


OBJECT OF THE GAME
BE THE FIRST PLAYER TO CORRECTLY SOLVE THE CRIME.

MATERIALS

Electronic Detective Console ® Suspect Cards Sheet ¢ Case Fact Sheet Pad
¢ Keying Guide

GETTING SET TO PLAY

Insert 6 new "AA” Batteries. See diagram. (Use of alkaline batteries will
result in longer battery life.)

insert Bumper "fest™ on the underside of the Console.

Separate 20 Suspect Cards. Place them in numerical order in the storage
compartment on Console.

e Each player takes a Case Fact Sheet and a pencil,

e A player is chosen to go first Play passes 1o the left.

9/ o~ BAT‘;ERIES (6)

COMPARTMENT

BATTERY COVER




PLAY SUMMARY

Electronic Deteclive is 50 intriguing that your natural instinct may be to play
the game before you fully understand the instructions. So, to get a “foe!” for
the game, loliow the directions on this page. Then, PLEASE READ
THROUGH AND UNDERSTAND THE ENTIRE INSTRUCTION BOOKLEY
BEFORE YOU PLAY A COMPLETE GAME.

EXAMPLE: KEYING IN "THE CRIME"

{1) Tum game on (3 “bongs™ will sound), Press ON

(2) Enter gifficulty level.” Press number 1
(3) Enter number of players.* Prass number 1
(4) Start the game. Press ENTER

*For this demanstration. Yau will use these or other numbers when you play.

Also, if you make an error, "EE" appears, start again (see Page 15).
Gun Shots (with a silencer) and the Funeral Dirge tell you that one of the
20 characters is murdered. The L.E.D. Display shows the victim's number
(on the lefl) and location of the body (tha letter on tha right—which you
match to the Colored Chart, directly below the Display). Now, using the
computer, you grill the remaining 19 characters o find which one is the
Murderer,

NOTE: The digital symbols (on the display) for "B~ and 6" are similar. The
matching area on the Colored Chart will indicate whether &
letter or a number I8 providing information.

EXAMPLE: QUESTIONING A SUSPECT

(1) Choose a suspect card. (Here you are getling Suspect's Alibi, for all
players to hear.)
Prass SUSPECT
Press Suspect’s number (from the card)
Prass ENTER
(2) Match the L.E.D. Display to the Colorad Chart to read the Suspecl's
Alibi
(3) Now ask a private question. (Here you are recelving confidential
information.)
Press PRIVATE QUESTION
Press a number (a question number from the card)
Press ENTER
(4) The Display gives you the answer.
{5) Now your turn Is over. Press END TURN

Players record information on Case Fact Sheets, weigh the suspect's
statements and logically follow the tangled web of evidence. When you
place the correct facts together, you're ready to accuse the culprit.



NOTE: Since you programmed in number 1, the highest difficuity level,
yOu can ask only one Private Question inaturn. If you press 2. you can ask
two qQuestions; il you press 3, you can ask three questions (see page 5).
EXAMPLE: MAKING AN ACCUSATION

When you make an accusation;
(1) A Siren wailing means you're right.
(2) Gun Shots (with a “silencer™) mean you're wrong—and out of the game
(3) Now try it and ses what happens. Prass | ACCUSE
Press any Suspect's number
Pross ENTER

(4) It you're wrong, the Funeral Dirge immediately follows and the Dispiay
tells you who the Murderer is.
(5) End cemonstration. Press OFF.

NOTE: Since you programmed in only one player, tho game ends with
your accusation. With more players, the game continuas until 8
player wins or all players have made incorrect accusations (the
computer then gives the correct answer and plays the Funeral
Dirge for all the "dead” Detectives who have lost the game).

THE CASE FACT SHEET

This is the nots pad where you record information suppiied by the computer,

and by yaur awn kagic and deduction. Your Case Fact Sheet is an importanmt

aid far solving the crime. (t is divided into four sectlons:

1. “THE MURDER FACTS.” Here you record wilal facts such as the
Murderer's sex, the weapan's caliber, where tha Murderer fled, and the
crucial information about fingerprints.

2. "WHO WAS WHERE?" Here you record the iocation of different places
in the city and the whereabouts of Suspects and the murder weapon.
Note that “city” is divided Into Uptown, Midltown and Downtown. with
each either West Side or East Side.

