1

:'Sc'erTe'PEgE, ‘when yousare sent to thisto ':' Scene reward, whenidone with the scene ~ Re?u?n'nTIeTiFyT)CEnTo'aT)IEyTiEId’ -

1
| 2 piece of dialog,when reac d,itsdone. | scene page and anything ¢ Ise selectable. _ _;_remove the taken ST when there. |
I Scene Exit, this is le, if selected, go : The start, when d, go to the page :
| to the page with ber same as your | with a page num is the same as the 1
L return, there move ohto spot of that return. | number withinthis. © " 0L 1

This page is left blank
oh purpose.

117 | << Ignore This. ]‘PI usi 03(Tou;d5t'oge116)‘[ lgnore This. > 113




Den Done Doon.Dene*Dan Den =Dee, Den Done Doon.Dene*Dan Den Dee,
Den Doon Den-Deh Den-Deh Dee, Den Doon Den-Deh Den-Deh Dee, Den
Done Doon Done A R, , , . (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

«T02IsNIA Ae|d,, 93ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.

Ohl}l} Nohllll VNOhIIII =NO|IIII Ruhllll Rehllll Rahllll ARahIIIII’ Rahllll Rehlllll
Ruh’’”” =Doot Deaddit Doot Deaddit Doat, ARah’’”’ Reh’”””” Ruh’"""’ =
. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

.0 J1sn|A Aed,, a8ed di1sn|n

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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ATit Teddet, Tee, Too=Doon Too-Doon, Tit Teddet, Tee, Doon;Doon, Tit Teddet,
Tee, Too-Doon Too-Doon, Tit Teddet, Tee, Doon, Doon, =Tit Teddet, Tee,
Too-Doon Too-Doon, vTit Teddet, Tee, Too-Doon Too-Doon. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

«€02IsnIA Ae|d,, 93ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.

+Doh ADidda Day’”’ =+Dit-Doe Dat-Doe, Doh ~Didda Day”’ =+Dit-Doe Dat-Doe, *Doat Diddut
Doat, =+Dit-Doe Dat-Doe, +Doh ADidda Day’’ =+Dit-Doe Dat-Doe, Duddut Deh
-DuhdugiDayDuddut, Duddut Deh-Duhdut Day Duddut. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

.70 21sn|A Aed,, 88ed di1sn|n

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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”A ” ””

222227

(Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee
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Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.

Do not continuing reading this if you do not know how to use the green box above. You do not read
the music box on this page directly, instead read the music box on the page that is paired to this one.

Keep in mind that you treat this page and the one that is paired to this page as one music page, with
that being said, on the music box of the page paired to this one, you will notice some colored dotted
boxes around some words or group of words or even in some cases blank.

When you start reading the words in a colored dotted box or come up to a blank one like word in that
music box, look at both the music boxes of this page and the one paired to this page at the same time
if possible or closely together.

Find a dotted box with the same color as the one you starting reading on or came across like a word
that is on the music box of this page, if both dotted boxes of the same color on both music boxes
have words in them, read and pronounce the words in those boxes at the same time by mixing the
sound of each pronouncing (hum) together as one.

If one pronunciation’s sound (hum) seems longer than the other when getting mixed, extend the
shorter sound in the mixing so both sounds are equal. Now if only one dotted box has words in it and
the other of the same color is blank, then just read the one that has words in it as if those words
where placed in the position of where the blank dotted box is on the other music box.

There is a special Sub-Character just for dual pronunciations and that is the “Percent (%)”,
when this character is in colored dotted box, both dotted boxes of same the color are not
pronounced at the same length, you read the words of both dotted boxes at the same time
however, the short sound ends but the longer sound continues alone to end pronounce.

Now because both boxes are read simultaneously or inter-twined, the music boxes of both
paired pages are treated as one song, and you classify it using the play music number on the
side of the page that is paired to the sub-track page (this page) and you classify that number
to the song that is of both boxes.

