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PREMISE

A Based on

- the plot of Netflix cartoon series “Carmen Sandiego”;

- the core mechanism of Go Game series.

A |ntroducing the story of how orphan “black sheep” turned

into anti-thief Carmen Sandiego.

A Educate the player about the meaning of historical relics,

and fighting against to evil.




LEVEL 1

Carmen, originally an orphan, was adopted by mentors
from V.I.L.E., earning the nickname "Black Sheep."

She learned the art of steal in V.I.L.E. and set her sights
on becoming a top-notch thief.




Level 1 - Practice stealing skill in VILE

Notice Protagonist

- You need to stay in place to fetch item. (1 turn cost)
- The enemy (normal version) will catch you if you are in the front line of them! AQ; Carmen Sandiego / "Black Sheep"

no special abilities; can "kill' enemy from the side
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LEVEL 2

V.I.L.E.'s graduates are kicking off their first mission in
Casablanca, aiming to snatch the Eye of Vishnu.

It's here that "Black Sheep" met an archaeologist who
unveils the true significance of the relics.

What move will she make next?




Level 2 — Graduate mission for Diamond

Notice

- Refer to the Trigger Page if hit Trigger Area.
- You can subdue enemies by attacking them from the side.

Neutral Character

Crowd
Enemies Enemy Status
‘ Normal Enemy ik
L . . Standing, arrow shows their facing direction
can catch adversaries if they are in front line of them) L
_>

Special _
Moving, 1 step per round

@ Item

spend 1 round in place to fetch/check it

Goals

Plot Trigger Area O Talking

activate by Plot Trigger

when stepped in, please refer to the
corresponding Trigger Page
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Casablanca

@ Get Item from Enemy 0/1  Here, item refers to Irie Eye of Vishnu, Enemies refers to classmates from V.I.L.E.
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Trigger A R 00

You met an archeologist.
He told you the meaning of relics.
Steal relics can be true

crime! Do not ever do that!

Now, get the Eye of Vishnu back

from your classmates!
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LEVEL 3

Ever since "Black Sheep" turned her back on her
graduation mission, she has been confined within V.I.L.E..
She's done with wrongdoing and longs to get away.

Now, it looks like her chance to escape has arrived with
Ms. Booker's departure from VILE. Will "Black Sheep"

sejze this moment?




Level 3 — Escape from V.I.L.E
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Environment

Notice

- The Exits become "possible" Exits (yellow ones). Try them. For the result, refer to the Trigger Page.

- You can not stay in the front, left or right line without blocking stuff of an advanced enemy!

- If the next step is blocked, then the character will not move.

Normal Enemy

can catch adversaries if they are in front line of them)

Advanced Enemy

Control Room

can catch adversary characters if they are in front, left or right line of them

Standing, arrow shows their facing direction

) Special
Moving, 1 step per round
G Lock
unlock by special condition

Waiting, waiting for n turns to move

Main Entrance
Chasing, 2 steps per round

Trigger B
Sight-blocking Barrier A Sight-blocking Door

C

heseee

Goal

A\

", Leave without being caught 0/1

\/

O ______ O Corridor

Trigger A



Trigger A

Unfortunately,

this exit has been disabled!

The exit of pipe

is totally sealed!




Trigger B

Congratulations!

You have successfully escape
from the V.I.L.E.!

"Black Sheep" got the
new name
"Carmen Sandiego"
from the red hat.

Now, it's time to see the

outside world!
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Trigger C

T LTS St 3R B T
so please provide me with clearance to leave

Ms. Booker is gonna leave the
island by the boat!

How about stealing her coat and
leave before being caught?

Notice

- The item (coat) in control room unlocked:;

For the status cha nges - Ms. Booker (left one on the corridor) will

still be chatting for 6 turns then AR 4 RiGiD
of enemy, pCﬂ'h Ms. Booker come to fetch her coat. Fine. Good riddance

i (along the lowest path)
s following, refer to the

- Ms. Booker will get mad if found the coat
: H not there, turning into chasing mode

llowing slide pages. B oecr Shear

- Normal enemy will turn into chasing mode

if they are in sight of mad ally.

- Be hurry and good luck!
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Thank you very much. I'll just collect my coat and be off.




Trigger D

You got the coat!

Now you're Ms. Booker :)

Notice

- lcon of character changed to yellow
hat, means she's in disguise.

- "Black Sheep" in disguise will not be
treated as adversary by normal
enemies unless they are in chasing mode.
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Because they know you are in
disguise from the chasing boss : )




Status Changing Example 1 - Waiting
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Status Changing Example 2 - Route

Ms. Booker will go to fetch her coat through
Control Room « the route illustrated below.
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Status Changing Example 3 - Chasing

Control Room
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When she found her coat is gone, she became angry

and turned into chasing mode!

(refer to next page for the pacing example)




Status Changing Example 3 — Chasing (Step)

Enemy in chasing mode will pace 2 steps per round.
Control Room <«




Status Changing Example 3 — Chasing (Infection)

When enemies are in sight of an angry emeny, then they will
be infected and began to chase after main character!
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@ Appreciate any feedback:



