The Ultimate Game Show (2-3 players)

Notes

Don't break anything (on purpose), don't climb on the furniture – and even though it may look like it, no outside knowledge is expected.

For puzzles to work, this room needs to have at least 2 player characters. If you're doing it solo... the GM might have to exercise some special creativity.

Special GM note: Like in Episode 5, you have a special instruction! This is something you need to do without prompting from the players. During the introduction, some NPCs will throw to the ground some headset microphones. Now, the Crazy Guy who owns this room will be very unhappy if players go around exploring his room without him being able to hear them, so his Entertainment Meter should decrease by a point every so often unless they wear those microphones. As soon as players have examined the Meter on the board, you can start decreasing as appropriate. And whenever you want, really; apart from the Round One questions, this isn't part of any puzzles. Just flavour. If the meter ever hits zero, the players will be zapped with a huge jolt of electricity through the floor – which will entertain the Crazy Guy so much that the meter will jump back up to 50.

Introduction

As you trek down the seemingly endless hallway, you try to remember the details of the books you read last night. This is probably your one chance to appear on a game show, and you do not plan on being one of those people who goes out on the first question. You need this. You're more than a little desperate for the kinds of rewards this show promises it can give you.

You hope it's easy. First episodes of game shows never seem to get the difficulty balance quite right, so with a little luck this will work in your favour.

You turn a corner and find yourself faced with two doors: a dull, grey one to your left, and a blinding, in-your-face purple one to your right, with the words ENTRY TO SET painted on it. Well, it couldn't be any clearer. You open the purple door and step inside, and take in the sight of the game show set.

You're walking in down an aisle that bisects the audience area, about half a dozen rows of seats on each side. Hanging from the ceiling just in front of them is an electric sign – one of those 'applause' instruction signs, although it's currently switched off. Beyond that is the actual show stage, and getting a look at it, you're a bit confused. This is a brand new show, yet all the equipment looks a bit... used. And a bit all over the place; there doesn't seem to be a consistent theme here. On the wall at the far end is an enormous question board, which reminds you of the one from Jeopardy. In the far right corner are three stands for contestants, with a large wheel in front of them, that looks ripped right out of Wheel of Fortune. Between the wheel and the audience is some kind of bizarre obstacle course, with a judge's table beside it. You have no idea what show that's from. And is that a barrel suspended above the contestants' chairs, ready to pour something on them if they do something wrong?

To the left of the question board is a stand for the show's host, and against the left wall is a table of prizes. Finally, in the very centre of the room, you see a section of floor has been cut out and replaced with a 3 by 3 grid of LCD screens.

As you try to get your head around what the rules for this show could possibly be, you hear a voice from somewhere in the audience seats behind you.

“It's open! Go!”

With that, three bodies leap from the aisles and sprint towards the purple door. You see them each throw something aside – a closer look reveals tiny, headset microphones. Before you know it, all three of the people are out the door and have slammed it shut behind them. You rush forward and tug on the handle, but it doesn't budge.

The door has a small, triangular, glassless window built into it, and through this window you see two of the people running down the hallway, while the third pauses and faces you. “Sorry,” she says, “but it's either you or us, and we've been here forever.”

What?

She gives a wild laugh. “You thought this was a real show? I was the one who sent you the invitation. I managed to sneak it out without... him... noticing. This is his game. He likes to watch – and punish you if you do things wrong. We've been trapped here for weeks. We realised getting some new players for him was the only way we could escape. He says there's a way to win the game, but it's a lie. We've never even come close.

“Good luck – oh, and little tip: watch the board. There's a meter on it to let you know how entertained he is. Don't let it hit zero.”