«T0Yaeil-gns,, aded dIsn|A|
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This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of that
pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the pieces are understood,
once understood, classify the play music number on the side of this page to that song, now return to the page that toke you to this page,
when on a page with a “Play Music” Box, you can hum the song classified to that number in your mind while on that page, now the word
within parentheses at the lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the
whole song you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching.

Play music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat after that line,
if there is the phrase “Sub to” under the music page phrase of this page, using the number after that phrase, pair that page with a another
“music page” with music page phrase “sub-track” and number that matches the number you are using to pair (go to that page when done
with this page to continue explanation) there are Sub-Characters that can change how words are pronounced, below for their workings....

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee
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Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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Do not continuing reading this if you do not know how to use the green box above. You do not read
the music box on this page directly, instead read the music box on the page that is paired to this one.

Keep in mind that you treat this page and the one that is paired to this page as one music page, with
that being said, on the music box of the page paired to this one, you will notice some colored dotted
boxes around some words or group of words or even in some cases blank.

When you start reading the words in a colored dotted box or come up to a blank one like word in that
music box, look at both the music boxes of this page and the one paired to this page at the same time
if possible or closely together.

Find a dotted box with the same color as the one you starting reading on or came across like a word
that is on the music box of this page, if both dotted boxes of the same color on both music boxes
have words in them, read and pronounce the words in those boxes at the same time by mixing the
sound of each pronouncing (hum) together as one.

If one pronunciation’s sound (hum) seems longer than the other when getting mixed, extend the
shorter sound in the mixing so both sounds are equal. Now if only one dotted box has words in it and
the other of the same color is blank, then just read the one that has words in it as if those words
where placed in the position of where the blank dotted box is on the other music box.

There is a special Sub-Character just for dual pronunciations and that is the “Percent (%)”,
when this character is in colored dotted box, both dotted boxes of same the color are not
pronounced at the same length, you read the words of both dotted boxes at the same time
however, the short sound ends but the longer sound continues alone to end pronounce.

Now because both boxes are read simultaneously or inter-twined, the music boxes of both
paired pages are treated as one song, and you classify it using the play music number on the
side of the page that is paired to the sub-track page (this page) and you classify that number
to the song that is of both boxes.
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| this with a colored name on top that
" matches a item you have.

page, go back to page of the last playfield
you were on, on spot were you last left off.

this on a confirmed clue box, simply read
what is said here if you wish.
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: Clue Conclusion, whenall.clue boxes on : Nothing Here. : Nothing Here. :
| page of this are confirmed, go to the page | 1 |
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Come on! It has scratches and is used for digging! Typical crime
scene material, it is likely the perpetrator dug the evidence with
this recently since the scratches are fresh.

Receipt
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Why is this clue? It seems everything purchased would be to
take a quick break, oh! But there is this hardware hammer, why
a hammer, to destroy evidence? Let’s keep it just in case.

Smashed Batteries
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What does this have to due with being a clue? Well upon closer
inspection, these batteries match the battery brand of the
batteries in the remote in the photos.

=
This has white fur on it, and a weird nasty smelling liquid on the
head, upon closer inspection, the liquid smells like sulfur, also

the hammer itself looks to be new?!

A
&lﬁ‘)@ :&l Clue Exit

Clue Conclude To: 111 @?ﬂ

This page is left blank
oh purpose.
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“Gender”, select either “Boy” or “Girl”,

what you selected'is now your “Gender”. 1
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Assign Gender

whatever is being stated:in this applies to
what card that arrow is pointing to.

“Gender”, select either “Boy” or “Girl”, 1
what you selected'is now your “Gender”. ]
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whatever is being stated:in this applies to
what card that arrow is pointing to.

“Gender”, select either “Boy” or “Girl”,

what you selected'is now your “Gender”.
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Select this

Fusion Card,
if your
“Gender” is
“Girl”.
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whatever is being stated:in this applies to
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I| This page is for a explanation of a feature or element called a “Spot”. I

A Spot A gray square with a portion of a background picture under it with ring a on the lower left

corner of it is called a “Spot”, and the ring on the lower left corner of that spot is that spot’s
label. A black circle with a white letter within it is called a “Mark”, spots are the main way you
interact with this game, and this is done by you, yourself, existing on spots, but how do you

A Mark @ exist on a spot? Well you command a “Token” around as if it were yourself.

