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| e BY YOUR

FATHER?
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ARty DISCOVER CORPSES
' -7 IN A MYSTERIOUS
MANSION AND THE
DETECTIVE MOUR,
WHC'S THERE BY

GIVES THEM
HINTS AND
THEY HAVE TO
SOLVE THE
CASE!

Bg-  THINK
cause ITHL
THE GO
| speclaL WELL?

*BEURGH"

I DONT
FEEL
TOO

WELL...

CALLED
“GREAT
PETECTIVE
KOGORO
MOLIRI'S
MYSTERIES'
HOUSE"!!!
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GEEZ!
SOME GIN, YOU DRANK
o, 1.8 TOO MUCH
ALRIGHT! T
AGAIN LAST
ONLY NIGHT
DRANK 5 =ity
OR 6 PRE-PRESEN-
GLASSES... TATION PARTY
WASN'T

TO LEAVE
OUR STUFF
IN THE
RECEPTION!
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WE MET AT e
THE MEETING
FOR THE NAKAJIMA...
PROJECT THE ONE THAT
PEVELOPMENT HAD THE IDEA
OF YoU
OVERLOCKING
THE GAME...

VYN
Hideaki Nakajima

17 years old ,

Mantendo Corp. Game A ; ‘
developwment section =

YES, THERE ARE

TIME LIMTS TO IN NO OTHER GCAME

IT. IF YOU »
DOES A REAL YOU WILL
o A DETECTIVE COME IN SEE THAT

WITHIN THE LIMIT, | ' TO HELP ouT Wi Be TR
THE DETECTIVE PLAYERS! | MAIN
FALLS ASLEEP > B CTION
AND THERE ARE ' mggnw
NO WAYS TO - '
LEAVE THE
PLACE ALIVE!

OH NO...

TS RATHER THE THANKS
YOU THAT GAME 15 TO YOU

FrF... 11 WE OWE
MLIST BE EHEE%
OWE THE .
SUCCESS TO
YOU...

MR
A REAL
SUCCESS MOUR,
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THREE DAYS LATER ool
YOUR GAME IDEA T SHOULD
WAS ACCEPTED = NEVER WAVE
AND NOW HERE WE SAID IF WE
ARE, AT THE PRE- quguﬁﬁt?;wﬁf
SENTATION DAY... Apgdiaa
GONNA BE A
BLOCK-
.-z:-' E BUSTER...
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YOU'RE VERY
SLY WHEN IT
COMES TO
TAKING AWAY
WHAT DOES

NOT BELONG
TO YOU: WORK,
WOMEN...

BUT THAT WAS BACK
WHEN WE WERE STILL
IN UNIVERSITY...

IT'S ALREADY
FORGOTTEN...

Hironobu Takeshita
17 years old
Mantendo Corp. Game
Pevelopment section

HERE IS
YOUR

NUMBER...

YOU'RE
VERY
GOO0D...
OR
RATHER
SLY T
SHOLILD

UEDA...

IF ONLY

IT WAS
YOUR [DEA...
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SHUTT AN
Koji Ueda
27 years old
Mantendo Corp. Game
development seetion

SINCE 1
HEARD TH

YOU HAVE

SOME

PROBLEMS
WITH YOUR
CREVITORS...

ISN'T
THAT
TRUE,
TAKESHITA
-

EVEN THOUGH
AT I DON'T
HAVE THE
REPUTATION
OF BEING
'NICE' LIKE
TAKESHITA,
T'LL BE
GENEROUS




WE MUST
HURRY
TO THE

ROOM AND

START THE

PREFPARA-

TIONS!!!
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KEEP AND
EYE ON
AL i oo WILL DUMP LS
CASES! LaTEl

IT WAS THE
DIRECTOR'S OH YES...
IDEA, HE NOT ONLY THE
WANTED TO CASE...
INCREASE THE TIE CLIP,
PECPLE'S THE WATCH...
AWARENESS EVERY
OF OUR EMPLOYEE
BRAND TO WEARS THE
THE | SAME THINGS
MAXIMUIM! /' WITH THE
; FIRM'S LOGO.

BUT [T'S ONLY

WE ALL HEAVY AND

1> THE BROUGHT IT BULKY...

ONLY ONE IN, BUT LITTLE |5 NEEDED
TO ALWAYS MOST OF TO MIX UP YOUR

KEEP IT us Just CASE WITH
LEAVE IT SOMEONE ELSE'S.
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MR MOLIR!!
VERY GLAD TO | \ t
: HERE ARE BE WORKING MR. o Y
NUMBERS.. WITH SUCH A PIRECTOR REALLY |1%[¢
BRILLIANT 7! SORRY |
PERSON LIKE

NEXT TO YOU,
MY EMPLOYEES
ARE MERELY
'SIDE-KICKS'...

RIGHT
AWAY

WHAT ARE
YOU WAITING
FOR!?
TAKE YOUR
PLACES!!!

IT'S A SIGN
THAT MAYBE
WE'LL BE
LUCKY TODAY!




WITH A
COUNTER-
ATTACK!!!

IT BECOMES * ﬁéﬂ
ALL FLASHY TIONS
WHEN THE ot
SCORE THAT WS

GOES OVER A VERY

DIFFICULT




LOOK!
MR.
NAKAJIMA'S
ABOUT TO

u
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I USEDR TO
DO BOKING
WHEN T

WAS AT
LINIVERSITY...

SOMETHING
LIKE THIS
BEFORE?Y

RELEASING
STRESS
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K R \  HURRY UP
N LA/ AND COME
HOME, ;
A SHINICHI!

ME~
PRk T WANT TO
HAVE TO
GIVE IT A
USE THE TRY
TOILET... ,
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S0, THE
TOILETS
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ER... I'VE
NEVER
SEEN HIM

WORK FOR
A GAME
COMPANY

ALL THREE OF YOU
WERE IN THE SAME
BOXING CLUE IN
UNIVERSITY?

YES. YOU
COULD sAY
THAT WE
WERE

1' ALRIGHT! SEE
"l' - YOU AROLUND BUT WHO COULD'VE

- : AND HAVE THOUGHT WE'D END VEAL
s —— FLIN/ UP IN THE SAME P

COMPANY...

LEFTUS IN
THE MIDDLE
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THE
EXCHANGE
WAS COM-

PLETED
VERY
NICELY...

I'LL MEET
YOU THERE
THIS
AFTERNOON...

HUHY

PFF... PON'T
WORRY
VODKA...
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L
SEE YOU (
LATER

EXCUSE ME,
SIR...

COULD You
PLEASE
MOVE YOUR
FOOT A BIT.
I CAN'T PICK




HM?
WHY IS 1T
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