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TRODUCTION

s Cluedo, the world's famous detective game - but presented in a new and

way! Arlington Hall is laid out just as it’s always been, with Colonel Mustard,
rrlet and all your favourite Cluedo chargacters, Now you can ring bells to summon
er; rummage through drawers looking for clues;interview suspects, plus much.
more. There are numerous people residing at the Hall ag thé rime of the murder.

{r. B::dcjvy:j«- Master of f\rlingt_x’_:.p Hall
a rich bachelor who is feargd mather
han loved.

Mrs:Peatock - w rather
meimidating widow, with an
ation towards arrogance, who
eginning o find her funds are

not Limitless.
Miss Scarlere - Mr. Boddy's niece
who may appear quirte dizzy ac times
hut is actually devious and cunning.

Mus, Wiltiee - the housekeeper of
Arlington Hall - a selt
important womag with 2
tendency to-be inquisitive and

something of 4 gossip,

Colonsl Mustard - 2 resiced army
cofficer, impeccable both in
manner and deess, very mudh &
ladies man, but with mare than a
hine of & tu.thless streak!

Mr. Gm-ﬂ vain, weik anJ v
handsame, he displays unmcm;:
‘charm unless his greatest love -
money - is thrmcn_cd'. :

meessor Plum - his ab&t‘ntm&m{e&
dnd eccentric perstnality dnguasts i
degree of stubhornriesk chat may
ics:i him o dangerons summ:mt&

Your ras .IS ™ ﬁndm: who lmndercd M. Boddy, what :h& murdeér was,
hich voom the devilish deed rook place. Bur Be warried! Yix only have three

able to make your decisians and mavements by using the D4

gach to find the solution.
i3 ; 4 As sach story progresses you will be guided by clesr Instructions and
controller 1o maove thi cursor and action your seléction,

!

CTING A STORY

e

Every time you |"F'.'n;' the game, a story 1s selecred for you at random - but you may have
a particular favourite. You can make your own choice by simply pressing an acrion button
during the butler's introduction and so select the story you want, The Hooded Madonna -
This valuable painting was said to be cursed and Mr. Boddy kepr it locked in his safe.
Happy Ever After - Mr. Boddy amazes everyone with the news thar he is planning to
marry. Deadly Patent - It’s said that certain precious stones are lucky, but good luck
seemed to desert poor Mr. Boddy

LECTING
CHARAC

After the introduction, each player in
turn points the cursor ro the characrer of
their choice on the photograph and clicks
an action button. You may also select
RULES from the same screen. Any

number of players berween one and six can

leceed a
character, click on the door and go
straight through to the board

play Cluedo. Once everyone has s



When the board is displayed, the current player's
character will be in the centre of the screen. Press an Once you have entered & room, your investigation begins: Move: the ttirsoraround 16
see'if there is anyehing of incerest in the room. If you go o the edge of the scréen you
may discover there is even more of the room to be seen."As the cumsormov

itichanges shape; offering each player a range of options.

action |".IT[(I:! to start ‘.|]I'

die rolling es over objeces,

I
== |. When the cursor changes to this Spectacles. Selece the spectacles to
10 1 . -
[‘:'5‘,. shape, it tells you there is ask che person you are inrerviewing for
= $omething here worch their observationgd.e. did chey see
mvestigating. Press an action button and a anything unusual juseiprior to tle
picture is revealed with a clue. murder?

AS you move over any clock in the Exhibit Tag. Select chis to ask

5 ! 4
! foom the cursor will change to a abour any of the weapons; (yon will be
camera ien, Press an action button offered a second screen which givesyoil &
= to see what hﬂppencd in this room before choice of weapons to ask aboug)

the murder tonk placs, :
F Statement. Seleft this ro hear the

Wh&l‘l the cursor passes over people witness VErsion of whar happened -
i the room, the question mark rc-mcm';\cr t'nc‘ murderer can lie!