And she runs away.
Observable items

Audience area: There are about six rows of seats on either side of the aisle. Each row has a letter designation – the first row is A, second is B, etc. - and the individual seats have numbers. You suspect these seats were bought (or stolen) from a theatre somewhere.
Barrel: It's suspended about fifteen feet above the contestants' area, fully upright, but you see the mechanics are in place for it to flip over and dump its contents on someone at a moment's notice. You can't see the contents from here, nor if the barrel is even actually full.
Board: It's a big, electronic board with a navy blue background. Displaying on it at the moment are two thing: one, in the bottom left corner, is what looks like a segmented column, like from a graph. There's an axis next to it telling you how many segments are in this column: fifty-one. Above the column is a little smiley face. [If players don't make the connection, you can tell them that this is the Crazy Guy's 'entertainment meter', keeping track of how entertained he is.] The other thing being displayed at the moment, right at the top, are the words, 'TAKE YOUR PLACES TO BEGIN ROUND ONE!'
Contestant 1's spot: [Only read the first two sentences once, for whichever contestant's spot players examine first.] All the contestants have lecterns to stand/sit behind, with a long, flexible microphone built into the top. The microphones don't actually seem to work, which you suppose is why those last 'players' were wearing headset mikes. Sitting on Contestant 1's lectern is a name badge that says 'Kate', and a piece of paper, which has a list of getting-to-know-you type questions:
A million dollars. Do you want it?

K-I-S-S: keep it simple, stupid. Are you good at keeping things simple?

3 words: anything to win. Is this your motto?

& do you have another motto?

2 other players. Can you destroy them?

F is for failure: were you an F student in school?

4 hours for a single game. Do you have the stamina?

Contestant 2's spot: [Only read the first two sentences once, for whichever contestant's spot players examine first.] All the contestants have lecterns to stand/sit behind, with a long, flexible microphone built into the top. The microphones don't actually seem to work, which you suppose is why those last 'players' were wearing headset mikes. There's a piece of paper on Contestant 2's lectern, folded in half diagonally. On the half that you can see is an empty 3x3 grid. You also see a name badge that says 'Lorelei'.
Contestant 3's spot: [Only read the first two sentences once, for whichever contestant's spot players examine first.] All the contestants have lecterns to stand/sit behind, with a long, flexible microphone built into the top. The microphones don't actually seem to work, which you suppose is why those last 'players' were wearing headset mikes. Contestant 3's lectern is totally bare, nothing exciting about it, except for a name badge that says 'Len'.
Door: Even though it simply pushed open from the other side when you came in, you can't figure out what mechanism is keeping this door locked, nor what you should do to open it. You can stick your arm through the triangular, glassless window, but trying a little push-pull thing that way doesn't work. The window isn't big enough to fit any other body part through, so it's definitely not an exit. In the hallway all you can see is that grey door at the opposite end.
Headset microphones: They seem like pretty normal headset microphones. Definitely the sort of thing you might see game show contestants wearing.
Host's area: Over on the left side of the stage is the spot for the host. There's a lectern, but it's quite a low one – so the viewers can fully appreciate the host's clothes, maybe. There's a sheet of paper sitting on the lectern, but it's blank except for one word at the very top. It says, INTRODUCTION:
Judge's table: This is a full booth sort of set-up, with a comfy chair sitting on the inside of a horseshoe-shaped table. On the table are two buttons, one blue and one orange. Pressing them makes a funny little siren noise but from where you are, you don't see anything else happen.
LCDs: There are 9 screens built into the floor in a square shape. The screens are on, and each one has a huge number on it, animated so it's dancing around, spinning, all sorts of fancy stuff. Starting from the top left and going horizontally, the numbers are 0, 5, 11, 20, 30, 36, 50, 54, and 75.
Obstacle course: This is a bit like a circular maze; the goal is to reach the centre, where a reward is waiting for you. The obstacles themselves seem simple enough, lots of ropes and barriers to climb through... but suspended from bars along the sides of the maze are what appear to be guns. Quite a lot of them.
Prizes: Sitting on the prize table are three boxes. They're almost like safes, presumably with the prizes locked inside. You take a look at each box, and you see they're all locked in different ways. Prize 1 requires a combination, Prize 2 a key, and Prize 3 has a small electronic screen on the front with a digital pen attached. You've seen those before; they're picture locks. You have to draw the right object to unlock it. Prize 1 is the smallest, about the size of your fist, Prize 2 is... bigger, but not huge, and Prize 3 is the biggest, about the size of a toy chest.
Sign: You can tell from its positioning that this is one of those signs that tells audiences when to applaud, but it looks nice and updated. It's electronic, so it can probably cycle between different commands. At the moment, though, it's blank.
Wheel: It's practically identical to the titular Wheel of Fortune – several wedge-shaped sections with different money amounts that you can spin for – but nicely, it doesn't have a Bankrupt or Lose a Turn space. The money amounts are also a little bit higher than one would typically see, in the low-to-mid four figures.
Actions

