ELECTRONIC DETECTIVE

H
GAME

1 to 4 Players

OBJECT OF THE GAME
BE THE FIRST PLAYER TO CORRECTLY SOLVE THE CRIME.
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MATERIALS
Electronic Deachive Console ® Suspec! Cards Shee’ » Case Fact Shest Pad

e Keyng Gude » instruchion Bookie! »
GETTING SET TO PLAY

e lrsort € rew  AA Batterms See diagram (Use of akaeme Datteres wil
resutt m longer baftery IFe. |

e Insert & Bumper Yesl’ on the undarside of the Consale

® Secarae 20 Suspect Casds. Flacs e r rumenca omder ¢ stotage
comparntmant on Console

& Each player take 3 Case Fart Shee® anc 4 pencil

& A piayer i3 chosen Io go st Slay passes it e o

3
,j’/f/‘ LEVELS OF DIFFICULTY

The game can e plived @t three different  mvels of difficulty

(1) ‘Masier Detective  (Ihe rueal cifficum
(2) "Sheath” (ess afticai
{3) Gumshoe" (le=st aithoull)

Ore evel o' afouity 15 chosen for 2ach aane and is arlzred nlo the com
putet (Ses Foge 71 Al players play af the choser evai Al evel 1 sach playe
% alowed ovy oW Prvale Qusstion w ga i i wvwel 2 E5Cn
piayer gets o Powale Ouesions ' wm sach um and 2 Bvel 3 Mies
Prvace Quesions  1'Prva® Qusstons am ssp ainsd on Page § |
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O

N

10, The computor knows what guestions are on each Suspect's card Any
oihar aLesions will be answared by EE on the D splay Window

1T e 'END TURN kov i=s 7ot prassed al e somphstion of 3 turn when
the nex: Daechive =1arts ez trn the leftmrs END will aooesar on the
Chsoav Window unnt  SND TURN ¢ pressed

12 W keys ae pressed in a wiong sequence (EE appears on the Dsplay
Window] I & wcessary only £ siar ‘he saquence agan The computr
will ignCrs e prevcys mistake SOWEVER YOU MAY NOT MAKE A
CORRECTION AFTEF PRESSING ENTER

13 Ma<ng an accusation automstcaity ends @ tum. END TURN need e
e oressed

14 M 3l pleyers nave made Correct accusakons e compuser wil firesh
the gamre Sy automatcally showsng the corre= amwer (and playrg ‘he
Funeral Duce )

15 Be caretul "ol 10 press OFF acodently. | you 00 you Mus: sian & hew
Game

16 mnmcmmmnummum4
Mrules after & Corvect sobtior < guen and a bong ™ will sound

17 M you wish K revew he case Iollowng comoetion of & game, press
END TURM before 4 minutes esspse and vou wil hiave an acotional &

mirules belore the game automabcally lums of Yoo can continue 10 o0
this for as long as you wish

18 Tnmmemummﬁmm:wmn
game Thal is select a Suspect gt the Nibi, ask Private Cuestons (al
“he diiculty level int@ily enler=dl. end Lith selec! arother Suspsct. sic
You may also meke acousshors

19 & continuing EE and a low "buzz' indicate tha bateries are low, or not

TO OROER ADDNTIONAL CASE FACT SHEETS, CUT THIS COLFON ON THE
COTTED LINE AND MAIL TO LT.C, BOX T2 HOLLIS NY 11453

e ——— S m

2081-8

Plaase sund me _____ Case Fact Sheet Pad al §200 per Fad [covers mailing &

tandiing charges} "REPAID Encios=] i & check or money order i1 Ihe Rmount

of

From LT.C. BOX 72 HOLLIE. NY 11423 THIS IS YOUR MAILING LABEL

(ctemse ovirdt cleary)

TD. kame

Addresa =

Ciy

Slate o ——

MY Sl romneiy ec cpphoialle spie = |




B A Dotective may ke orly ane Accusibion in e gam

9 An Accussion must De made 3t e begirring of 3 turr belore any Sus
pect hae been selected lor guestonrg

10 1 only ore Detactivs s bt abve Ne must 51an hes next e by naking an
Aecupealion