3. "WHO SAID WHAT?" This is your work sheet area. Hers you record, and
cross reference, Suspects’ Alibis’ and Answers 10 Private Questions, As
you fill in this information, you will be abie to locate Suspecis at the
diferent places in Section 2. Males are numbers 1 - 10-, on the laft,
Females are numbered 11 - 20, on the right.

4. "WHO DID IT?" Here you may write your solution to the crime prior to
making an accusalon.

FOLD YOUR CASE FACY SHEET BETWEEN
SECTIONS 2 AND 3 (AS SHOWN) SO THAT
THE OTHER DETECTIVES DO NOT SEE THE
INFORMATION WHICH YOU RECORD.




KEYING IN “THE CRIME" 05%'\

1. PRESS "ON™ KEY (3 "bongs” will sound).
2. DECIDE LEVEL OF PLAY DIFFICULTY & PRESS:
Key #1 “Master Detective” (most difficult) OR
Key #2 “Sieuth” (less difticuit) OR
Key #3 “Gumshoe” (least difficult)
(See page 5 for explanation of ditficulty levets.)
3. PRESS KEY #1, 2, 3 or 4 FOR NUMBER OF PLAYERS.
4. PRESS “ENTER".
5. BANG! BANG! The crime 18 committed. A funeral dirge plays. ELEC-
TRONIC DETECTIVE will now automatically show the victim's NUMBER
and LOCATION of the body. THIS INFORMATION IS READ ALOUD.

EXAMPLE: THE VICTIM IS #16 (Joan Finellugle).
THE LOCATION IS “A” (Art Show).

o

“| was with these suspects”
“Ilwasatthe..... "
A Art Show d Docks
b Theatre E Embassy

C Card Party F Factory

3 “l was 4"l was S “l was
Uplown' Midtown"' Downtown"

I | was on the West Side” 2 "l was on the Easl Side"

REMOVE victim's Suspect Card from play.

6. NEXT:

e ALL PLAYERS RECORD THIS INFORMATION ON THEIR
CASE FACT SHEETS (in Section 1, “The Murder Facls").

o ALL PLAYERS DRAW A LARGE "X THROUGH THE ENTIRE
SECTION WHERE THE BODY WAS FOUND (Fact Sheet,
Seclion 2, Who Was Where?"). NO SUSPECTS ORWEAPONS
WILL BE FOUND THERE DURING THE INVESTIGATION.

7. The remaining 19 characters are now Suspects and will be
questioned by the players (the Detectives).




QUESTIONING THE SUSPECT

s The crime has been committed and details recorded on Case Fact Shoots.

e Each player may now “grill" any one Suspect in a turn. The Suspect wiil
first give an ALIBI, then answer PRIVATE QUESTIONS.

s Suspects aiways tell the truth—with one critical exception (which you witl
see when you read Rule 4, page 9).

s Players have access o all Suspect Cards dunng ptay. They should be kept
in numencal order a1 all times.

* The same Suspect may be further questioned by any player in subsequent
turns, and a player may question the same Suspect more than once

¢ The murder VICTIM cannol be interviewed. 00 000 00 (meaning | don't
know) will appear on the display il you try 10 question the victim.

TO ASK THE SUSPECT'S ALIBI

1. PLACE SUSPECT CARD ON TRAY IN FRONT OF CARD STORAGE.
2. PRESS SUSPECT KEY
3. PRESS SUSPECT'S NUMBER

4. PRESS ENTER

EXAMPLE: You are questioning Suspect #7, RIPP RAPP.

Immediately after you press ENTER, ihe display scroen lights up with the
code representing the Suspect’'s ALIBI. Thig information is explained on the
chart beneath the readout. MATCH L E.D. NUMBERS AND LETTERS
WITH COLORED SECTIONS DIRECTLY BELOW DISPLAY.

in this case it reads.

| was on the West Side (1) at the Theater (B) with Suspect #11 (your Fact
Sheet tells you #11 is lvy Little).

' b ",

“1 wes with ihese suspects’

“lwas atthe .. ... "
R A1 Show ¢ Doche
b Thealra £ Embassy

C Card Party ¢ Factory

3 "l was 4l was S "l wes
Uptown Midsown" Downtown'

| “1 woe On the West Side”” 2’| was on bhe East Side'™”




Each Suspect gives an ALIBI as his or her FIRST response. THE PLAYER

QUESTIONING THE SUSPECT READS THE ALIBI OUT LOUD.