Audience area – examining after paintball shooting from obstacle course: Wooooah. When those paintball guns were shooting at you, they fired straight into the audience. Now all the seats are brilliantly bright red.
Audience area – searching underneath random chairs: Under the first chair you search, you find a piece of paper stuck to the bottom of it. It says $800. You check the next chair, and find another piece of paper. This one says 'lightning'. In fact, every chair seems to have a piece of paper stuck to it, either with a random word or a dollar amount.
Audience area – searching underneath chairs A3 and F4 indicated by Contestant 1's personal answers: On the underside of seat A3 you find a piece of paper that says $600. You then go to check out seat F4, and you find a piece of paper that says 'Vocalise'.
Board – going and standing in the contestants' area to begin Round One: The board seems to sense your readiness, because the image on it changes. The Entertainment Meter remains in the bottom corner, but the rest of the board now says 'ROUND ONE'. After a moment, a question pops up: What is the legal drinking age in Thailand? [NOTE: answers provided here are current as of 9/10/17, so if you're playing this way in the future, you might want to find the answers yourself in case they've changed.]
Board – guessing incorrect answers to difficult first round questions: [NOTE: there's a bit of GM work here.] The board, seeming to hear your answer, shows a big red cross. Not only that, the Entertainment Meter in the bottom left corner starts to go down! It goes down X segments. [X is how far off the correct answer the player's response was – eg. If they guessed 5 and the correct answer was 8, it would go down 3 places.]
Board – guessing correct answer to Q1 (20): A big green tick appears on the board, and the next question pops up! To the nearest million, what is the population of Canada?
Board – guessing correct answer to Q2 (36): Another big green tick. Well done! And the next question... According to George Orwell, how many steps are in the procedure for making a nice cup of tea?
Board – guessing correct answer to Q3 (11): The tick appears once again, along with some animated fireworks! You've completed Round One! After several seconds of the fireworks, the screen changes to the words: LOADING CATEGORIES FOR ROUND TWO... You wait, but this seems to be a very slow loading screen.
Board – in round 2, selecting Vocalise for $600, as indicated by audience chairs: As if it hears you, the board highlights the VOCALISE and $600 squares, and then some instructions pop up. Basically, this is an Articulate round; one player has to describe three words to the other, swapping until each player has both described and guessed three words correctly. You have to be creative; you can't just say, “It starts with C and rhymes with bat.”

So, the player who's guessing has to turn away from the board as the describer's words appear.

FIRST DESCRIBER'S WORDS: Orange, cartwheel, hysteria.

SECOND DESCRIBER'S WORDS: Mug, rebellion, jurisdiction.

THIRD DESCRIBER'S WORDS, IF THERE ARE THREE PLAYERS: Button, shipwreck, desire.

[NOTE: If a player cheats, whether on purpose or by accident, feel free to come up with a new word for them yourself.]