COMPUTER BEHAVIOR: Tre Computs Abides by tr= Folpaing Rues

I To sole the cime you must know il the ingsrponts on the Murder
Weapon belong 10 an ood or ever numbeed Suspex Suspects who

can giva nal information must

(8) be o the same sex as the Murerer, and
ihy “=we Yad 10 the location of the Murder Waapon

2 S.umpects 21 the Mumer Weapon localion whi ame ol the opEesite ses 10
the \urceser may of may 70t lis abou” the lingemrinte. Ths s e ONLY
ingtanca in which a Suspec! can k=

3 Suspects a1 locanons where theve 3 no weapon wil answer | dont
knoa 100 D00 30 on the D=play Window) 0 ine ngspnnt gueshior=

4 No e will 2ver be al the lecation whare he body was ‘ound (becauss
ihe Mrderer fad from the scene of e ocme

5 You can not aueanon Me vicim (00 COO 00 will apoasr in ha Display
Wiroowi.

B The Murcerer will never 52 at the pece whem slther wezpon was ‘ound

7 Thars «¥ be fow Suspects 31 e=cr o e 4 placs icEtions “hey w il
Awa,s be one add-numoere? male a0 even-rumtered mesle phes
TS el e fpergla ane one goee o rosred Emake ——

B Them will be ihtes Suspects a1 3 it pies Tray all Eways b ailhe
twyrs rpale=c andd & Fenals 0F ‘wd emaees prdd 3 mals

E ) the comnprte iy gahed t00 many Pugile Quectons i gne e ==

Lenels ol Dvficudty | @ bong wil sounc and he Dsplay Window wl
show END' unil the END TUSN ey it wossed
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HOW THE GAME PLAYS

‘While Electronic Detoctive 1s crodl Tun 1 play, you mist Iy understand
Dami s nsirucligns and miles To hap yow 1) e back panael of the game
box describes its outstandirg leaturss, anc (2) the lolowing is a condensad
descripticn of how the game plays

Think o Electione Detactwe 3s 3 mystery which can b solved by one
parson albre o by severa Diaves INETACHNG wih each othes

The ‘satwng = 20 chererers ogefwr N a lerge gty One & murdeved and
the ramaning 9 now Suspects fies 1o dferant parts of the oty The chpect
of te mystsry i o fnd wech cre of e 19 Suspacs s Ihe Murderer.

Players use ha compulir o “grill Suspedcts or o lunds of inloemation
® An Alibi lells whers the Suspect fied and (somatimes] who slse was therm.
* Privaa Quastions’ (from eac Susoect's Card provice olher via lacts
Hare ar= the pieces to the mysiery

t Chamacters "0 males (rumbeed 1-10) and 10 lenakes (rumbered
11-201. Numbers are on: the Suspect Carts

?Sl‘p“a;:'rh D. Docks
: # Thexer E Embassy
C. Cad Paty F Facory

3 Adfiferent localicn 1or each of e places 13 on Ihe Weonl Side ard 3 on
on the Eas: Sioe)

Wesi Side East Side
el Mt
Diowatonn Diorwrtown

Note Tre ecslion of sach place wil iange with 2acn cere

4 Suspscts wil have hed as< lolows

* four ol the BCKons will earh have low S apecs

 ong Koator wil have hee Suspacis:

* one focahor wil haee the voom o

& The Murder will netvet o whers ether weapon s bedden ror where
the booy ass loundg



+ £ Suspects will be locatec as lcllows:

» there are never more than two males and two femaes at any one loca-
tior; and

» the two Suspecls of the same sex at any lccation will always have one
odd nurmoer and one even NuMoer,

8. Thus each Suspect has & different combination of “characteristics:”

e sox - male or famale;

e opcation (where he or she flad) - West Side or East Side and Uplown,
Midtown or Dowrtown;

& number - odd or aven.

7 To solve the crme vou mustdo two things:

e find the “Murder Facts” - the pariicular comhbination of characteristics

which deline the Murcerer and
s find the one Suspect who fits these Murder Facts (lor example, an cdd-
numbered male, lccated East Side and Midiown).

There are two more important things you must remember

1. The lccaton of a “place” (the Art Show, etc) will help you identify the
Murderer. For example, the Murderer is a male and you have deduced
that

ne's located East Side, Midtown; and

the Card Party is East Side, Midtowr; and

Suspects 5 and 8 are at the Card Farty; then

ogical reasoning tells you that either Suspect & or E is the Murderer.
You must now rarrow it down o one person.

8 & @

2 To determine which Suspect is the Murderer, you must find if the finger-
prints on the Murder Weapon belong to an odd-numbered or even-
numbered Suspect. To do this you must krow the follewing:

e if thae Murder Weapon is a .33 or 45;
¢ wherz lke Murder Weapon is lccated;
¢ who was at that location.

Because. only a Suspect of the same sex as the Murderer who was at the
location of the Murder Weapon, can tell you whether the firgerprints cr the
Murder Weapon belong o an odd or even numbered suspecl. No
other Suspect can answer this question. See page 11

You will learn how fc find anc use all of this information on the following
pages.

MAKING AN ACCUSATION

e A player may make ONLY ONE accusatior during the game. The accusa-
tion must be made at the beginning of a turn,

DO NOT TELL OR SHOW YOUR ACCUSATION TC OTHER PLAYERS.

1. PRESS | ACCUSE
2. PRESE SUSPECT NUMBER
3. PRESE ENTER

FALSE ACCUSATION, "MNO" flashas and BANG! BANG! you're out of the
came. An incorrect accusation automatically ends a turr,

CORRECT ACCUSATICN AND POLICE SIRENS SOUNC. You win! The
Display flashes the Murderer's number and “YES".

It ‘ALL players, EUT OME, have accused incormectly, the FINAL player
MUST make an accusation at the BEGINNING of his NEXT TURN.

I ALL players make INCORRECT accusalions the COMPUTER WILL
AUTOMATICALLY give the CCRRECT ANSWER and play the funeral
cirge for all the “dead” Detectives who nave lost the game!

Note: An Accusation will automatically END TURN.,

SUMMARY OF RULES

RULES OF GAME PLAY

The Police Commissionar has imposed certain rules of conduct which you
must folow when playing Electronic Detective. These are all included an
previous pages and ars summarized here for your convenierce,

1. All Detectives have access to all Suspect Cards during the game and
may guestion any Suspact in & turm

2. A Detective may refurn o questicn a Suspect he, or another Detective.
has orevicusly guesfioned.

The murder victim cannot be guestioned.

Each Suspect’'s Alibi must be read out loud.

s W

Answars to Private Questions may crly be seen by the Detective who
asks them

=@

Only one Suspect may be questioned during a tumn.

~|

A Suspect may arly be askec gquestions that appear on his card

13



HCOW TO FIND INFORMATION THAT IS NEEDED TO

SOLVE THE CRIME

WHAT YOU NEED TO KNOW

HOW TO FIND IT OUT

1. Sex of Murderer?

e Find a Suspect whose card has
gueston #2—"DID A MALE DO
T

2. Calibar of Murder Weapon?

* Find a Suspect whose card has
question #4—"WAS THE MUR-
DER WEAPON A 387"

3. Localion of Murder Weapan?

®* Find a Suspect whose card has
question #5—"WHERE WAS
THE .38 HIDDEN?" or E6—
‘WHERE WAS THE .45 HID-
DEN?"

4. Were fingerprints on the Murder
Weapon those of an odd or
aven numbered Suspect?

® Ask a Suspec! (a) ol the same
sox as the Murderer, and (b) who
fied to the location of the Mur-
aer Weapon.

5. Where the Murderer could not
have flad.

* The Murderer could not have
fled to:

a the location of the body,

b. the location of gither weapon,

c. place A, B, or C if any Suspect
answers NO to Question #8;, OR

d. place O, E or F if any Suspect
answers YES to Question #8.

6. The |ocation of the 3 “places”
tha Murderar could have fled to.

» |f vou have not received enough
“location” information through
Suspects’ Alibis, questions #1,
3, 9 & 10 will help you pinpoint
the location.