This token is called the “Token You Control” or “Your Token”, that token is you in this game, yourself (you) in this game
refers to the token you control (your token), and where it is taken, you are taken with it. But what is a token? A token is a
imaginary object that you envision on the spot that it is on, basically it is not actually there, but you project the imaginary
image onto the spot it is on using your imagination as a imaginary apparition, on the actual page itself.

In cases that you imagine something already on the page as something different then what it really is, that change itself is
considered a token because it is a imagined, the difference is, it is considered a part of the element that the change toke
place and applied to where it toke place, if a change (as a token) is taken to another page, it is applied to the element that
matches (or matches most) the element it was taken from and applied in the same place.

When you leave a page normally, all tokens are removed from that page upon your departure (except any tokens taken to
the same page your going to, as is), your token is taken with you to the spot on that new page, with that being known, for
now you can imagine your token as a ball or circle for now where it was placed. Now, if there is another spot right next to
the spot a token is on (where they are sharing a line/wall) in one of the 4 cardinal directions (Left, Right, Up, Down), that
token can move onto that spot, however, it can only do this once per second that you think have passed, the multiple spots
all connected to each other as a grid on a page is known as the “Playfield” for that page.

Now if there is a element that a token is allowed to move into or pass that is in a “lllegal zone” (which means it is not within
a spot or on a spot that token cannot move onto), and it is right next to the spot that token is on in either case, that token is
allowed to do so, however, that action is not done, instead consider it moving onto that element or passing that element.

There are some rules for passing features like lines in general, like the token needs to be on a spot directly right next to that
line meaning it needs to be right next to the line or wall that makes up that spot, and when a token is passing a line that has
other lines in-between the spot of that token doing the passing and that line, that token passes all those lines (or consider
if considered).

So the label of a spot can be blank, a letter, or a fill in (where the ring becomes a solid circle), a blank label is where the ring
is outright ignored (it does nothing), a fill in label means a token cannot move onto a spot of that fill in label, and a letter
label means two things, one, the spot with that letter label is the spot of that letter, and two, that spot is the spot of (or
belongs to) a element outside the playfield with a mark near or contacting with that element that has a letter that matches
the letter that is the letter label of that spot. If a mark has a exclamation mark (!) as a letter, it means the element near or
contacting with that mark of the exclamation mark takes effect when just existing on the page of that mark.

Not related, but a “Switch” is just a number is your imagination (or mind as it is the same) titled as
128 | “Switch”, a switch you have also means a switch number that is in your imagination (or mind).

| This page is for a explanation of a feature or element called a “Person Card”.

Character Play This stamp on the left tells that you play as a character in this game, this is done using your
token.
When you start the game, after creating the token you control, form (or reform) your token as your character,
when told to form a token as a character, unless told not to, form it playing as pair (you will learn more soon),
then forget it’s current appearance and go to the table of contents (page 2) and look though pages of and in
between those labeled as “Character Index”, and select a person card according to the rules stated in the pages.

After that is sorted out, a person card being composed of 12 little squares in a green box, and a large box
towards left of that green box, check the green box of the selected person box, create a form for the token
being formed using the little squares with pictures in that box.

To create a “form”, study (Stare and memorize) all the pictures (or animations) in all little squares of that green
box and input those pictures into your imagination (you can paraphrase those memories if easier), group those
pictures from those squares together into a group called a “Form”.

Arro At the time of imputing each picture, classify it’s purpose using the arrow and number at the bottom of that
er| picture (for each square), these pictures are purposed as the appearance for the token being formed, so the
arrow classifies that picture as it will only be used when that token is in the direction of what that arrow is
*1 pointing to and the number classifies that picture as one of the pictures in the order for that direction.