Board – successfully gaining 3 points each in the Articulate round: More celebratory fireworks appear on the board, and this time, you swear you can feel vibrations running through the floor as if the board's connected to a subwoofer. In fact, these vibrations are so strong you see the board start to shake. Then you hear a crack. A small part of the screen falls cleanly off the wall and onto the floor, and you wince as it smashes to pieces. Great; the person watching you probably didn't like that. You rush over to the board to see if there's any way it can be repaired, but it's a lost cause. Most of the pieces are too small to salvage. Interestingly, the biggest one you can find broke off in the shape of a perfect right-angled triangle.
Contestant 3's spot – attempting to move microphone before slime has fallen: You try to jiggle it, but it's fixed in there tight.
Contestant 3's spot – attempting to move microphone using slime as oil, after slime has fallen: You jiggle it a bit, and it's extremely tight, but the slime has a lubricating effect. It seeps into the grooves at the base of the microphone, and gradually you feel it loosen. A few twists, and the whole thing comes out! And lo and behold, the very bottom of this long microphone has a tiny key sticking out of it.
Door – sticking broken board triangle into window space:  The triangle fits perfectly into the window, and there must be some sort of fancy electronics built into the door, because the triangle lights up. The navy blue of it becomes bright, and an image starts to appear on it. It's four circles, quite large, with just borders and no fill, making a diamond shape. 
Judge's area – one player pressing the coloured buttons to match other player's random wheel spins: The person spinning lands on a blue space, and you quickly press the blue button before the timer runs out. You don't see anything happen, but from the contestants' area, the spinner notices something. On the front of the judge's table, like, where a game show player's score would usually be displayed, a picture appears. It's a thumbs up.

The next spin lands on orange, so you press the orange button. Once again, the spinner sees a picture – this time, a thumbs down. So, blue means thumbs up, orange means thumbs down. What could that mean?
LCDs  – stepping on or pressing screens 20, 11 and 36 as indicated by first round answers: You get your feet on all three screens simultaneously, and as soon as you do, all the screens go blank. Then, the middle screen starts to light up, as if a strange light is shining through the floor from beneath. It's not a normal light, though. It looks as if it might have ultraviolet properties...
LCDs – holding host's piece of paper above the glowing middle screen: You hold it over the funny light, and as you expected, invisible words appear! They do seem to be part of an introductory spiel for a show's presenter. The paper says, “Welcome to Spin it to Win it! Where the wheel spins at 1800 hours, and then twice more, always on the hour. The longest airtime of any game show you've ever seen, but nobody's sick of us yet!”
Obstacle course – attempting the course with no changes: You step past the starting point of the obstacle course, and as soon as your whole body is in, you hear a beeping. It's an alarm; there must be some kind of sensor built into this thing. Over the beeping you hear a robotic voice: “HUMAN FORM DETECTED!” And the guns, all those guns mounted along the sides, point at you. They begin firing at a crazy pace, and you realise they're paintball guns! With a wild effort you throw yourself backwards off the course, and the guns shoot straight into the audience instead. What a fun show this must have come from.

To rub salt in the wound, you see a flash from somewhere above you. The sign above the audience has words flashing on it:

HAHA

EAT PAINT RATS

TRY

You assume the word 'again' was meant to be there, but it seems the sign ran out of space. The letters are brightly coloured, the first letter red, the second blue, third orange and fourth green, then it starts again with red and keeps going like that.
Obstacle course – attempting the course after you've been slimed: You aren't crazy about facing the guns, but you step past the starting point of the course. And... nothing happens. No sensors, no alarms, no gunfire. The slime clinging to you is stopping its system from recognising you! Well, that makes this easier. You walk to the centre of the obstacle course, taking your time as you climb over barriers and weave through ropes. When you reach the middle, you see a wooden pedestal. There's nothing sitting on it, but carved into the top you see a message: 

Congratulations!

83012
Prizes – unlocking Prize 1 with the obstacle course combination 83012: The lock clicks, and the front of the box pops open! Inside you find a neon pink pen. As you pull it out, you also notice something happening behind you, over at the LCD screens – new images have appeared on them!

Respectively, the three screens on the top row show pictures of a hang glider, a person putting in a contact lens, and a cat stalking a mouse. The middle row left and right screens have a microphone and a pair of people kissing. The bottom row has a campfire, a boat pulling into a quay, and three young children ice skating. The very middle screen doesn't have a picture, but it does have words: 'MEMORY TEST – STUDY SCREENS FOR 10 SECONDS, THEN WRITE WHAT YOU SEE'.

