


'OK, so you’ve listened to either the male or ‘female
narrator s story (maybe both') — SO Nnow, what'-> T B

The creepy music has ﬁmshed playing and you’re lef
standing alone in the dark next to an old phone ’bgg{._-
a great start for a scary game' Flrst up, go on, be bra

body count and no weapons. We want you to become immersed in the story
as humans have since time began.
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Oh alright then, enough ethereal étuff for
the moment - so you wa,nt some practlcal
tips? OK... 4 A

Look around, there are three paths before

you - so, duh, read the signpost and
check out which one is going to lead y :
to Grimhaven Orphanage - after all that’s =
where the action is! '

Once inside - if you make it that far
without freaking out on me - check out
your surrounds. You’ll see an old pc¢ rt a
on the floor ahead of you,

Shine your torch on it and the cha"ra‘ct--.e
will tell you some of their story.
more portralts (stones) you 11sten te
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In a nutshell,
amongst us:

were taken by the Huntsman (more about
him later') and placed into a limbq"lik

and time (kewl!).

2) To honour their memory (and ease"
his guilt) the crazy old caretaker built a
hedge maze. At different points 1
the maze he set a memorial he

for each missing child. '




4) Find each orphan’s spe01al 1tem (the‘
clues are in their stories, like we. said)
and place it on ‘their headstone to free
them from the limbo place.

5) See? Too easy! You only have to look
inside the Orphanage buildings an
around the grounds... and then find your
way through the maze in the darkness!

keen on you poking your nose in here
it’s not wanted. So he’s going to try and
put you in the same limbo he sent the
orphans to - which is not good. '

7) No weapons! But doﬁ?t pam 74
Huntsman doesn’t have a -bazoo-ka eit
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You can hear the Huntsman commg'as;"
he wears pocket watches all- over his

outfit - I’'m not tellmg you why —go ﬁ
out yourself‘

9) The orphans may try to contact

from time to time, to help or hinder"
choose carefully whom you tru_st..._

someone’ - so if you don’t save
how can you be sitting here now,

ENJOY!
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