Hi6H-SPEED CHASE

» How will you catch up with Stella? Is there a solution in the glove
compartment? The locked padlock symbol looks like an 8.
To unlock it, look at the open padlock symbol: it forms a 6.

Take card /7.

up with her. Use the turbo button of
machine 27/ : +48 + f4f = /#/.
Take card 77/

& + Stella’s car is within gun range: +65 + £/ = /7/.
Take card /.

- > Stella keeps driving. Shoot at the oil truck to make her lose control of her

car:+76+ {¥/ = H.

Take card .7/ | o

' The left wheels of Stella’s car bear white

~ marks ( 7).

Lay them over the white mark left by the il j ays «w'
spillage ( .%/'): numbers 3 and 9 form. amd = ;
|

 Take card 27/

Qust prevent Stella from jumping over the ravine.
the grapnel button on your dashboard ( /).

‘ Téke ard 44/
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/under  card ﬂ then side it outward. Use the grapnel 5 cable
) mt@d\rard the red letters. By following the order obtained from

Great! You have a grip on it, but now,
the both of you are about to fall...
uickly) Press the ejector seat
~ button on your dashboard ( 29
N B L= ; |
Take cardﬁ’ 4l i

If you move the parachpte a bit, you will ‘see number 93 appear

Take card 7. e

“ > Look at the app’s screen. A power outlet is plugged in on the lower left side.
~ Pressto unplug it.

Take card ﬂ

plank the remarnrng red planks form a+9:
S =m.
 Take card (98 ' #

.

o

~ motive. The modifier to select from card 28 is therefore +5: +5 + G = <60
s Take card 60 .




Access machlne 90 ,and wind up the car usmg the mechanism.
Sp|n it very fast, and the U shape turns into H.

L Take card /.

B J

this vehicle. Take the robot plan. fld it inward along the red ines. |/
then along the blue line. and fially 2long the yellow lines.
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" Read card @0 carefully Thi monster that placed water in |ts‘
body is none other than"the bottle (54). -,f 1
- Bee and pea - or rathe? B and P - have to be removed h
~ So delete letters B and P from the bottle’s brand. i : 1
* The remaining letters form the word TWELVE. - B P = erce s o roven

{ 8Y nnuu noun’snn
Take Card ﬂ « s y A o - AND LEFT
’ . 5 (' i | = NOT SURE WHAT iT MEANS, BUT LEGEND
. s g

T SAYS THAT YOU MuST
DEVOUR THE PEA TO DEFEAT Tuin

g ake the spirit of water back to their native land: ﬂ + 4= 3.
*, o szTake card C

- Dry the plane so that it can take of 0 + ﬂ @
- Take card (2 C :
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s her big rohot, the timé:;ﬁqg’éo;me to activate yours!
the limbs of Stella’s robot to work out how you need
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block the sword of the r'ightfarnﬁ;, a shield on your left arm;

- To counter the laser of the left arm, a mirror on the right arm;
- To put out the fire of the rfght foot, a bottle of water on the left foot;
- To magnetize the metal of the left foot, a magnet on the right foot.

Access machine 27/
By pressing the buttons on each limb, they change color.
To find out which ones to choose, look at the colors of the cards you placed
on your robot: ?
Right arm GRAY
Left arm BLUE
- Right foot GRAY
'\ Leftfoot RED
i\ Andthe robot’s head is BLUE, same as on the plan.

/

You did great!
Your robot is victorious, and Stella is defeated.
Now, go and clean up the mess...
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