Players record information on Case Fact Sheets, weigh the Suspects
statemens and logicaly follow the targled weo of evidence. When you place
the cor-ect ‘acts tccether you're ready ‘o accuse the culprit.
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THE CASE FACT SHEET

In crime staries the detective always explains how he sclved the murder.
Here, it's all up to you. Your first job is 1o collect the facts. You do this by
using the computer to question the Suspects. You use the Case Fact Shaet
to record everything that you find out about the crime. From these facts you
make the ceductions thal lead you to the Murderer. The Case Fact Sneet is
therefore very impottant so it has been carefully organized 1o set out the
clues as helpfully and logically as possible.

It 15 divided into FOUR SECTIONS

1 "THE MURDER FACTS." Here you record vilal facts such as Ihe
Murcerer = sex, the murder weapon s caliber, where the Murderer fled
and the crucial information anout fingerprnts

2. "WHO WAaS WHERE. " Here you reccrd the whereabouts in the city of the
murder victim, weapons and thz various Suspacts. As you have already
learred, the city is divided into Uptown, Midtown and Downtown, and
further divided into West Side or East Side. Thus you can also record what
parl of fown each “place” (Art Show, Theatre, Docks, eic.) is in. For
example you may discover that the Docks are Midiown cn the West Side

3 "WHO SA|D WHAT '? This is your work sheet area. Hera you record anc
cross reference Suspects’ Alibis and answers 1o Private Queslions.
Cross reference is very important. i, for example. Suspect 7 says be was
with Suspect 10 then everythirg you find out ebout Suspect 7 should alsc
be recorded for Suspect 10 {(arnd vice versal.

4. “WHO DID IT"7 Herz you may write your solution 1o the crime pricr tc
making an accusation

ON THE NEXT PAGE 1S A COMPLETED CASE FACT SHEET, THEN ON
THE PAGES WHICH FOLLOW, YOU WILL LEARN HOW TO FIND ALL OF
THE INFCRMATION FECORCED ON THIS CASE FACT SHEET. AND, ON
FAGE 11, YOU WILL READ WHY ONLY SUSPECT 5 COULD EE THE
MURDERER IN THIS FARTICULAR CRIME.



CASE FACT SHEET hatanad TErtane 4 v ANT JRE ¥

VERY MPOSTANT BE SRE YOU CAREFLLLY READ THE FOLYN
LOWING THE INFORMATION IS CRITICAL TC SOLVING THE CRIME
Fngepants 50 Fe Mucs Weaoon musl B derites s beorgirg 0 0
o o even nurened Suspect Toes indormation car ety be gven by a
Sispect (o the sarme sox as the Murdever: (D) who flec o ihe locahon
' the Murde Weapon

ELECTRONIC, DETECTIVE (D27 AbAws | ﬂ‘\}\

Al o 5wty wna [ el 10 ™ Eraiion o 3 e anon s or may ol
e Tres s e OMLY reancs sfwre ) Suspect can e

Surcmxcts wha Red 10 lIochors whese Fome s ND weapon wil insaer
dont knpw (00 000 00 on ine Dispiy Window

In the folowmg example. & immectanly apparent st Vickey O Mallsy,
Suspect #5 % the Vlacemr Wiy ® Becaune he s Ihe only Suspect whe 1
£l the o Facks an odd-mambersd make DCcate? Motcen on he Eas
Seae (The Chart on the nest Cage =0l Tow you ot B riorrstor |

. — .y
e 0 T

- -y

. Fies

R S el e nh :l-ﬂ

— s e m———— Y LT ﬂ' ot

NOTE: “he soow Tae Facl Shest shems @ posalbie infoemaan gwer
vy M comrputs Bwwe I ove 'I0000 mach costsnatios «
Eoctrome Detectve | bowssw  shamp demctives wil have Fwe
sohtcr long tefore all the fxrs s gven

