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THE INVESTIGATION
THE ART OF DEDUCTION
by JEROME LANGE

A private detective never gives up. He returns time and again to the
established facts and the clues until he brings them together with absolute
logic. The final solution must be coherent..

He has several methods of investigation at his disposal :

[1] action,
1] dialog,
] the search for clues.

V== =——TaGTION|

The detective is free to choose his movements and actions. This liberty
of movement allows him to carry out the investigation in his own style,
following his own intuition.

He likes to observe what happens around him. Sometimes, he must hide
in order to oberve without being seen. The information thus obtained is often
priceless. We are always more efficient when we're well-rested and well-fed.

Thus, the detective never hesitates to eat and sleep if he feels the need
to restore his energy..

The detective uses his head. At any moment, he is capable of remem-
bering an answer which he has stored somewhere in his memory.

At any time, he can inventory the objects that he has on his person in
order to deposit them in a certain place or put them in a drawer, a closet,
a sack... in the case of deposited objects, the detective ties a knot in his hand-
kerchief so he can remember where they are if he needs to.



N=——— ———— DIALOG |
When he meets = -uspect, the detective has three possibilites :

E to ignore him,

to follow him,

[c] to speak to him

m To ignore the presence of a suspect is always a delicate matter. In such
a situation, it's better not to try to have a finger in every pie.
Discretion is an essential element in the success of an investigation.

@ To follow a suspect allows the investigator to verify or fill in gaps in the
suspect's schedule, while trying not to be noticed himself.

To speak to the suspect involves questioning, and in some cases, an
argument. If a suspect lies or doesn't tell the whole truth, the detective
can contradict his statements with a response that he has stored in
memory.

He also has more expeditious methods at his disposal : give something,
to bribe the suspect, or to beat him up. On the condition that he gives
the right object to the right person, that he bribes with enough money
or has enough energy to beat up the suspect without being beaten up
himself. )

Finally, it is possible to show an object to a suspect or a witness to obtain
additional information.

T . THE SEARCH FOR CLUES

The detective pays a great deal of attention to physical clues. He has
several actions at his disposal that allow him to examine them. And an object
may speak louder than a person. In addition, as we have seen, objects can
be shown..

The art of deduction is a game. The detective knows the rules of the game.
But he also knows that a police investigation is full of sudden unexpected
developments. He often has to improvise to thwart would-be traps that could
prevent him from discovering the truth.

———— MAUPITI ISLAND

' THE STORY
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—— MAUPITI ISLAND ————
THE GAME

= ——— | THE GAME AND THE MOUSE

Maupiti Island is played uniquely using the mouse, which is represented on the
screen by a moving arrow.

By moving it over the bamboos at the top of the screen, you will get the menu
planks. To choose an action or a movement, position the mouse on the plank of your
choice, then click on the button to the left.

During the game, you can repeat the last action chosen by clicking on the button
to the right of the mouse.

After choosing an action, the computer sometimes waits for the player to indicate
a place on the screen. In this case, the mouse takes the form of a moving hand.

Click on the left to indicate a new place, or on the right if the place chosen is
the same as the precedent.

lﬂj};— — EScenario n° 1 E ACTIONS

@ Movements :
Movements are free, but not without danger ! Never forget that you are not
alone on the island.
If you are caught in a room or a cabin by its owner, you will automatically
enter the dialog mode... Always try to communicate, even if the person
doesn’t want to answer.
Careful : the duration of your comings and goings is taken into account by
the stopwatch. And time passes quickly...

'B| Inventory :
This lists the objects that you have on your person. The object that you
have in hand is written in white. To choose another object, click on its
name : it will then be written in white. Don't weigh yourself down for no rea-
son... you're a private detective, not an ironmonger.




[c]

Action :

You have 16 possible actions. With them, you have the means of carrying
out an in-depth investigation.

Note : search the knotted handkerchief will show the objects that you have
stored in the place where you are (see paragraph N° 4).

Self :

Deposit, read and look at an object that you have on your person... or in
order to hide (sometimes, you should do so to observe what is happening
around you. Suspects do not always act the same way when they know that
you are there).

File :

Save the current game.