' icon indicates that you can ask
P t';'ucsti:r._)r_l. HV:‘?“ S ask 2 Fub ‘Warch. Select this o find out
question of someone who isnt in the where the person you are questioning was
: at the time of the murder - everyone has

room, just summon the butler (see bell
icon) and select a person to interview from 7 alibi! Again, remember that the
: murderer can lie!

' the photographs. You may ask the person
a question by selec tmg one of the objecrs
o the desk.

The board will

indicate all the squares

YOu can move to Point to the

square or room of your choice and press an action
burton. You cannor pass over another playing piece
you can only go round it. Remember, if another piece

is blocking a doorway, you cannot enter or leave thar

roam.



I you find chat y lp you can
call the bu{!c—: from any roomy simply by

selecting the bell icon. Choose the

lass from che tray-in order o

magnifying |
be nlfxrui a clué. However, every clue you
ask for means you lose one of your chances

to salve the mystery. You can also

m. A se

L .t the clue shiould be che eruth or a
see a diff ] 1, § an the cursor changes to this

whet
lie - juse press action button one for the

arion or to ask for a clue, The bell o you will | stumbled upon a secret q trurh and b

icron cwo for a lie) chis is a

| pull icon summeons rlu I; itler. You PaSSHEE [0 ano wim. Once in the

of confusing the ocher players
an Interview anyone t from the roOm you can make you who worn 't know whether to believe the

room by selecting f the butler’s Y ovement throu |1 a s

on't ler them

or not - just

‘h bugeon you press! Remember, a

turn lie can give you just as much

lass to inspect a « |II i informarion as the cruth. For
example, if you have asked for a lie

To leave a room s ¥ Move your
and the butler tells you the

cursor over the door, an

UrdSter Wik & WOmAL Yo, &
action button w the doorway murdere 5 yman you, and

icon ap and you will b ned to only you, will know that

2 it was, in fatc, a man!
the man board. P action button to bk ks 0 phag
il che die d you will be able to move

before.

"'_'P ~ V¥hen youl have moved 10 3 Foom - aither from the board, o

throagh & secred passaps - you may only select one dptio
during sach:




HINTS FOR THE DETECTIV

P —

Here are some useful ways for discovering the truth abous
wha: happenad at Arfingron Hall

S

Game strategy. When you move round o are gn certain places or why ¢ertain
room, move the cursor about ro gain a | ‘fingerprints appear on Certain weapons.
feeling for dhie type of chings which might  Warch for empry. drawers - for example, if

be hidden in the different reoms: - Professor Plum says he pu.t the gun in the
Flashbacks - the ! drawer in the
3 camera lcon - ~study and it is
Once you'te convinced you know who butler will téll you whegher vou dre are aseful not there.,
committed the murder, where they permitted to continue playing the gume. i ! because  chey where s it
petpetnited the crime and with whar If the players use up all cheie acousations 3 i give you some naw? And
WERPOD, YOu must make VOUr wWay and mo-ane is correct, vou will @l havea ULt - e iﬂ?ﬁﬂ{m.@%tibﬂ : ﬂﬂti:h (VL Eur
immediately to the murdér roem. Y ou chance to 3 about lwhat : b : : i4siklas head the ‘occasional
must always make your accusation from see what T ! shuphi -hmpmcd before ; HEE - ed herring? A
within the room where you think the really =, ' the murder and chey, allow you to p:ece - pood strategy s to pursur every jeem of |
murder was commigeed; Then call che happened. 2 n)gdher““w) The objecrs in a mwom 3—"’3 : infomnutmn it -IX 1 verified . T1 spmenne
butler using chejbell. From the tray select You may prefer \ ﬂjsa useful because most objecrs do torm 3 18 t’&ubht lying he or she th] be the
the handcuffs. Yot will chen be asked who not to know, it's some part of the story and it should be: :mﬁrdcrc: bl:cause u'ly the murd rer 1§ 4
you think murdered Mr. Boddy. Select up to you!

