


INTRODUCTION
I am so excited that you are interested enough in Detective: City of 
Angels and its underlying game system to take the first step towards 
designing a case for it! In this document I’m going to share my process 
for designing a case with you, a process that I’ve honed over the last 
five years of designing the game. Is this the best method or only way 
these cases can be designed? Perhaps not, but currently this is what 
I’ve found to work. 

But before we go any further, let’s be frank: designing these cases is 
hard! I don’t share this to discourage you, but to be realistic. It’s only 
after years of writing and re-writing these cases that I’ve gotten to a 
place where I’m reasonably comfortable with it. It takes, on average, 
40 hours of work to write and create a decent case, and that’s before 
you subject it to playtesting. After that first playtest inevitably reveals 
holes and flaws in your case, you’ll need to re-write and re-structure it. 
Then, because of the mystery-solving nature of the game, you’ll need 
to find an entirely NEW group of people to test the next version! It 
can take quite a bit of effort to create a case that works well. In one 
sense, it’s like designing a new game each time.

For those of you that are willing to persevere, however, I can’t wait to 
see what you create with this document and these tools. It’s my hope 
that in no time we’ll have a growing library of fan-made cases that are 
just as good if not better than the ones that I’ve written. So, ready to 
get started?

REQUIREMENTS & SPOILERS
Before we go any further, I’m operating under the assumption that 
you’ve played the game a healthy amount at this point. This will 1) 
give you a much clearer understanding of how all the game’s systems 
work together and 2) show you what is possible and what has already 
been done with some of the cases. I’ll be using specific examples from 
some cases, which will potentially spoil them if you haven’t played 
them yet. I’ll place these examples in sidebars and label them clearly so 
that you can safely ignore them if you don’t want to spoil a given case, 
but it will be much simpler (and more instructional) if you just play 
them before hand. 

Additionally, in order to use the files contained in this kit, some basic 
image editing experience will be required, as you’ll need to overlay 
your writing and text on top of Case cards, Response cards, Search 
cards, Mystery cards, and the Detective briefing. 

ANATOMY OF A CASE
First, let’s break down the various elements that go into constructing 
a case. 

The Detective Briefing
This is the initial briefing that will introduce players to your case, 
describe what information they have to work with, and list out 
the (public) suspects that will be involved. This is also where you’ll 
include any special rules or tweaks that might make your case operate 
differently.

Case Cards
These are the backbone of your case. Some of the most important 
decisions you’ll make will be what to place on these cards. A case can 
have a maximum of 12 Case cards, although there’s no minimum 

(Blood on the Pier, the simplest case in the game, has 7 Case cards). 
Case cards come in four types: 

• The Victim or Crime
• Suspects
• Evidence
• Information

There’s no limit as to how many of each type of Case card you can 
have, although we strongly recommend not including any more than 
5 suspects in your case. 

Search Cards
These are the cards that players receive when they search a suspect 
or a location. This is primarily how players will find new evidence or 
hidden suspects. There’s no limit to how many Search cards you can 
have, but you should have a different card for each location or suspect 
that the detectives could possibly search. Cases that are interrogation 
heavy will have fewer Search cards, and cases that involve a lot of 
exploration and searching will have more. Blood on the Pier has only 
9 search cards, while Heist to Nowhere (which is about finding stolen 
money) has 33. 

Response Cards & Chisel Grid
The response cards and Chisel’s grid contain every possible response 
that each suspect can give for any question asked. On average, 
each suspect will have two responses for each question (one Lie/
Misdirection and one Most Useful Response). The rough guestimate 
of the number of responses you’ll need to write will be dictated by this 
formula: (# of Case cards) x (# of suspects) x 2.  Thus, if you have 12 
Case cards and 4 suspects, you will probably end up writing about 96 
different responses.

Mystery Cards
Mystery cards are similar to 
Case cards, although normally 
players cannot ask suspects 
questions about them (the 
exception to this being when 
you replace a Case card with a 
Mystery card). Mystery cards 
are very versatile and can be 
used to introduce new rules or 
twists for your case. Not every 
case has Mystery cards, nor will every case need them.

Epilogue
The epilogue is where you tie everything together in a nice little bow 
and reveal to the players what really went down. While some players 
may have solved the case, they probably don’t know EVERYTHING 
that happened, and the epilogue is a chance to give them an “AHA!” 
moment where it all comes together.

Word Count
Between the introduction, the epilogue, the responses, and the Search 
cards, you can expect to write anywhere from 3,000 – 5,000 words 
per case. Blood on the Pier has only 2,000 words, while The Black King 
has 5,300.

example
bloody christmas spoiler

In Bloody Christmas, Case card A is for 
an “Unknown Murder” at the start of 
the game. When detectives discover the 
body, Mystery Card 1 replaces Case 
card A. This is a good example of how 
Mystery cards can be used to create 
twists in your case’s story.
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THE GOLDEN RULES 
There are 3 key rules and design principles that I followed for every 
case I wrote. If you’ve played all of the cases, I’m sure that after 
reading this list you’ll have opinions as to whether I always adhered 
to them, but regardless I kept them front of mind while creating each 
mystery. 