Note : Loading takes place only at the beginning of the game. This is deli-
berate, to force you not to tinker with the time. As far as we know, no one
has such a possibility in real life. If we're wrong, contact us, we'll make a
game, a film and a novel from your personal experience !

The characters present :
Always keep your eye on them. First, it's your job, in addition, they could be
dangerous.

Your energy :

Watch out for your physical condition (eat and sleep). It's just like real life !
By clicking in this box, you will obtain the percentage of the clues that you
should have noticed.

The time :

You have the hour and the date : AM : is from midnight to noon and PM :
from noon to midnight.

Time is important. Note carefully the times of various occurrences... this
could be usefdl....

Lankhor :
Or a knotted handkerchief to remind you that you have left objects in a
place where you are (see paragraph C).

Responses to actions :
Don't drown in useless responses. Go to the heart of the matter.

= = | THE DIALOG

By clicking on the name of the person when you are in the action mode, you
can either speak to him, or follow him.

SPEAKING | — = Scenario n° 2 l
A Repeat :

If you didn't hear the answer well, the witness can repeat it as many times as
you wish.

Question : .
Click on «question» : the questions will appear. Then click on the question of your
choice. Ask the right questions of the right person. And above all, don't waste
time ; people have other things to do. They have their own lives to live.
Don't chatter uselessly, think before asking a question. If someone doesn't want
to answer or doesn't give the same answer as another person, well... argue !

Argue :
Memorize : use your memory when an answer seems interesting. This will help
you contradict people. You need only click on the «<memory» plank, then on the
chosen number. The numbers in use are shown by a color dot. But since you
don't have a large memory, take some notes too...
Remember : allows you to hear a memorized response by clicking on the num-
ber of the chosen memory.
Contradict : when two answers seem contradictory, go click the plank «contra-
dict» right away, then click the number of the memory of the answer to contra-
dict. If he doesn't understand, he will tell you. Anyone can make a mistake... even
you. If he repeats himself, that means he confirms his declaration.
Bribe, beat up or give an object : if you have nothing with which to contradict
a character who gives you the impression of lying or of not telling the whole truth,
use drastic measures...
But be careful ! You mustn't abuse them... You could be in for a surprise...
Show an object to someone : this allows you to obtain information about the object.
After clicking on « show », click on the name of the object. The person will
answer you...

D] Stop : Leave the dialog mode.




| FOLLOW = ——— Scenario n° 3

‘A Follow :
Continue following.
If you're caught, try to establish dialog.

E Give up :
Allows you to leave the follow mode to return to the action mode.

1| The characters present :
When you follow someane, don't lose sight of the fact that there are other sus-
pects around you.

2] Your energy :
Nothing is more tiring than shadowing someone.

|? The hour :
To know the times of movements of the person you are following.

|i| The date :
See scenario 1, number 3.

5] The person that you’re following and the place where he is.
‘6] You and your actual location.

7| The island :
View of the island with your position and that of the suspect that you are following.




[A] Next :

To see the following object.

—— SCENARIO n° 4 = THE OBJECTS |

'B] Action on the objects :
You can read them, take them, look at them, smell them, and touch them.
No detail can escape you.

(1] The characters present :
See scenario n° 1, number 1.

(2] The hour :
See scenario n°1, number 3.

(3] The objects :
Appearance of objects.

|4] Reponse to actions on the objects.
Note : to use an object, you need only have it on your person (thus in the inven-
tory ) and to click on one of the verbs of the action menu... except to put and
leave it (see part Il, paragraphs B and C).

== MAUPITI ISLAND — —
TECHNICAL DATA

more than 120 documents presented in the greatest detail,
0O
animated landscapes,
O
an hour of sound and musical atmosphere,
|
450 voice-synthesized sentences,
O
a dialog mode rich in possibility : to question, memorize, remember,
contradict, bribe, give, beat up, show objects...
O
complete liberty of action and movement
O
« user-friendly » manipulation
O
a script of 400 pages and... change its form, follow, observe, hide...
O
In all, 2.8 Mo cpmpressed on 2 discs
to reduce manipulations and sales price as much as possible.
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Scénario N° 4
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