ALIBI INFORMATION VARIES. IN THIS EXAMPLE THE SUSPECT HAS
REVEALEO 3 FACTS. OTHER SUSPECTS' ALIBIS MAY CONSIST OF

ONLY ONE OR TWQO FACTS.

ALL PLAYERS RECORD THIS INFORMATION ON THEIR
FACT SHEETS. In the case illustrated, first you record the in-
formation in Section 3. THEN in Section 2 you mark BOTH
Suspect #7 (Rip Rapp)} AND Suspect #11 (lvy Little) at the
Theater—PLUS locating the Theater on the West Side. This is

.

~  eoe

k7%
NI,

the information you received trom Rip Rapp's Alibi.

NOTE: Of the 5 PLACE LOCATIONS the Suspectscould have ~ -

fied to, 4 wiil always have an ODD & EVEN-NUMBERED
FEMALE and an ODD & EVEN-NUMBERED MALE.
ONE Place will always have ONLY 3 SUSPECTS... 7
2 of whom will be CDD & EVEN NUMBERED Suspeacts

of the SAME SEX.

A
2

THE CRUCIAL PRIVATE QUESTIONS

¢ AFTER the Suspect’s Alibl is known the player is allowed to ask PRIVATE

QUESTIONS on the SAME TURN.

¢ The NUMBER of questions the player may ask in a turn depends on the
LEVEL ol DIFFICULTY the game is being played at.

#1 MASTER DETECTIVE—1 queshon
#2 SLEUTH—2 questions
#3 GUMSHOE—3 questions

N

RIPP RAPP
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EXAMPLE: All the questions you may ask Rip Rapp #7 are on this Card.
Each Suspect Card has 5 questions. The computer will only
answer the number ol questions you are allowed in a turn
(DEPENDING ON THE DEGREE OF DIFFICULTY YOU HAVE

KEYED IN).
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";j TO ASK PRIVATE QUESTIONS

1. PRESS PRIVATE QUESTION

2. PRESS QUESTION'S NUMBER
3. PRESS ENTER -

A DIRECT ANSWERWILL APPEAR ON THE DISPLAY SCREEN MATCH
THIS TO THE QUESTION AND ANSWERS ON THE SUSPECT CARD.
IT IS NOT NECESSARY TO REFER TO THE CHART BELOW THE
SCREEN (which is for Suspect's Alibls and victim's location only).

ONLY THE PLAYER ASKING THE PRIVATE QUESTION SEES THE
ANSWER.

The sequence above must be followed for each Private Question which
you ask in the same tumn.

If you should try to ask a Suspect more Private Questions than allowsd,
a "bong” will sound and END will appear on the display. You must now
press END TURN before the next Suspect can be questioned.

PRESS END TURN WHEN YOU HAVE FINISHED ASKING QUESTIONS
AND RECORDING YOUR INFORMATION, If you do not press END
TURN, EE will appear on the display when the next Suspect is questioned
and will continue to appear untd END TURN is pressed.

The next player. to the left, now questions a Suspect.

.ﬁ? TO SOLVE THE CRIME

To solve the crime, you MUST KNOW ALL “THE MURDER FACTS"
{Section 1, Case Fact Sheet). Only one Suspect lits ALL THE FACTS~—the
murderer! Some facts may be determined by Suspects’ Alibls and by Private
Questions. Other facts can be deduced by pure logical reasoning. You do

th
1.

2.

18 838 follows.

Private Questions tell you (a) the MURDERER'S SEX, (b) whether the
MURDER WEAPON was & .38 or .45, and (c) whether the FINGER-
PRINTS on the murder weapon bslonged to an ODD or EVEN
NUMBERED SUSPECT (see Rule 4, page 9).

You can hind WHERE THE MURDERER WAS from Pnvate Questions
and from Suspects’ Alibis.

. Or you can deduce the murderer's identity by obtaining infarmation

about other Suspects. For example, you hnd that the Murderer was an
odd-numbered male. If you then determine that their respective
locations establish the innocence ol a/i odd-numbered males bu! one,
you can deduce who the murderer is, and where he was (see Rules 1, 2
and 3, page 9).



AN\
RULES YOU MUST FOLLOW (ﬁb

1. There will never be more than one odd-numbered and one even-
numbered Suspect, of the same sex, at any single location.

2. The Murderer will never be at the location where the body was found
(because the Murderer fled the scene of the crime).

3. The Murderer will never be at the location of either weapon (because the
Murderer avoids baing near any possible evidence).