[Contestants should draw/write in the grid they found on Contestant 2's lectern, using the pen they just won.]

Prizes – unlocking Prize 2 with the microphone key: The key works and you successfully swing open the lid of the box! You eagerly reach in to claim your prize... and you find you've grabbed a tall, refreshing glass of water.
Prizes – unlocking Prize 3 with the picture code (a red heart) from the sign: Your drawing skills must be adequate, because the screen recognises your image and gives a happy chiming noise. The top of the box pops open – and inside is a large feather pillow. Luxurious.
Prizes – unlocking ALL THREE prices: Refer to conclusion!

Sign – standing in a contestant's spot and following the sign's instruction to 'chirp', while another player stands in the audience area and laughs: Let's be honest, you feel like idiots. But you do your very best chirping noise... and you (the chirping player) hear a mechanical creak come from above you. It's the barrel. It spins the whole way around and tips its contents all over you. It's bright yellow, thankfully unscented, but it's the stickiest thing you've ever encountered. It's got a buttery, oily consistency that you're sure will take forever to get off. And it is covering you from head to toe so you look like a big butter monster.

As you vocalise your disgust, something else happens – the board is changing. A big grid of several rows and columns is appearing on it. In the top row of each column is a word, and the rest of the grid squares contain monetary values. You suspect the words are categories, and you're supposed to select a category and value you'd like to play for. The categories are APOLOGISE, CATEGORISE, DIGITISE, MONETISE, RANDOMISE, VOCALISE, and LIGHTNING. There are lots of possible choices on this board, though, and you probably don't want to waste time going through all of them.

Wheel – spinning the wheel randomly: You give it a spin, and it lands on a blue space marked $1200. When it does, you notice a small device in the centre of the wheel – it looks like a timer. It flashes numbers at you: 5... 4... 3... 2...1... then it goes blank. If you spin it again, you get an orange space labelled $3000, and again, the timer activates, 5,4,3,2,1. After that you get a blue $7000, a blue $2500, an orange $5000, a blue CAR space, and a blue $6600. After that it goes back to blue $1200 and repeats the whole bunch again, each time with that 5-second timer.
Wheel – spinning the wheel specifically to match times on the host's paper (1800, 1900, 2000): You very, very slowly spin this thing to make sure it lands where you want it to, and once it's landed on all three, you see a flash from the sign above the audience. If you rush over to read it, you'll see it says the words, 'PLAYERS CHIRP, VIEWERS LAUGH'.
Conclusion

As soon as you get your hands on your final prize, all the bright lights above you switch off. The set plunges into blackness; the only thing stopping you from being completely blinded is a soft glow coming from just beyond the door. You stumble towards it and peer through the window.

The grey door is opening.

You watch, riveted, as somebody storms through it. It's a man, small and scraggly, with a beard that simultaneously is wispy and manages to reach halfway down his chest. His sleeveless shirt reveals next to no muscle mass, but the poisonous glare he's affixing on you lets you know that he wants nothing more than to strike you anyway.

“Nobody wins!” he screeches, stamping on the floor. “Nobody wins my games but me!”

You try to yell back, but he doesn't seem to hear you. He's having the most ridiculous tantrum.

“You must have cheated. That's the only way you could have done it. Well, here's what happens to cheaters: they never leave! Good luck getting out without the special Word of the Day!”

With that, he stomps his way back through his door and into what must be his little viewing room. Seconds later... you hear a faint ticking noise coming from somewhere beneath your feet. With a horrible lurch in your stomach, you realise the crazy man must have rigged this place with explosives. He probably doesn't care if he gets out alive himself.

The Word of the Day – he made it sound like that's the key to opening the door. Assuming he was telling the truth, you have to figure out what it is, and quickly. Once you've done that, you can figure out what to do with the man, if anything. Or you can simply save your own skin and leave him. But first, the Word.

