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ABDUCTION

A CRAZY DAY

INSANE REBELLION

A WALK IN THE PARK

HIDE AND SEEK IN THE PARK

DIAMONDS IN THE ROUGH

DOWN

JAILHOUSE ROCK

SILENCE OF THE RATS

A NIGHT AT THE MANOR
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ABDUCTION

LEADER
x1

EXIT . . .

at the end of villain Turn 7, the game ends -

& enough guests have been kidnapped -

& HERO: the villain has not succeeded in kidnapping the guests -

& VILLAIN: the villain has succeeded in kidnapping enough
guests -

2

automatic thought




A CRAZY DAY
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< at the end of villain Turn 7, the game ends -

& thevillain has succeeded in releasing enough Super-Villains -

& HERO: the hero has succeeded in preventing the villain relea-
sing too many Super-Villains -

& VILLAIN: the hero has not succeeded in preventing the
Super-Villains from escaping -
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opening control

complex manipulation of difficulty 3

complex thought of difficulty 3

complex thought of difficulty 3
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INSANE REBELLION

& at the end of hero Turrn 6, the game ends -

< enough sectors have been regained -

& HERO: enough of the cell blocks have been regained -

& VILLAIN: the asylum is still under the control of its patients-
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A WALK IN THE PARK

& at the end of villain Turn 7, the game ends -

& thevillain has neutralized enough bombs -

& HERO: the hero has managed to destroy the park -

& VILLAIN: the villain has prevented the destruction of their
amusement park -
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complex manipulation of difficulty 3

complex manipulation of difficulty 3
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HIDE AND SEEK IN THE PARK

& at the end of hero Turn 7, the game ends -

& the hero has freed enough of the politicians -

: &> HERO: the hero has succeeded in saving the politicians -

& VILLAIN: the villain has prevented the politicians from being
saved -
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complex manipu-

|ation of difficulty 2

complex manipulation of difficulty 3

complex
manipulation of difficulty 2






DIAMONDS IN THE ROUGH
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o & at the end of hero Turn 8, the game ends -
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<o if 3 floodgates are open at the end of hero Turn 7, the game ends -

& the hero has discovered enough clues -

o & HERQ: the hero has discovered enough clues -
& VILLAIN: the hero has not discovered enough clues -

complex thought of difficulty 3

complex thought of difficulty 4

complex manipulation of difficulty 3
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& at the end of hero Turn 7, the game ends -

& the laboratory is destroyed

o & HERO: the laboratory is destroyed
& VILLAIN: the laboratory is not destroyed
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complex thought of difficulty 3

complex thought of difficulty 2
difficulty 3

complex manipulation of difficulty 3



COMPUTER
SERVER

JAILHOUSE ROCK

n PRISON CELL

& at the end of villain Turn 7, the game ends -

& the villain has released their sidekick and destroyed enough
evidence -

& HERO: the evidence remains safe and hidden - the trial will go
ahead -

©

& VILLAIN: the villain destroyed the evidence and released their
sidekick -
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complex manipulation of difficulty 3

complex thought of difficulty 3

complex manipulation complex thought of difficulty 3
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complex thought of diffi-



SILENCE OF THE RATS

& atthe end of villain Turn 7, the game ends -

& if the jammers are deactivated at the end of villain Turn 6, the
game ends -

& Too much data has been modified for the trial to take place -

& HERO: enough data remains untampered with to conduct the
trial successfully -

& VILLAIN: too much data has been modified for the trial to take
place -

complex manipulation of difficulty 3

complex thought of difficulty 3

of difficulty 3

complex thought



A NIGHT AT THE MANOR

& at the end of villain Turn 7, the game ends -

& the villain has stolen the artifacts from Wayne Manor -

& HERO: the hero has stopped the villain from plundering Wayne
Manor -
& VILLAIN: thevillain has stolen the artifacts from Wayne Manor -

of difficulty 3

LEADER
x1

complex thought

complex manipulation
difficulty 3

+ Garuda's Talons.
 Belphegor's Scepter.
+ Scales of Eons.

+ Thousand night's Thurible,

+ Mask of Serenity.

complex thought of
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A level X jump can be performed between
those two areas following the arrows' direction.

A level X climb can be performed between
those two areas following the arrows' direction.

A level X fall can be performed between
those two areas following the arrow's direction.

A level X climbs and falls can be performed
between those two areas.

The climb can be performed in either direction, up
ar down.

The fall can be performed following

the white arrow's direction.
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A level X jump can be performed between
those two areas following the arrows' direction.

A level X climbs and falls can be performed
between those two areas.

The climb can be performed in either direction, up
or down.

The fall can be performed following

the white arrow's direction.