4. YERY IMPQRTANT. BE SURE YOU CAREFULLY READ THE FOLLOW-
ING. THIS INFORMATIQON IS CRITICAL TO SQLVING THE CRIME.
Fingerprints on the Murder Weapon must be identilied as belonging to
an odd or even numbered Suspect. This information can only be given
by a Suspect: (a) of the same sex as the Murderer; (b) who lled to the
location of the Murdev Wu%. All other Suspects at the location of a
weapon may (or may not) ie. This is the ONLY instance where a Suspect
can lie. Suspects a! locations where there is NO weapon will angswer
“I don't know" (00 000 00 on the L.E.D. display).

in tha following example, it is immediately apparent that Mickey O'Malley,
Suspect #5, is the Murderec. Why? Because he is the only Suspect who
tits all the Murder Facts—an odd-numbered male whose fingerprints were
on the .48, located Midtown on tha East Side. (The chart on the next page
explains how you obtained this information).

1 THE MURDER FACTS
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2 WHO WAS WHERE? Y 8 3

NOTE: The above Case Fact Sheet shows afl possible information glven
by the computer (there are over 130,000 such combinations in
Electronic Detective). However, sharp detectives will have this
solution long before all the facts are given.
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*4 HOW TO FIND INFORMATION THAT IS NEEDED TO
SOLVE THE CRIME.

WHAT YOU NEED TO KNOW HOW TO FIND IT OUT
¢ Find a Suspact whose card has
1. Sex of Murderer? question #2—"DID A MALE DO
T

e Find a Suspact whose card has
2. Caliber of Murder Weapon? question #4—"WAS THE MUR-
DER WEAPON A 387"

* Find a Suspect whose card has

question ¥5—"WHERE WAS
3. Location of Murder Weapon? THE .38 HIDDEN?" or #6~—
"WHERE WAS THE .45 HID-
DEN?"

s Ask a Suspect (a) of tho same
sax as the Murderar, and (b) who
fied to the location of the Mur-
der Weapon.

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

e The Murderer could not have
fled to:

8. the location of the body,

5. Where the Murderer could not b. the location of sither weapon,
have fled. c. place A, B, or C i/ any Suspect
anawers NO to Question #8; OR

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

e If you have not received enough
“location” information through
Suspects’ Alibis, questions #1,
3, 9 & 10 will help you pinpoint
the iocation.

8. The location ol the 3 “places”
the Murderer could have fled to.

Players record information on Case Fact Sheets, weligh the Suspects’
statements and logically follow the tangled web of evidence. When you
place the correct lacts together you're ready to accuse the culprit.

10



TO MAKE AN ACCUSATION

* A player may make ONLY ONE accusation during the game. The accusa-
tion must be made at the beginning of a tum.

DO NOT TELL OR SHOW YOUR ACCUSATION TO OTHER PLAYERS.

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

FALSE ACCUSATION, "NO" flashes and BANG! BANG! you're out of the
game. An incorrect accusation automatically ends a turn.

CORRECT ACCUSATION AND POLICE SIRENS SOUND. You win! The
Display fiashes the Murderor's number and “YES™.

If ALL players, BUT ONE, have accused incomectly, the FINAL player
MUST make an accusation at the BEGINNING of his NEXT TURN.

it ALL players make INCORRECT accusations the COMPUTER WiLL
AUTOMATICALLY give the CORRECT ANSWER and play the funeral
dirge for all the "dead"” Detectives who have lost the game!

NOTE: An Accusation will automatically END TURN. %
% ‘e,

‘)%
ALTERNATE WAYS TO SOLVE THE CRIME

You now know there is certain Information you must ALWAYS have (o solve
the crime. So, in each of the following alternate solutions it is assumed that
you will have asked the following questions and received these answers:

1. Sex ol the Murderer? A male did it

2. I3 the Murder Weapon a .38 or 457 It was g .45!
3. Location of the 457 It was at the Theater.
4.

Is the Murderer an odd or even-numbered Suspect? Answer—he has an
odd number. (Important: here you first have to locate a male wherea the
.45 was found in order to ask the question. Ripp Rapp. Suspect #7, was
there and provides the answer).

All of this vital information is recorded on each of the following Case Fact
Sheets. In the processes, 8 number of suspects will have been placed at
locations in Section 2 ("Who Was Whete?"). However, 1o help explain the
game, onfy suspec! locations directly pertaining (o the solution are shown
in the loitowing examples.