FOLD YO_RA CASE “ACT SHEET BETWEEN
SECTIONS * AND 1 AS SHOWN 50 Tha~
THE OTHE= DETECTIVES DO NOT SEE TrE
INFORMATION WHIC= YOI SECTHD

s



ﬁ
Jy
& PRESS END TURN W-EN YOL HAVE FINISSED ASONG OUESTIONS

AND RECORDING YOUS INFOEMATION ¥ you do nod peese ENC
TUFRN END »f appe on e deiay amen fe resl Suspect o gues
LEned and will commae & appeer unsl END TURN i persse

o The nex! dawe 1o PIE of Ane Jectone & Sespa—
NOTE Enciosec = 3 sostal shee i 8 % Swsgects Prvale Dues-
m-uhul-n'-m:-ph- Keyng Gude  Ths s 2 ooy
// SOLVING THE CRIME
To solw the e vou MUST KNOW ALL THE MURDER FACTS (Sechon
1. Case Fact Shest! Only one Suspect Its all the wots—the Murderer! Soms

-'Ichnuyuldlmbu&m A= anc by Prvale Questhicrs Otrer
‘WCE C37 Do Oeduced Dy DU OQICE reasnnrg You 6o e as icliows

1 Frvat Ouestons B8 you @) the MURDEREF S SEX (b) whetter e

2 You can fndd WHERE THE MURDERER FLED TC hom Powile Ouss:
tens ane rom Suspacts Adbs

[H]

Or you can Oeduce The Murde s 1§ demy by cttsmerg riormison sbor
:Ilws-nq-nn qurm you fro tha e Nurders was an odd-

|
1
|
s

TO SOLVE THE CRIME YOU MUST ALWAYS REMEMBEFR THE FOL
LOV/NG IMPORTANT RULES. A tll k=t of rutas is on page 13)

1 Thawe sl never be mom ‘han on= cocdrumbeed and one even
mumisred Suspect o the swarw wee = any sngls Doton

7 The Mo ail wever be of e loc s e plee the body ses ousd (5=
Ciuse Fo Vh e s o e s of T crieae

T Thes M vimen mlt wovew b @ the -2 ol ethu mespes Perass *s
Murterw s urmis Deang mes vy 0ws bie evcenes)

HOW TO USE THE COMPUTER

Toe Dllowrg pages cortar detsden sxplarsbors o how 1O use
computer to (1) key i the comme (27 cuesthion suspects. () help solve

o T

KEYING IN THE CRIME

1T TURN GAME ON PFESS TN WEVY (2 Dongs we sourdh
2 CECIDE LEVEL OF LAY DIFFICILLTY A PRESS
Koy #1 Master Detective  imost officul) OF

Koy #2 'Seun (less offcull) OR
Key #3 Gumshoe (least dfficult

3 PRESS KEY @' 2.3 or 4 FOR NUMBER OF PLAYERS.
4 PRESS EMNMTER

BANG! SANG' Gun shots wrh 3 wencer The crime s commmelied A
fune-al dege playr

Tre Depiay Windoe el now automatcaily shos e veam s NUMBER
anc LOCATION o the booy

EXAMPLE: THE VICTM IS #1€ _oan Fiefuge| =
THE LOCATION IS 2" At Snow) Il I R j

= o ; ITeszy Wanarm |
7 NEXT
» ASK ANOTHER PLAYER TD VESIEY THE INFORMATION N THE
DESFLAY WINDOW
* ALL PLAYERS FECORD THIE NEDRMATION ON THEIR CASE
FACT SHEETS
el AR §ACTE
R W 7. Y7777/ 277777 3 [ 1y

L]
3
e ALL PLAYERS DAAW A _ARGE ‘X" THROUGH THE EN- "=
T'RE SECTION WHERE "HE BODY WAS FOUND (Fact
Sneet Sectior 2 Who Was Wren™ ). NO BUSPECTE OR
WEAPONS WiLL BE FOUND THERE DURING TwE
NVESTIGATION

E Thw remarng 9§ rammecmes wea teen lod o Be wtene of P e
7E NOw Se=pects sl will BE CuEsToNEE Dy e Diavers (T Detecaves|

8 AEMONVE veowm s Susoers Casg bom Dy
T



%f-"/ QUESTIONING SUSPECTS

o Esch play= ey noa g8 any ore Suspect n 4 Lan The Suspect wi
frs ove an ALISL then answer PRIVATE QUESTIONS

o Sispect mways 12 he nth—with one cnbcal exCepbon (whish you wil
see when you rsd Rule £ page 1)