Rule 1: Everything should make logical sense.
In every case, I strove to make sure that all of the pieces lined up and 
made logical sense. When players hear the epilogue at the end, you 
want them to go “Ahhhhh! So THAT’S what happened!” rather than, 
“Huh? That doesn’t make any sense.” Think hard about the murderer’s 
motives and make sure that motive is hinted at in their responses; if 
the murder weapon is found at a certain location, make sure there’s a 
logical reason for why it got there. 

Rule 2: The fun of the game is solving the mystery.
Don’t write a case that is so hard that no one can solve it. That’s just 
not any fun. If no player actually solves the case, you want them to 
at least get REALLY close. At the end of your case, if the players were 
never able to uncover key information or if they were miles away from 
the answer, they’ll just be frustrated. A group of frustrated players is 
one of the biggest warning signs that your case is too difficult or too 
obtuse and needs to be adjusted.  

Rule 3: Everyone should have something to hide.
Every suspect in your case should have a dirty secret or reason to kill 
the victim, even if they’re not the ones who did it. These make for 
the most interesting cases, both for the detective players AND for the 
Chisel. You want to avoid suspects that are perfectly innocent in your 
cases or who are simply witnesses. In Murder at Sunset, every suspect 
has a shady past and a potential reason to have killed Muggs, which 
makes it a much more engaging case to solve.

WHERE TO START?
Now that we’ve gone over some of the basics, where to get started? 
Well, for your first case I would suggest creating a simple murder 
mystery. Suspect X killed victim Y because of motive Z. Blood on the 
Pier, Murder at Sunset, and The Last Embrace all follow that format. 
None of them have special rules or shocking twists, and these are some 
of the easier cases to write. 

Eventually, you’ll probably want to introduce special rules or tweaks. 
For example, what if there were two suspects that were guilty instead 
of just one, and you had to identify both of them? Or what if players 
start the game knowing who the killer is, and the goal of the case is 
for them to discover who exactly was murdered? Or what if there’s a 
bomb set to explode somewhere in the city, and the players need to 
find it as quickly as possible? The possibilities are endless, but for your 
first outing, I’d recommend keeping it simple. 

As we go through this 
document, I’m going to create 
a brand new case on the fly so 
you can see how it all comes 
together. One of the examples I 
used in the rulebook was for a 
nonexistent case called The Vexed 
Accountant. I really liked that 
title, so we might as well use that 
as a jumping off point.

THE STORY
The first thing is to craft an outline of your case. This is a high level 
view with no real detail yet, just the major story beats of your case. 
You should also determine what the solution to your case will be. Let’s 
see what that looks like for The Vexed Accountant:

• Victim is Reginald Dooley, an accountant.
• Dooley cooked the books for the mob, specifically Mickey 

Cohen.
• But he also did work for Jack Shamus, a dirty vice cop.
• Dooley liked to gamble, and Shamus had a LOT of dirt on 

him. 
• Shamus blackmailed Dooley into helping him launder 

money. 
• Dooley is having an affair with a woman named Belinda 

Velvet, whom he’s in love with.
• Belinda has been blackmailing Dooley as well, threatening 

to tell his wife about their relationship. 
• Dooley’s wife is named Alice. Alice helps him cook the 

books and knows all about his dirty dealings. 
• Alice decides she’s fed up with Dooley’s infidelity and 

decides to kill him. She has an insurance policy on him, so 
she needs to make it look like an accident. 

• One night, Dooley calls Shamus and tells him to hurry 
to the apartment. Mickey Cohen has gotten wise to the 
money laundering and they’re in trouble.

• Alice then hits Dooley on the head with a granite 
paperweight, killing him. 

• As Shamus pulls up to the apartment, Alice pushes 
Dooley’s body out of a window. It slams into the roof of 
Shamus’ car, looking like a suicide. 

When picking your motives, make sure you choose ALL the motives 
that might be applicable. In our case, there are two that apply: 
Money/Greed and Sex/Jealousy.

So, the solution to The Vexed Accountant would be
  
 Suspect: Alice Dooley
 Weapon: Granite Paperweight
 Motive: Money/Greed, Sex/Jealousy

I wrote all of that in about 15 minutes. It’s nothing fancy, but there 
are a few important details to note. The first is that the crime appears 
to be something it’s not. The truth is that Dooley was killed with a 

example el fantasma spoiler

In El Fantasma, both Alejandro Ramirez and Emaline Grady are simply 
innocent victims. Because of that, they have no reason to lie and rarely do. 
While they can provide useful information, it’s relatively easy for players to rule 
them out, and they provide NO interesting decisions for the Chisel to make 
when giving responses. 

example
heist to nowhere spoiler

In Heist to Nowhere there isn’t a murder 
to be solved. Instead, players need to 
find the stolen money. Not only that, 
but the case introduces a Mystery card 
that, when laid on the board, alters the 
map and creates new locations for the 
players to visit. This is a great example 
of how the system is flexible enough to 
create wildly different cases.
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paperweight, but starting out it’s going to look like a suicide or an 
accident. The second is that all of the suspects have something to 
hide or a potential reason to kill Dooley. Mickey Cohen found out 
about his side business, so he could have had him killed. Shamus was 
blackmailing him, so he could have had him killed to keep him quiet. 
Also, Dooley fell on Shamus’ car, which places him at the scene of the 
crime. And because Velvet is blackmailing him as well, she also comes 
under suspicion.  Basically, this creates a number of shady suspects 
with intertwined relationships.