1n



SECOND SOLUTION

THE WURDER FACTS
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From your Questions you know that (a) the Murderer was an odd-numbeared
male, and (b) the weapon was a .45, found at the Thealer. You alsp have
found that the Murderer flod to the East Side (Question #1 on some
Suspects’ Cards). With only the additional information shown in Section
2 above, you can now use jogic and deductive reasoning 10 soive the crime,
as follows:

1.

2,

Pepe Perez (#3) and Rocky Roll (#8) have odd numbers but are inno-
cent bacause they were on the Weat Side (their Allible toid you this). The
Murderer was on the East Side.

Ripp Rapp (#7) told you the Murderer has an 0dd number and therefore
is also innocent since he was where the gun was found. The Murderer
was never at the location where a weapon was found (Rule #2).

. There ware only three Suspects at The Factory, Ling Tong (#10, even-

numbered) and two females, Eileen Stellar (#15) and Sing Wong (#20).
The Murderer is odd-numbered and therelore is not Ling Tong (Rule #3).

. Since Lenny Little, the victim, aiso has an odd number, that means

Mickey O'Malley (#5), is the only remaining odd-numbered male who
could possibly be the Murderer. All the other odd-numbered males have
been proven innocent. You've soived the crime without actually finding
Mickey's location.

12
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THIRD SOLUTION

THME MURDEA FACTS
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Again you have found that (a) the Murderer was an odd-numbered male,
and (b) the weapon was a .45, found at the Theater. in this example you've
als0 found that the Murderer fled to Midtown (Question #3). Here, knowing
the location of only five Suspects, you are able to deduce which one is the
Murderer.

1. The Murderer couldn't have been at the Art Show (where the body was
found), nor at the Theater (the .45 was thers,) nor at the Factory (only
three Suspects were there and the one mals was sven-numbered).

2. The Murderer also couldnt have besn Downtown at the Docks nor
Uptown at the Embassy baecause you know the Murderer was Midtown,

3. So, the Murderer can only have been at the Card Party because
you've eliminated all other possible locations. As 300n as you are able to
place an odd-numbered male at this location, you have the murdorer—
Mickey O'Malley (#5).

13
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7 FOURTH SOLUTION

THE MURDER FACTS )
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Once again you know thal (a) the Murderer was an odd-numbered male,
and (b) the weapon was & .45 found at the Theator. With the little infor-
mation shown above plus the one question shown below, you're able to
name the Murderer.

1. The Murderer was at Location A, B or C. This is a very helptul clue
which a number of suspects will provide if you ask question #8 (Did
the Murderer go to place A, B or C)?

2. Since the Murderer couldn't have been at A, the Art Show, (location of
the victim) nor at B, the Theaster, (location of the .45), he must have been
at C, the Card Party. Again, as 300n &s you determine which odd-
numbered male was at this location, you've solved the crime.

Remember, however. that most of the time the victim, weapon and Murderer
will not all be within A, B and C.

14
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SPECIAL TIPS X

1. ELECTRONIC DETECTIVE can be great tun played by one player.
Playing solitaire style is a good way {0 sharpen your game at your own
pace... and you can still play at any lavel of difficulty.

2. in a "praclice” game (as you leamn to play) you may wish to read Private
Questions aloud for all players to hear

3. ELECTRONIC DETECTIVE will automatcally turn off approximately 4
minutas after a correct solution iS given (either by 8 player or by the
computer) and a “bong” will sound. I you wish (O review Ihe case (3ee
below), press END TURN before 4 minutes elapsas and you will have
an additional 4 minutes belose the game automat.cally turns off. You can
continue to do this tor as long as you wish. AlsO, you can turn the game
off at any sme by pressing OFF

4. Be careful not to press OFF accidently. iIf you do you must start a new
game.

5. Il you use anincorrect keying sequence an EE will appear on the display.
TO CORRECT this, simply begin the keying sequence again. Alsg, if you
accidently press etther the wrong Suspect Number, at the beginning of 8
turn, OR the wrong Private Quaestion number, this can be corrected.
Simply start the sequence again by pressing SUSPECT (iIf you had
pressed the wrong Suspect number) or by pressing PRIVATE
QUESTION (if you've pressed the wrong Pnvate Question number). YOU
MAY NOT MAKE A CORRECTION AFTER PRESSING ENTER.