& Slhpes haue access o 2l Suspect Carcs duirny play They should be ket
v nurereal o w all tmes

® The same Suspsec may ba lurrer guesiionsd Hy a9y filage: in s itmsguert
'litrts and 4 player may guedlion e Lame Suapect more than ofcs

® The muitei VICTIM carnol e infeniewec 0 000 00 rwareng | daond
g will appeal T e deplay B yoU Iny 0 QUESHET Hhe wictim

TO ASX THE SUSPECTS ALIBI

PLACE SLSPECT CARD ON TSAY N FACNT OF CARD STORACE
PRESS SUSPECT KEY

PHESS SUSPECTS NUNBER

PRESS ENTER

EXAMPLE: You a'® ouestioning Suspect £7 RIPP RAPP

Immociaely 31ar you press ENTER . e Drepiny Windos 1ignies wp with 2
oCde rEpressenint Me Suspex ¢ ALIBI MATCH THESE NUNMBERS AND.
OR _ET BFS WIT= THE COLOSED S=SCTI10ME CISECTLY BELOW THE
DMSP_AY WINDOWY

NESRY b

n thes r=== { rcads
Iwas on ta= Wesl Sde (1] 8 e Thest=r (31 wth Sugpe— &1 llvy Liflel

v ]

o Wt (e Sanpe s
ML R ALt - .
N A Show o Dmets |
ts Tosstrs £ F=oesy

L Card Tarty & Fareany

iV - " - 51 =an
it = Wit Diomrews ™

Tl o thes Wem Bide  F 0 mes on e Fasid Sios

WEMYERGJEET!UNMETFFSUE'ECTHEMTHEM’%\\

C*UT LCUD A SECOND PLAYER LOOKS AT THE DISPLAY WINDCW
AND YERIFIEES THS INFORMATION

ALIBI WFORMATION VARIES IS THS EXAMSLE THE SUSPECT =AS
REVEALED 2 FACTS OTHER SUSSPECTS ALIB'S MAY CONSIST OF
ONLY ONE OR TWO FACTS

ALL PLAYERS RECORD THIS INFORMATION ON THEIR FacT "I
SHEEZTS In the case Mustraed. you mak BOTH Suspec! #7  ses—

(Ricp Rapp) and Suspect # 17 (lvy Litte) at the. Theater—PLUS
locatng the Theater on the West Sice This is the informabon
vou recevind rom Ripn Sepp's At

THE CRUCIAL PRIVATE QUESTIONS

* AFTER e Suspect s Albi is brown e pleyer 1s sliowed to ask PRIVATE
SUESTIONS in e SAME TURN

* The NUMBER of questons the payer may ask n a fum depends on the
-EVEL of DIFFICULTY the came 15 beng plaved at

#1 MASTER DETECTIVE--1 question;
#2 SLEUTH--2 quastions
#£3 GUMS-HOE-3 questions

» Esch Scspect Card nas S Private Oussnons. bul the computer wil only
answer Ine numbsr of QUESHONS you e aSower n a WM
s TO ASK PRIVATE QDUESTIONS

! PRESS PRAVATE
2 PRESS QUESTION S NUMSER
3 PRESS ENTER

* A DIRECT ANSWNEF WILL APPEAR IN THE DISPLAY WINDOWY
MATCH THIS TO THE CUESTION AND ANSWERS ON THE SUSPECT
CARD ITIS NOT NECESEARY TO REFER TO THE COLORED CHART
BELOW THE DISPLAY WNDOW f(which is lor Suspecte Alibis and
victim's bcation ondy)

s OMLY T=HE PLAYES ASKING THE PRIVATE OULESTION SESS THE
ANSEWER

* The sequence abovs must be olowed for each Prvate Cusston whah
¥ou sk « the same wm

® Iy shonid 1y 1o ek 3 Suspsct mors Prvale Questions than slowed
E hong il sount gnd END will sppeas on the dissiey Vou rrusd now
presg END TURN batomn the revt Sispeec =an be queshonsd
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