Maybe these useless prizes have something to do with it?

[The solution is 'flamingo'. Based on my playthroughs, how many hints you'll need to give for this varies extremely wildly.]
Game master's explanation

There are three locked prizes on the prize table, and three places to start to go about unlocking them. The quickest starts with the obstacle course. If you attempt to run through it, its sensors will spot you and shoot a barrage of multicoloured paintballs at you. They'll miss – well, most of them – and paint will splatter all over the audience chairs. This will activate the sign, and multicoloured words will appear. Reading the letters that correspond to the new colours of the audience chairs, you'll get a word. That word is the code for Prize 3, which needs a picture to unlock it. Simply draw your answer and you'll get the prize: a fluffy feather pillow.

Hmm. Weird prize. Let's try another path. If you spin the wheel randomly, it will land on a certain colour. A timer will also start, a very quick one. A second random spin will land on a different space, and you'll find that you always land on one of two colours. These colours match with buttons at the judge's stand. One player will need to press buttons within the short time limit to pair with the other player's spins. When a button is pressed, the wheel-spinner's stand lights up with either a thumbs up or thumbs down picture, visible only to them. Overall there will be seven different spins to make. These seven thumbs up/down go with a piece of paper found on Contestant 1's stand – a list of getting-to-know-you questions, all yes or no. If you take your thumbs ups to be yes and thumbs down to be no, you can apply your judge's button presses to these questions. The first letters of the questions with yes answers will give you the coordinates of two audience seats (“A3 & F4”). Reading the bingo cards hidden under these two seats will tell you which category of questions to select for Round 2 on the question board – but we haven't done Round 1 yet, so let's do that first.

Round 1 is some questions with numerical answers, and they're quite hard. If you don't use the numbers on the LCD screens, you'll probably guess wrong a decent amount, and every wrong answer will decrease Crazy Guy's entertainment. In fact, you may eventually notice it will decrease by how far off your answer was – if you were off by 10, his entertainment meter will go down by 10. Once you correctly answer three questions, you'll have three number answers. These numbers are for the LCD screens; they tell you which screens to step on simultaneously. If you do, the middle screen will have a light shone through it from below – a blacklight.

There's a piece of paper at the host's stand that appears blank, but if you hold it over the blacklight, you'll see what it really says. It's an introduction to the show, including what times the wheel is due to be spun, in army time. These times happen to match money amounts that you can spin on the wheel, and if you do so (sure, with a bit of cheating), the sign above the audience will flash. If you do what it says, while standing in the appropriate spots, it will activate the barrel, dumping a whole bunch of yellow slime on one of you.

Well, this isn't fun. But it is a way to stop the sensors in the obstacle course from recognising you! Now you can simply walk through to the end, where there's a combination to unlock Prize 1... which is a bright pink pen.

After unlocking Prize 1, the LCD screens change. They become a memory test. You have to use the pen you've just won, and there's a grid left on Contestant 2's stand, drawn on a triangular piece of paper, mercifully untouched by the slime. You must write down all the objects, in the correct grid spaces. Great, but this won't do much until you've played Round 2 on the question board. It's an Articulate-style game, two player, one describing and one guessing. Any cheating in either of these games will drop Crazy Guy's entertainment meter a lot. Once you've completed this game, the board will break – a triangular piece will fall off. Now you have a triangular piece of glass, a triangular piece of paper... and a triangular hole in the exit door.

Placing the glass in the hole will activate a light that reveals four circles on the glass; once you put your grid paper in front of it, you'll find four objects from the memory game are circled. Those words provide a clue telling you that one of the contestants' fixed microphones is a key. The slime has loosened it up, so you can pull it out, and it is indeed the key to Prize 2, a glass of water.

Now you have all three prizes, silly as they are. And if you put them together, you can figure out the code word that will unlock the door and let you escape. A feather pillow, a pink pen, and a glass of water... feathers, pink, water... it's 'flamingo'!