Now, finish up that form, by labeling that form as the “Walking Form” , this completes that form’s creation, now,
associate that form with that name then pair that form with the token that is being formed. Now if told to use
Fusion Card with that form your token, do not select a person card but instead select a fusion card (amongst the
person cards) according to the rules on that card’s page.

Normally you play as pair, when you play as pair, form your token as 2 characters by doing this form process
twice, first normally, second do not forget it’s current appearance and use another 2nd person card according to
the rules in those pages, now, instead of having 2 forms combine the 2 forms gained into 1.

You do this by altering the 1st (original) form to mix in the pictures in the 2nd form then you
remove the 2nd form and just have the 1st form, the pictures are mixed by placing (attaching) a
picture from the 2nd form onto (overlaying) a picture of the 1st form that is classified the same as

that 2nd form picture.

{/ \} Half the size of the 1st picture and declaring that fusion a single picture belonging to that 1st form
{'~ 3 instead of the original picture, do this for every picture in the forms, then remove the 2nd form. If
// A \,3\ told to forget the token’s current appearance, it means to also remove the form that the token was

— using as it’s appearance.
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This page is for a explanation of a feature or element called “Token Movement”.

With a understanding how tokens are formed, the real way you envision your token is as a
character, that is to use it’s paired form projected on the playfield and that projection is the
token itself, you will be thought how to do just this now.

So you envision the your token as the picture that is classified as the direction
the token is in and order number pertaining to the action that the token is
£ doing at the time.

You envision the picture of the token’s size of a width as large as the spot’s
63\ (square’s) width the token is occupying at the time, with the height of 2 spot’s

\

o
"\ Tokenis
| stillin
\
\»/ down

height (the spot the token is actually on is the lower spot of the 2 spots),
when a token is placed on a spot it starts in down direction.

{
1 Jdirection. | 1T YOU forget some or all of the pictures that make up a form, you can return
to the page where you got the pictures for that form and refresh the

memories from there when needed.

A token’s appearance changes when it moves, this gives life to the token as if
it is that character moving through that environment. See below...

d Envision the token as the picture 1 of that direction it is in of it’s form as the main
i \3 appearance if the token is not moving (or stopped).

When the token moves 1 spot from not moving or changing directions, first you envision
the token as picture 2 of the direction it is moving in of that form, then imagine the picture
(token itself) sliding into the next spot after to complete the change.

When the token moves 1 spot in the same direction it is in from the last spot as picture 2,
you first envision the token as picture 3 of that same direction and form, then imagine it
sliding into the next spot after, if the token moves 1 spot in the same direction it is in from
the last spot as picture 3, repeat this step except envision the token as picture 2.
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| This page is for a explanation of a feature or element called “Marking”.

In this game, you can be marked by a certain letter, when you are told you are marked with letter, that letter is
added into your imagination as proof you are marked with that letter, If you are told you are unmarked from a
letter, remove that letter from your imagination as proof that you are no longer marked with that letter.

If you are “Pick Marked” with a letter, it is just like being marked with a letter regularly, however, if there is a
image or a piece of picture containing a object (in that picture) or character that you can make out as a object
or character, and it is pertaining to that pick marking.

Using your imaginary creativity, literally envision the character that is your token grabbing (and holding),
tugging, or carrying that object or character as long as you are pick marked with that letter, you can only be
picked marked by 1 letter at a time, if a attempt to be picked mark by a letter is made while you are picked
marked by another letter, negate that element trying to pick mark for that attempt only.

When a mark becomes a “Fade Mark” you are still marked by that mark, however, it is treated as if you are not
marked by that mark when pertaining to the use of it in a element in the game.

The main thing for marks is the get a result, this is done when your “Count” is mentioned, your count is just a
number that exist in your imagination as long as it is not 0, if your count becomes 0, it is automatically removed
from your imagination, if you do not have a count and a number is added to it, add that number into your

imagination as your count.

When a number is added to your count and you have a count already, simply increase the number that is your
count by that added number, when your count is started, (first remember the page and spot that the count was
started on as the return page if starting count from a playfield) close your eyes and countdown on your
“Count” (if not stated, do this countdown forward).

