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Invert Y Axis
Left Stick—____ B Button What | need to re
Move Spy Action . . . . .
(in Pie Menu, select) (hold for Pie Menu) Yes, it's true, you really need to read this be SpyPat effective SpyPatis a very diffe
/ kind of video game, and if you don't read this, you will have no idea what you're d
/ D m::wﬁ . playing is going to utterly own you (assuming they've read it, that is). Plus, you'll have
ormal Action
Back Button Right Stick  (hold for Pie Menu) | know, | know, the idea of RTFM is a little dated in these days of "push the A Button t
Exit to Menu Rotate Camera SpyPartim following the Blizza@egtificfirst, Accessibility-¢eelopment model, and that
If the popup text has a + after it, it means there is a pie menu of choices available. _._QSH now I'm 100% focused on BN_A:»_@ the game a QmmU and —.mﬁ_mv\m_u_m skill-based e

Hold the button to pop up the menu, then use the Left Stick to select the action, then release the me@jq any time on making it accessible to new players. In fact, the player-skill aspect
that people who have played only a few games more than their opponents win most o

Left ._.:@om/: Sniper OO:E.O_\M Right Trigger
Lowlight Perso Highlight Person So, read these notes about how to play, and don't get shot!
Color Book Color Book

Left wzox/ Shoot in Scope Mode

Move left/right Y Button Overview

Zoom Invert Y Axis

SpyPartg a game about subtle behavior, pgre&iodid not accomplish the missions. T
performance, and deception. The version gamnevi plagut perception, managing your a

/ here is two-player, and highly asymmetric,ameaaiurge, and making consequential deci
Back Button Right Stick each player _.m playing avery different gamieaeaithplete information.
Exit to Menu Aim, Click for Sniper Scope completely different skills.

. Players can alternate playing Spy and Snip
Spy Tips The Setting he game takes place at a highdexigiythey like one or the other roles bette

1. Moving with confidence is key! Don't fidget @0adfusil have a drink in your hand, you can't pick _@m%_x : ; ; ;
2. You may think you're being obvious, but the@r@staige, or bug the ambassador from the left. If vﬁ% party, with all the usual suspects frofassfaetwery different, and in playtests, di

overwhelmed with information. have a book in your hand, you can't pick up a statue YStEry movies in attendance. The partyguensodalities are drawn to different roles.
3. Do not take control from the Al until you :m<mq«_oS fairly normal party activities during a match, including

cmm%om. _omq_j_om.._ :_.*.c :m@mﬂ%ioioo:é@%o:@:mi:oa::_@_ o
4. Once <oc%m in mcm&_w mcoﬁ__r_xmm_._mwm:m_:.@m: #W@Mﬁ mm@@_.w%m overwhelming at first, but you ave I window, examining the art displayed i e &ﬁ% @MmH mhmw_ for EMB_ U%Hﬁw_mom_o.mom
group or reading a book, use the Right Stick to : ; ; playing the Spy helps you be a better Snipe
camera around to make a plan for your next m /gnore the casted characters who cannot be the SFyPErusing a book from the library. versa.

g i m with Left Trigger if you are a fast aim
5. Once you have a destination in mind, do no %mﬁwﬂ%mﬂ you can move around the corner m:%ww%%mﬁzm player chooses to be the Spy. The Spy

ﬂ%mrm of the room, or rotate the camera while youte = "2 player takes control of a character at the pHri§ vaRgimportant for noobs to play other n

6. <<:om.: going to a destination, walk until the Ztea’gil fRGVe slower when you're zoomed in. tries to blend in with the normal party socidihe game is tuned so that beginner Spies

ground highlights to say you've made it, then refea %.om%c.qm comfortable, use the triggers to mangggaviors, while also trying to accomplish S8iefagee evenly matched, and both impr
suspects.

don't adjust. our laser siaht oLt of view of the Sov by aimiSsions. The Spy's game is one of perfoRR@HEEERAME rate. | cannot stress this pc
7. Keep an eye on the laser to know where ﬁsmwmmﬁ@_m&é frame 2on<¢ or below the é.:@ﬁéﬁ deception, and staying cool under pressurétrongly enough: the game is so intensely |
focusing. ' right now, if you play someone who has pla

M. <_W\_m= until mM_oﬁ of Um%n_m mﬁmcﬁm_xm:m before oww?mﬂ@mﬁv_m%%m:mmmq:..cm:msm bread" somebody Hm__A_:@_.__ﬂmmm:_Um.l_.jm other player becomes the Sgiafore games than you, you will die if yo
ouble agent (saying "banana bread"). I 1L . o : : : oo TR I .
9. Bugging the ambassador while walking is diflicIPtdQIIEMOrize the statues right at the beginning ¢ Sniper looks in at the party from outsigigyard fiéthotice a thing if you're the Snipe

off; you need to press the B button right when ﬁxmf@m at that sort of thing. Then, you can looktoaftgure out which character is the Spy by eofirgriing, so until | implement handicar
circle first activates. occaslortally and see if one changed. various "“tells” and generally suspicious beprauieimakitig and all that good stuff, please

Please follow SpyParty on the blog, Facebook, and Twitter! m.::um_. can Hjm.: choose to m:ooﬁ the mc.mu@mﬁw@:m@c_v—.m<m_ to play with.
http:/SpyParty.com  http:/facebook.com/SpyParty  http:/twitter.com/SpyParty simply let the timer run out if he or she is confident



The Missions The Other Stuff

There are four missions currently implemented. Each has different "tells" for the Sniper arithesRqmfilegfoil tiles round timer is in the upper right corner of the screen on both S
Spy. Beginning players should play with the Spy attempting all four missions every time (tthispisyise testartisoat heninutes, 30 seconds, and beeps every minute during countdow
Missions screen, so just hit "Finished"). Doing a subset of the missions (eg. 3 out of 4) is teoaaruhépralnelginami beeps every second down to zero with increasing volume. Hov
Snipers to catch. the Spy...