your charactegiing the weapon. The

\ possibile to worl out why certain objects

butler will #éll you whecher your
accusation % eareect. 1f you are wrong the




IDENTIFYING THE

You tz2n track down. the culpric by a
number of ways, Yo tan cacch then
telling a lie. If Miss Scarler says she never
rouched ‘the candlestick but you know her
tingerprints are on i, then she is lying!
Ohservations can sometimes yive
useful clues: for example, Mrs
White says she saw Mr. Green  §
having an argument with Mr, I
Boddy but when asked for his
statement Mr. Green says they
were good friends. The only way o
naul the murderer is to ask him oz
her for their alibi. Check this against the
alibi of the others, All ulibis can be
corroboraced by at least-one othes person,
so whoever 15 lying will be the murdeter.

MURDERER

AR

For example,-if
MrsiPeacock Ak
e says she was
inthe
conservatory with
Miss Scarler, bur
Miss Scarler says she was
in che kitchen wich
Colonel
Mustard, you
should then ask
Colonel Mustard
for his alibi. If he
admits he was in
rhr kitchen, chen
Mrs. Peactiek s lying.

FINDING

There are six Weapons and vl
will find them as you move
through rhe house. Some have
fingerprints on thenand some
don't.You need toask the owners of the
fingerprints what they know abour the
weapon. They will each tell you where

they found it and where they lefe it This

shiould allow you to trace che path of the
wedpon and if it is in the correct location
you gan probably discount it as ghe
milrder weapon. For example - ifthe
leadpipe was found in che log baskee in
the lounge and Colonel Museard admits
that he pur it there afis tnlikely that this
was used as the‘musder weapon

THE

MURDER W

Somerimgs the evidence mayseen clear =
Mr. Boddy's blood on the knife, for
example, burunless you have looked ar

the flashbacks you can't be certain

whether or not Mr. Boddy cut himsclf
with the knife by accident. The seerct is to
locate a weapon and find our if all the
fingerprints are accounted for. If there are
no fingerprints check that the weapon has
ended np where you would expect it to be:
It che gon has been fired twice,
for cxample, check the
tlashbacks to find aue
whete and when the
gun was fired.




TIFYING THE MURDER ROOM

'C

There dare plenty obelies about the
murder room lictered throughour the
game, Someone’s obse
they saw Mr-Bod

was the last anyone sawof

room, and ch

him, or youlmay find a blondstained

handkerchiéf stuffed behin shion

Similarly the murder could not have
place where there were pther people

present @nd | this can be checked asking

for alibis. Of course, the murder could
Have begn committed i atoom which
st left so bé careful not to

sbmeong hat ju
assume, simply because i ggom is

menriofied &t che beginning of an alibi it

cannot be the murder room; The murder
room will always have one plece af

YOUR DETECTIVE GAME CARDS

Remember, good detective work is Sierough and methodical
You can call for and check the same piece of avidence as mary
times as-yau bike.

| the cards

i after each use, 3

Each player

specific checklist printed on a

has been provided with a repla

mexplicable@vidence in ir, however wipe-clean wiped clean afrer e same. The

follow information gives vou a juide as

hecklis

INNOCUOUS 1T SeEms. Bw h:\i;".' 51;{.55 in the The d ry wipe pens have 1nk
hithard rem may h en left there by
Mr. Boddy jusc het: e was murdered. A or cloth after each game, so that the
ted stain GRthe carpec may have occurred
during a striggle:
Where cheres
evidence, look ar
the flashbaeks o
see 1f thate is any
phvigus reasen for
it, Wheee there
isn't youras
probably-assime
you have folind the
murder rOOM.

SUrrace

to how to use the

which can easily be removed with & tissue

€ players may choose to

lises can be re-used on feture games without them, relying o

Note: It is important chat the pen caps are  mental super sleuth deducricns!

T N B iy e R S O - JEELY.. SRR <, TSR e R - SR .