8. A continuing EE and a low “buzz" indicate that batteries are low.

7. REVIEWING THE CASE —To sharpen your deductive skills you may wish
1o review tha lacts of the Case after it has been solved. You can ask
the computer brain for any Suspect's Alibi, or review Privata Quastions,
until the game is shut off. Then the Case 1s closed.

8. Enclosed is a special sheet with all the Suspects’ Private questions
listed. It also has a complete "Keying Guide.” 1his is a handy
reference booklet.

TO ORDER ADDITIONAL CASE FACT SHEETS, CUT THIS COUPON ON THE
DOTTED LINE AND MAIL TO I.TC. BOX 72, HOLLIS, N.Y. 11423

2081-8
Please send me Case Fact Sheet Pad at $2 00 per Pad {covers masling &
handiing charges) PREPAID. Enclosed is & check or money order in the amount

of —_—— -

From. |.T.C BOX 72, HOLLIS, N.Y 11423 THIS IS YOUR MAILING LABEL
{please print clearly)

TO. Namo

Adgress

City B

State . . . Zip

IN.Y. Stata res duniv asd applicable sa os 13 )

15



PRIVATE QUESTION GUIDE—(Continued)
7 s

4 Was the MURDER WEAPON 5 387 4Es no

EILEEN 7. Which PLACE conlained only 3 suspacta? RbCdEF

STELLAR 11, Were you M PLACE A, B or C? ues nn
e 13. Are 80 0dd-numbered suspect's PRINTS on the . 347

HES ND 0OONNODOD {dce 't know)

14, Are an odd-numbered suspect’'s PRINTS on the .45?
HES N0 NOODOOD {dee 't know)

6] K. Whew was the 45 hidden? ALCAEF
JOAN 8. Did Ihe murderes go to PLACE A B or C? HES ng
10. Which AREA were in? 3V 4 Myat S Downtow

FINEFLUGLE you Plown H Migtawn 3 Dewntasn

1). Are an 0dd-numbered nuspect 3 »RINTS on the .387?

T ee was Fmerage WES N0 0000000 fdon t Anuw)
14. Are an 08d-numbared suspect's PRINTS on 487
«ES no 00000 00 (Won't knew)
@I 2. Oid a MALE go 1? vES no
7. Which PLACE contained only J suspects? AuCJEF
ROSE PETTLE "
Greso Cotumml 10. Which AREA weve you In? J yptawn 4 Mdtown § Downtown
Ueamacnad 13, Are en odd-aumbsred suspect's PRINTS on the 387

4E€S fQ 0O0O00C 00 (donY Anow)

14, Are on odd-nembered suspect's PRINTS on the 457
S€S Na 0000000 (don't know}

@ 1. Did the musderar go 1o the EAST SIDE? NES fio

L Did ihe murderer pb 10 PLACE A, Bor C? “ES no
DO&E‘B’".L 10. Wiich AREA were you in? @ Uptown Y Wimowr § Downtown
hoaLoteing 13. Are an 0dd-numbered suapect's PRINTS on the 387
“ES N0 DOO0O0 DO idoa’t know)
4. Are an odd-numbered sanpact'a PRINTS on the 457
HES MO 0000000 (don't know)
3. What AREA did the murdecer g0 10
3 Uptoan M Mistown § Dawntawn
§ Did e waurderer go 20 PLACE A, B or C? Y4ES o
CANDY ROLL 10. Which AREA wece you in?7 3 Uptown 4 Mutown 5 Downioan
U?w‘salo 29 Race,y A 13. Are an odd-nwnbered omd‘n ORINTS on the 38T

wE3 N0 0000000 (900t anow)

14. Ars an odd-numbered suspect's FRINTS on the 457
4Y4ES N0 0000000 (cant anowd

:ﬁ‘ m 4. Was the MURDER WEAPOM » 387 s N

8 Did the murserer oo lo PLACE A, Bor C? uES np

S|NG WONG 10. Which AREA weve you In? 3 Uplown o Mictown § Dowriown
Dutren 13. Are an odd-numbered suspect's PRINTS on the .387

e HES NO  DOOOO DD (cont bnew)

14, Are an 03d-nembered swipect's PAINTS on the .437
HYES N0 0000000 {scht know)

2L-264 - ideal Toy Corporstion 1979, Hollis, New York 11423



ELECTRONIC DETECTIVE

GAME
KEYING GUIDE
First, turn game on: press ON
Next, enter difficulty: press number 1, 2 or 3
Then number of players: press number 1,2, 3 or 4
To start the game: press ENTER