Bug the Ambassaduwe Spy has to get near the Ambassador, who is marked for both Checking Your Watch at the Wirelbl?Cs will occasionally check their watch at the win
the Spy and Sniper with a magenta triangle, and plant a bug on him or her. The bug can ® this too. The Spy can also optionally check his or her watch in a way that adds 30
planted either while in a conversation with the Ambassador, or while walking by. The  allowing more time to complete the missions. The only tell for this Spy move is the co
 a loYAlegUp" version is much harder to pull off for the Spy, but is harder to notice for the instead of decreasing, so if you're the Sniper, keep an eye on the clock if people are ¢
Sniper. The animation tell for bugging the Ambassador basically looks like grabbing the window! If the final 30 seconds beeps are happening, and then they stop, it means th

0 Winthegaaeor'swutitho put it bluntly. anybody who has been at the window is a likely suspect.

means

perience, and | havéaal the Statieeryone at the party occasionally goesand DrinksPartygoers randomly start with a drink, and a waiter moves around the party off
is so turned to 11 KYRIMORS the statues in the room. There are six pedestals in this test people. If the Spy is holding a drink, he or she can't accomplish the Statue or Microfil
f the time. level, each with one of three statues (the Maltese Falcon, the Venus of  ¢can only Bug the Ambassador on the right side, so Spies don't want drinks as a rule.

Willendorf, and the Idol from Raiders of the Lost Ark) randomly assigned todhag g 8ifk at the beginning to get rid of it, that should be considered suspicious
To accomplish this mission, the Spy picks up a statue, and at the Spy's comgantielidiitk before it disappears.

randomly switch to another statue model. Then the Spy puts the new statue down, and hopes

the Sniper didn't notice, or hadn't memorized the statues at the start of the rsageh Sighthe Spy can see the Sniper's laser sight in the room, indicating where the ¢
view is pointing. The Sniper can obviously be looking somewhere other than the cent
gives the Spy some indication of the Sniper's focus. The laser collides with objects in
window frames, and it can be aimed above and below the room. These tricks can be
although the Spy can rotate his or her camera to look for it outside the room.

Contact the Double Ayembf the characters at the party is the Double
he SMeatdDA). The Spy knows who the DA is by the yellow triangle over his or her
ttenti@@dswhile the Sniper knows about two suspected DAs with yellow triangles.
sion$Reref the suspected DAs is the real DA, but the other is a normal partygoer (but

not the Spy, currently). The Spy doesn't know who the other suspectis. To Conversatiof@onversations take place in various positions in the room. People talk,
contact the DA, the Spy needs to go into a conversation circle with him or her, listen, and interrupt each other.

eI, O&nd then say the secret pass phrase, which is currently "Banana Bread". Both

. Thfayers will hear the phrase above the din of the party when it's said. The Sniper BooksPartygoers will occasionally take books and walk around with them.

feredbes not know which person said it, but knows it is someone talking in a conversation, and the Spy cannot be at a
bookshelf, or looking at a painting, or whatever. Bugs (the code kind, not the listenirgsiad) very early build of a game in

development. It will have bugs.

ch role, Transfer the Microfilthere are two bookshelves in the room, one blue and one

use . green. Partygoers occasionally go pick up books, read them at the bmokttasganaadtind, not the stuff hanging o teeastilts)he game, including the

r, and vice then somewhat less frequently take them out into the room for a whilshavadthantextures, user interface, level, text, and EVERYTHING is placeholder and

take them back to the bookcase they came from. The Spy needs to gainepl@g@eitotyping. The final game will be beautiful and stylish, naturally!
00bs! microfilm from one bookcase to the other. The Spy can choose which direction,

nd beginner _o_cm 6 green or <_o.m versa. For this example, we will use U._cm 6 @«mz\zm@.‘@? ._.m__.m. A@. Characters .
microfilm is hidden in a blue book. The Spy can take the microfilm o@ef fratdeadanimation of bug plant, looks like an ass-grab

uo_,_\m at book, either at the blue bookcase, or by carring the book around andGeattey Raible Ag&#nana Bread" sound from conversation talker
la m&.mm_s\_._wsaoém or in front of the paintings. Then, the Spy can take the blue book back to the BWdhebXeiiatugiehafiges in hand, statue is different than at start
YEhicrotilm (which is invisible, because it's, uh, micro) to the green bookcase, and put it in m@%%%m A _g. lon of getting the microfilm, or book is put back at wrong book
yed ve . S o . : . r counts up momentarily
. away. Taking the microfilm out of a book (and putting it back in) has an obvious animation tell. Or, the Spy

smm._ix the blue book oo:ﬁm_s_:@ the .3_082_3 directly to the green ._ooo_Aomwm and put it asted TRanaitad ﬁw@ can not be these characters)
in :m:ﬁwa tells, however there is a behavioral tell, because the NPCs will never put a book afabastzearepgrple triangle _ .
incPQgkshelf. On the Spy's monitor, books are color coded by the bookcase they came from, BRI tgeohisutsperRigd on Sniper's screen) - yellow triangle
te BBSks start out grey when a character picks one up. The Sniper can try to mark the U&U&Wm%_?% okcase
colors, however, to help keep track of them.