When you ask tor an alibi, you should
Y s

listen carefully to what is being said
Tick the people w
L'JLh room (rl_'”'ll.:'l'lb(_'rl!l&[ to TI""k rh{'
person being interviewed). For example,
Mrs Peacock says, as part of her alibi:

¥

re supposed to be in

“l was in the lounge with
Miss Scarlet and Mr Green when
we heard the news”

MISS MRS MRS
SCARLET | PEACOCK WHITE

COLONMNEL |PROFESSOR MR OTHER
MUSTARD PLUM GREEN INFORMATION

[ rounce v v

5

Each of the people mentioned is ticked in
the appropriare box. When Miss Scarlet is
asked, she may say:

“I was in the lounge with
Mr Green when we heard what
had happened”

Pur a line through the rwo relevanr ricks
to show chat their alibi has been
corroborated. If you wish to check furcher,
ask Mr Green and circle those that are
corroborated. This should show that Mrs
Peacock has no alibi for the rime in
question - and is therefore the murderer!

MISS MRS | MRS
SCARLET | PEACOCK | WHITE

COLONEL | PROFESSOR MR OTHER
MUSTARD PLUM GREEN | INFORMATION

[ Lounce g e

Whenever you find a weapon in a room,
you should fill in the weapons check list
Fill in the room in which it was found,
'.I['I[i \\'I'IDS{" ﬂng?rprmrﬁ are on Yl“' \\'t—.jp(:n
You should alse fill in any other
information, such as whether the gun has
been fired, or whether there is blood on
the lead pipe. For example, the gun is
found in the billiard room drawer. It has
one bullet fired. Fingerprints Mrs Peacock
and Professor Plum

LOCATION |  MIsS MRS

SCARLET | PEACOCK WHITE MUSTARD UM

Professor Plum can rherefore account for

his fingerprines on the gun, bur why is ir
in the billiard room? How did it ger chere
from the study? You must continue to
investigate, and if there is no explanation,
this may be the murder weapon

[N |pemwmon| v

COLONEL | PROFESSOR MR, TR
GREEMN EVIDENCE
v FIRED ONEE

You ask Professor Plum about the gun
and he admits chat he did find it in the
ballroom bur:

“I took it to Mr Boddy’s Study
where | thought it would be safe”

MISS MRS COLONEL |[PROFESSOR[ MR
|LOCATION | ccapier | PEACOCK | WHITE | MUSTARD | PLUM | GREEN
| GUN BRLIARD 004 | i | | v |




When you examine a room, there miy be
evidence of a different sort - overturned
furniture, blood stains, spilt drinks etc.

Write the evidence you find in the box of

your Game Card and rhen see if you can
find an explanation. If you can, you may
take this evidence as being corroborated.
Unexplained evidence could well indicate
the locarion of the murder!

Good luck!

The Compact Disc Interactive System brings a new experience

o television: inreractive programming using digiral video and
dl[]g@ superior sound reproduction that audiences have come to expect

from the Compact Disc medium. In using CD-I discs, viewers will
R s operate a remote controller for three basic funcrions:

* Cursor movement Allows the viewer at designared times to position the
cursor unywhere on the screen o select a programme activity, or in any ocher
way select an active zone or object on the screen.

+ Action Button One Idenrified by one dor s, this burron is used to iniriare a
given program activity selected by the cursor

+ Action Burtton Two Identified by rtwo dots s, this button may either
duplicate the funcrions of Action Button One or offer additional functionalicy.

To locate the cursor and action buttons on your remote concroller, please refer to
the Inscruction Manual of your CD-1 player. Please note: functions may vary
according ro the ritle played. For more informarion, you may seleer special
“Help"” programs available on most CD-1 ritles.

In storing and handling your CD-1 program, you should apply the same care as
with conventional Compact Discs, No further cleaning is necessary if the
Compact Disc is always held by the edges and is replaced in ies case directly
after playing. Should your CD-1 disc display artifaces or playback problems
please remove it from the player and wipe it with a clean and lint-free, soft, dry
cloth, always in a scraight line from che centre to edge. No solvent ar abrasive
cleaner should ever be used on the disc.
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