Jo ask Suspect's Alibi: 1. press SUSPECT
2. press suspect's number
3. press ENTER

Yo ask Private Questions: 1. press PRIVATE QUESTION
2. press question number
3. press ENTER

To end turn: press ENO TURN

To make accusation: 1. press | ACCUSE
2. preas suspect's number

3. press ENTER
Yo turn game off: press OFF
PRIVATE QUESTION GUIDE
@ m 1. Did the murderer go 3o the EAST SI1DE? YES
. 2 Did o MALE do it? “ES
LENNY LITTLE an: you on (he EASY SIDE? YES

Vemeat 211 Lae 13, Ao 80 008-numbered sUIpect's s PAINTS on the 181

no
ng
ng

0000000 (don t krow!

14. Are an odd-pumbered ouopocnggm?! on the 457

fa 0000000 (cor  know)

@ 2. Did s MALE do 1? HES

ng

3 What AREA did (he murdere: o t0?
AL FARO‘OK 3 Uptnan 4 Msioan S Downlean
M 9. Ware you on the CAST SIDE? “ES Mo

13. Are an o&d-numbared suspect s EPSINTS on the 387

na a0 000 00 (3¢ t knoa)

14. Are an odd -numbered suspact’ QEPQIN'I'S on tve 437

no a0 oDA 00 1dn 1 krow)



PRIVATE QUESTION GUIDE—(Continued)

@ 3’ 3. What AREA &8 the nwyrdeser go 107

3 Uptlown 4 Mictown 9 DowmMown
PEPE PEREZ2 4. Was the MURDER WEAPON s 387 4ES  no
frareazy Daece 5, Where was the .39 hidden? RuLAHEF

Marnns In S D e Poces
13. Are &n odd-numbered umonmu on the 387
HeS M 0000000 (contanow}

14, Are an odd-numbered womro PRINTS on the 457
NES N0 0000000 {acrt ancw)

B Dﬂ 4. Was the MURDER WEAPON ¢ 387 NES no

5. Where was the .38 hidden? RARbLCAHdEF

TONY RACHET! 5 wece you on the £AST $1DE? SES  no

Prav-o e
Unregis 206 GraRereen  13. Are an 060-numbered suspect's PRINTS on the .387
4ES no 0000000 iacn't snow)
14. Are an odd-rumbered suspact's PRINTS oA the 4S?
4ES NO  00DOD OB idcnt hnow)

[Eﬂ “5” 1. Did the murderer 9o 1o the EAST SIDE? ~“ES  no

4 Wae the MURDER WEAPON » 387 “ES ng
M'lCKEY 9. Were you on the EAST S10€7 HES na
o MALLEY 13. Ars an 0dd-numbered supect's PRINTE on tha 327
m;“ =0 HYES N0 QO0D0 00 (den't know)

14, Are an odd-numbiered suspect’'s PRINTSE on iIhe .43?
YES 0 0DOO000DO (don't know}

@ 3. Where was the 38 higden? ALCYEF

&. Where wes the .45 hidden? RLCJEF
12. Were you whare & WEAPON was hNdden? HES no
FINEFLUGLE 13. Are an odd-numberad suapect’s PRINTE on the 287
Producer 0 00000 00 (donr t know)

' . el
1310 818, Joun Frstiuie ‘"‘“mm.\\pm-ggl“?lnh

na  DOOVO OO (Yot Know|

} 4 2. Did @ MALE do ir? MES no

5. Where was the .38 hidden? AuCdEF

?.?:E:,FAPP 12. Wore you where s WEAPON was hidden? “ES no
L]

13. Are an 0dd-numbeced suapeact's PRINTS on the .387
“ES N0 uuoontmmum Rnow|

{4, Are an odd-numbered mmr.mlmmm
ES NO Unumuﬂ(am:uaws

@ 3. What AREA di the murderer go to?