Every time your count is reduced by 1, depending on if you are doing the countdown “Forward” or doing it
“Backward”, if a forward, move onto the page that is next of the page you are currently on blindly, if a
backward, move onto the page that is previous of the page you are currently on blindly.

when the count becomes 0, it is removed and you open your eyes to see what page you are on, if it is not a
“Result Page” or “Twister Page”, then return to the return page (which means to go back to the page and spot
matching the return page, then remove that return page), you will learn of the “Result Page” and “Twister
Page” when you find them.
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I| This page is for a explanation of a feature or element called a “Culprit Token”. I

Whenever you enter “Culprit Style” create a token on a spot next to the spot of you (of your choice), and form it
not playing as pair, but finding and using a person card called “Culprit” for it, this token moves on it’s own but
you envision movement for it, this token is called the Culprit Token, once per second, move the culprit token 1
spot in the (most possible) direction of your token from itself.

If the culprit token leaves the page to another, it cannot leave your perspective, so  Considered

£
e &P
Atpg. 1 To page 1

spot A

consider it going to the page and spot it was supposed to go to in it’s leave attempt

in your imagination and remove the culprit token from that page.

When you enter a page where the opponent token is considered to be at, it is spot A
- |
placed from your imaginary consideration onto a real spot of that page with a label KQ S
- . > D You
that matches the label of the spot it is considered to be on. Placed |
here. I P

. . . . . . . . L
it is then no longer imaginarily considered as it is on a real spot of that page. When your actually

at page 1.

y If you leave the page to another one, before your departure, if the culprit token is not
ou

ﬂnent already considered in another page, then the culprit token tails you by going to that page
@R | @& and spot you were going in before you go there.
e )| G
e | B

if you (your token) and a culprit token are sharing the same spot from the culprit token

ZBpponent coming to that spot from imaginary consideration, the culprit token “Rests” for 2 seconds,
gl - )

T s

You and the culprit token does not move, after the 2 second rest period, and you are still on that

when the opponent token rests, both you and the opponent token do nothing to each other

spot, the culprit token moves onto the spot next to that spot (you must choose).

If you want to save mental energy, and both you and the culprit token move at the same time, or you
can envision your movement first then the opponent’s after 1 by 1. if the culprit token moves onto
the spot you are on, if not playing as pair, form your token playing as pair and the culprit “Rests” for a
second, if you are playing as pair, then you lose.

When you lose, forget everything about this gameplay session (that game) such as switches, gender,
your token’s look, and any marks you are marked with, and go back to the table of contents and start
over. When you exit “Culprit Style”, remove the culprit token at the time you exit culprit style when it
is on a page with you (your object).
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|Bookmarking

You will learn how to bookmark for this game, it is the same as normal bookmarking, but you need to
also write down what you did in this game on the bookmark itself, so first upon your bookmark’s
creation, write the taken bookmark key from this game on the top part of the bookmark then cut it
off from the rest of the bookmark with a dotted line.

Now write small notes about everything you did during your play session at the time you are “book
marking” on the rest of the bookmark as well as it’s backside, the side with the written bookmark key
is the front side, it is recommend that the notes are phrases which are around 3 words long so you
can fit as much as you can.

When you want to change or read a currently existing bookmark, first compare bookmark keys by
comparing the taken bookmark key with the one written on top of the bookmark of it’s front side, if
it is @ match, that book mark can be used for changing or reading, if not, then attempt to use another
or do not use a bookmark.

When you want to change a currently existing bookmark, after checking that it can be used, just
erase notes that do not match your situation at the time of “Bookmarking” and add notes that do not
already exist on that bookmark that match your situation at the time of “Bookmarking”.

When you want to read from a currently existing bookmark and continue where you last left off,
after checking that it can be used, just remember what your notes meant and form your situation
from all the notes you wrote on both the front and back sides of that bookmark

Remember to go to the person cards of the tokens paired to character to have them re-become to
their character (if you do not know what a “Person Card” is, then you will when it is appropriate),
Please return back to the page (and position) that toke you here when done with this page.
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