Trials & Tribulations: The Rapunzel Killer Paper Prototype

A Press Select Interactive Game

Game Manual

Designed by: Derek Sinex

Index:

Materials, P. 1

Player Roles, P. 1

Pre-Game Setup, P. 1

Game Start, P. 2

Victory Conditions, P. 2

Game Play Rules, P. 2

Advanced Rules, P. 2

Modified Single-Player Rules, P. 2

Clue Cards, P. 3-5

Trap Cards, P. 6

For optimal game play, T&T: TRK requires two players.*

Player 1 is the Game Master

Player 2 is Investigator Silver

Materials Needed for play:

1 Electronic Timer (i.e. timer under the Clock Utilities on an Iphone, oven timer, microwave timer)

2 Blank game map for both players to see

3 Another game map that the Game Master only (unless accused of cheating) has access to which they arrange the traps and clues onto, one time, before the game play starts.

4 Paper and writing utensil for each player

5 Clue Cards with answers

6 Trap Cards

Player Roles:

The Game Master’s objective is to arrange traps and puzzles, represented by X's and O's respectively, on the game board in an attempt to drain the Investigator’s time; represented by the time on the game timer. Investigator Silver's objective is to successfully disarm traps through physical activities and obtain five clue cards by using their intellect to solve clue card questions before the timer runs out. (See Game Play and Advanced Game Play Rules for more information)

Game Master Pre-Game Setup:

On the Game Master’s game map, the Game Master marks five rooms with an X and five rooms with an O. X’s represent traps and O’s represent Clues. The Game Master receives two minutes to complete this activity before the game starts.

Game Start:
The timer and game start when Investigator Silver declares the first room to be investigated.
Victory Conditions:

In order to win, Investigator Silver must collect five clue cards before the game timer runs out of time. If the Investigator is unable to collect five clue cards before the game timer runs out, the Game Master wins.

Game Play Rules:

Start the timer on 30 minutes. If the Investigator successfully solves a clue card question, two minutes are added to the timer. If the Investigator fails to solve a clue card correctly, two minutes are subtracted from the timer. If the Investigator fails to successfully disarm a trap, five minutes are subtracted from the timer.

The Investigator declares which room they will investigate each turn. The Investigator may choose any room their wish as long as they have not previously investigated the room (See Advanced Game Play Rules for more information). Depending on trap vs. clue placement before the game play started, the Game Master will declare whether or not the Investigator must disarm a trap through a physical action, or, if they must solve a clue question in order to try and obtain the clue card. The Game Master draws from one of the two card piles (trap or clue) and reads the prompt on the card. If a trap card is drawn, the Investigator is given the card after the Game Master reads it and performs the prompted action in order to disarm the trap. If the Investigator is successful, play continues and they choose a new room to investigate. If the Investigator fails to disarm the trap, the Game Master subtracts 5 minutes from the game timer. If a clue card is drawn, the Investigator attempts to solve the puzzle/riddle asked by the card. They may use their paper and writing utensil for assistance. When the Investigator is content with their answer they declare their answer to the Game Master. If the answer is correct, the Investigator keeps the clue card and 2 minutes are added to the game timer. If the answer is incorrect, the Game Master subtracts 2 minutes from the game timer.

Advanced Game Play Rules:

If the Investigator has investigated all five clue rooms, does not have five clue cards, and still has time left on the timer they may check previous rooms they have been in to attempt to obtain five clue cards before the timer runs out.

*Modified single player rules: 

When the player chooses a room to investigate, roll a six-sided die. If the player rolls an odd number, draw a Trap Card. If the player rolls an even number, draw a Clue Card.

A special thanks goes to my wife, Adrienne, for all of her love, support, and for play testing this game. As well as, to my friend and hetlife Ian and my friend Aerol, for their help with brainstorming, creative consulting, and the Press Select brand.

Clue Cards:

The Bus Problem
You’re driving a bus. 13 people get on the bus, 10 people get off, and 7 people get on. The bus stops two more times for a total of 18 people getting on the bus and 5 people getting off the bus. What color are the bus driver’s eyes?
Answer:
Varies based on the player’s eye color.
The Cabin
There are six people in a cable in the woods. All six people are dead. There is plenty of food in the cabin and none of the people have sustained gunshot wounds nor have any of them been attacked by animals. How did they die?
Answer:
In the plane crash.
The Bacteriologist Problem
A scientist is experimenting with bacteria that are one micron in diameter and that reproduce by dividing every minute into two bacteria. At 12:00 PM, she puts a single organism in a container. At precisely 1:00 PM, the container is full.
At what time was the container half full?
Answer:
The container was half full at 12:59 PM. When the bacteria doubled in the next minute, the container became full. This is an example of exponential growth where the growth rate is a mathematical function that is proportional to the function's current value.
The Missing Dollar Problem
Three students checked into a hotel and paid the clerk $30 for a room ($10 each). When the hotel manager returned, he noticed that the clerk had incorrectly charged $30 instead of $25 for the room. The manager told the clerk to return $5 to the students. The clerk, knowing that the students would not be able to divide $5 evenly, decided to keep $2 and to give them only $3.
The students were very happy because they paid only $27 for the room ($9 each). However, if they paid $27 and the clerk kept $2, that adds up to $29. What happened to the other Dollar?
Answer:
The manager took it.
The Man in the Room
A young man was committed to solitary confinement in a sanitarium. Eventually, the young man aged into an old man and every day he receives two meals, one in the morning and the other at night. However, there is nothing in the man’s room: no windows, no lights, no chairs, no bed, nothing. Except for a spider and a quarter that the man flips every minute of every day. The only way the orderlies in the sanitarium know the man is alive is that he pushes an empty tray back through the door slit when he is finished with his meals. One day, the tray is not pushed back under the door. The orderlies decide to open the door and they discover that the man is dead. How did he die?
Answer:
The man flipped the coin into the spider’s web and died of fright because he thought there was someone in the room that had caught his coin.
Vacation Murder
A married couple, man and wife, had a very stressful marriage because they are constantly arguing over money. One winter the couple decides to take a ski holiday in Sweden. When they arrive at the airport the couple gets in an argument and the husband agrees to get the tickets while his wife waits at security. The man returns, the couple makes up, and they enjoy a lovely holiday in Sweden. Sadly, while on the slopes the woman tragically dies and the man, grief stricken, prepares to return home early. Before he can leave the police arrive at his room and arrest the man. How do the police know the husband is guilty?
Answer:
He bought her a one-way ticket.
Drinks for Murder
An extremely wealthy stockbroker, his wife, and sister go their brother’s house for a celebratory drink after the stockbroker updated his last will and testament. The brother offers everyone a fine scotch: The stockbroker take his with ice, his wife takes hers with no ice, and the sister politely refused the drink. After giving his guests their drinks, the brother pours himself a scotch on the rocks and quickly downs it while he and his guests exchange polite conversation. After an hour the wealthy stockbroker keels over and dies. When the police arrive they question each person and note the crime scene: two glasses half-filled, no ice, and an empty glass. Each person clears the initial check but upon testing the scotch they find that the stockbroker’s glass contains poison. Who is the murder?
Answer:
The brother. The poison was in the ice and released into the drink when it melted. The brother was not poisoned because he drank his scotch before the ice could melt. The stockbroker was not as fortunate.
The Animal Kingdom
Four part puzzle: How do you get an elephant in a refrigerator? How do you get a giraffe into a refrigerator? All the animals in the animal kingdom decide to have a meeting. Which animal does not show up? You are walking along in the jungle and come to a river with a sign that reads “Do not cross: Human-Eating Crocodiles!” how do you know it is safe to cross the river?
Answers:
1. Open the door and push him in. 2. Open the door, take the elephant out, and push him in. 3. The giraffe, he’s still in the refrigerator. 4. The crocodiles are at the animal meeting.
The Magical Hangman
The police arrive at a crime scene. What they see is a man hanging from a noose attached to a high support beam in the middle of a room void of all furniture and underneath the man is a large puddle of water. How was the man able to hang himself?

Answer:
The man stood on a block of ice and waited patiently while it melted, eventually being strangulated.

The Layered House
There was a green house. Inside the green house there was a white house. Inside the white house there was a red house. Inside the red house there were lots of babies. What is it?
Answer:
A watermelon

Trap Cards:

Tightrope!
-To disarm this trap: you must walk the length of the room(in real life) in a straight line, heel to toe, with your arms extended straight out from your body.

Bear trap!
-To disarm this trap: you must hold a plank position for 30 seconds.

Floor-O-Spikes!
-To disarm this trap: you must complete 10 push-ups

Pendulum Axe!
-To disarm this trap: you must complete 20 sit-ups

Tripwire!
-To disarm this trap: you must complete 5 burpees

Doorstop!

-To disarm this trap: you must complete 15 lunges

Shotgun!
-To disarm this trap: you must complete 15 squats 

Game Board:
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