3 Uptown o Mudtonn € Domriown
BUSTER BAILEY 5. Wheve was the .38 hidden? AbCJEF
g::;'“"”“ Narer 12. Were you where 2 WEAPON wes hdden? “ES no

13. Ase an odd-aumbered wspect's PRINTS on the )8
“ES NQ 00000 00 (gon't wow)

4. Are am odd-numbered suepect's PRINTS on the 457
€S N0 0000000 don’t knew



7109

1. Did the muederer go (o the EASY $IDE? HES ng
ROCKY ROLL 5. Where was the .38 hadden? AbCJdEF
s £10 Caney it 12 Were you whare 8 WEAPON wee hidden? 4€S  no
13 Are an odd-numbered auapeci's PRINTS on
HYES ND DD UOD 00 {gont knowm)
14, Are on odd-numbered suspacts PRINTS on the 45?7
MES 00 00DOOOO (don't knam)
.»_ ‘1 '
,13 .._4’ 1. Which FLACE coniained onty 3 suspacis? RLbL JdEF
8 Did the murderer go W PLACE A, Boar C? MES no
LING TONG 12, Wate you wheve 8 WEAPON was hidden? 9ES ng

Pastarart Garer
R

13. Are an odd-numbered suspects PRINTS on the 38?7
NES ng Q0 BOD 00 {acn 1 knaw)

14 Are pn odd-numbaered suspeci's PRINTS on the .4
“€S n3 00 OOD Q0 (dent krow)

IVY LITTLE

Land ady
Varradio B, Le~sy LMo

6. Where was tha .45 hidden? ARuECAEF
2. Which PLACE contained only 3 suspecie? ARLbCJEF
1. Wero you at PLACEA. B e C? 9ES no

13. Are an odd-numbered lutpod‘. PRINTS on ihe 30?7
ES N0 0000000 ident hrow)

14, Are an 0dd-numbered wtpocl 8 PRINTS on ine 437
NMES N0 DOCOOO0O (gqon't waw)

LUCY TUMBLE

SecCinwy
843 Leosing

2. Did o MALE a0 it? “ES ng
8. Where wos the 4S5 hidden? RbCdEF
11. Weve you 2l PFLACR A, B or C? HES no

13. Are an odd-numbered uwm s PRINTS on the .30
ES N0 OO0 00000 {den't know)

4. Are on cdd-numbered suspect’s PRINTS on the 487
“ES N0 0000000 (den't know)

PIPER PEREZ

Latn Snger
Natred 1o ¥ Pepe Meres

3. Whet AREA did 1he mucdeser go 107
3 Uptown 4 Migtown S Downsown

7. Which PLACE contsined oaly 3 suspects? AnCdEF
11. Wero you st PLACE A, Bor C? “ES ng

13. Are an odd-aumbered suspect's PRINTS on the .387
HES NO  QO0OC0O00 (don't know)

14. Are an odd-numbared suspect’'s PRINTS on tha .45?
4“ES N0  000000Dwent knowl

DINA RACHETI

N
Narr et 10 24 “ory Rachel

1. Did the murderer go bo the EAST 510T? “ES ng
8. Where wes the .45 higden? RoCdEF
11. Werg you sl PLACE A, Bor C? “ES ng

13. m.aommwasnmuonm.n?
MES 00 0DOO0O0CBOD ldon't knowm)

14, Are an odd-numbdered lunpoct‘lmmell 487
ES N0 0000000 (den't know|
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ELECTRONIC DETECTIDE

CASE FACT SHEET GAME DETECTIVE  (your name)

THE MURDER FACTS

WHO? =

The victim was (name) The body was found at: PLACE

SEX OF THE MURDERER? [ male (] Female

WHERE DID THE MURDERERGO? [__] 1. WestSide | 2. East Side
@@ D 3. Uptown D 4. Midtown D 5. Downtown
WEAPON USED? (] 3s=y ] a5~

Odd # gu‘ Odd = 5@ ,,
FINGERPRINTS? Even # 2%  Even# 72

aiing
WHO WAS WHERE? B % Co e E d@ Flem f
Art Show Box st Thestrs Card Party Docks Embassy Factory '

Men wWomen Men  Women Men Women Men Women Men Woman Men  Women

T R AR AR AR
s e () ) ) (21 2
weer . [ DEDEDEDEDED

WHO SAID WHAT?

SUSPECTS Men and their Statements Women and their Statements
1. Chte’ 1.1 it
2 Farook 1.2 fuhie
4 pocheti 1.4 Rachet
8 g':l?l’hy 1.5 Stenar '::‘,?
6 l“-"il.t:tluglo 16 :?::uum %
7. Ravp 1.7 petti
8 Bailey 1.8 pu
9 Ro” 1.9 Ron”
1.0 Yoo 2 0 Yoo

- N3
2 ateres
WHO DID IT? ( S
| Accuse Suspect \ m s
R All rights reserved. ;
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