There are also a bunch of motives that could be plausible: Accident, 
Anger/Rage, Mob Related, Revenge, or Suicide. This outline gives us a 
lot to work with. 

When coming up with your outline, look for ways in which each 
suspect could be guilty as well as for opportunities to cover up what 
the actual crime was. Remember Rule #3: Everyone should have 
something to hide! A lot of this might change as we continue to build 
the case, but this is a good starting point.

GET INSPIRED
If you’re struggling to come up with the outline for your case, feel 
free to draw inspiration from the art for suspects and evidence we’ve 
included in the kit. There are 10 different male suspects, 10 different 
female suspects, and 16 different pieces of evidence. Inevitably you 
will have to move beyond the pre-made art assets we’ve included, but 
they can serve to jump start the creative juices if you’re stuggling.  

CITY PLANNING
The next step is to think through where our story is going to take 
place in Los Angeles and roughly plot that out. Print out the City 
Planning Guide included in the kit and get out your pen.

An important rule of thumb here: the more districts you place 
important suspects and evidence in, the harder the case will be! 
Additionally, you should restrict the important happenings in your 
case to, at most, four districts, one of which should be Central L.A. 

Although planning moves efficiently is an important part of the game 
for the detectives, it isn’t the part of the game that’s the most fun. 
Remember Rule 2: The fun of the game is solving the mystery. If your 
case has detectives constantly spending the majority of their actions 
each turn on movement because you’ve placed important details far 
from one another, they’re not going to enjoy themselves. 

So let’s take a look at The Vexed Accountant and start to imagine where 
everything will be. 

(43) in Central L.A. seems like a nice place for the crime. Let’s put 
Dooley’s apartment there, which is where his wife killed him. 

How about Alice herself? Remember Rule 1: Everything should make 
logical sense. What would a wife do if her husband (apparently) 
committed suicide? She might be too traumatized to stay at the 
apartment, so perhaps she’d check into a hotel for a few days. That 
makes sense. Let’s put her at the Beverly Hills Hotel (8), over between 
Westside and Hollywood. 

Mickey Cohen is clearly at his club, Slapsy Maxie’s (9). 

Jack Shamus is a cop, so it makes sense to find him at a police station. 
I initially thought about placing him at the Hollywood station (27), 
but that puts three of our suspects VERY close together visually. So 
let’s have him work out of LAPD Headquarters instead (51). 

Which leaves Belinda Velvet. Since Dooley has a gambling problem, 
maybe Velvet’s a blackjack dealer at the Black Diamond Casino (34) 
and that’s how he met her. So let’s place her there. 

That takes care of the suspects we have so far. But what about our 
evidence? Currently, the only piece of evidence in our outline was 
the murder weapon, the granite paperweight. Because this is such an 
IMPORTANT piece of evidence, we should think carefully about 
where to put it. What if Alice planted the paperweight after the fact 
at Shaumus’ home, knowing it could implicate him? That could 
be a nice twist. Let’s say that Shamus lives in an apartment off of 
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Chinatown (52). That’s where players will find the paperweight. 

At this point, we’ve got a good idea of where everything is going to 
happen in our case, and we’ve limited it to three districts: Westside, 
Hollywood, and Central L.A. Every suspect and point of interest is a 
maximum of two moves apart (if you’re questioning Shamus at (51), 
it will only take you two moves to get to any of the other suspects), 
and many are only one move away (Alice is on a district border, so 
players there can reach both Velvet and Cohen in only one move). 
This means our players aren’t going to have to move around too much, 
which will make the case 1) a bit easier and 2) more about solving 
the mystery rather than hoofing it all over the board. If we wanted to 
make it a touch more difficult, we could simply move suspects and 
important locations farther away from one another, forcing players to 
spend more time traveling between them. This isn’t a great solution for 
upping the difficulty, but it is one option at your disposal when you’re 
designing your case.

As we continue to flesh out our case, we’ll return to our City 
Planning Guide to update it and revise it, but for now let’s move on 
to the briefing. 

THE BRIEFING
Now that we’ve got an outline and a rough idea of where in the city 
our case will be taking place, let’s think through what information we 
want the players to have when they start the case. 

For starters, let’s keep the fact that Dooley was involved in all kinds of 
shady business a secret. To the players, it appears that an accountant 
committed suicide. But if it’s an obvious suicide, why would the 
homicide detectives be called in? Well, Shamus’ car was there at the 
time… Dooley plummeted into it. Shamus wasn’t able to drive it 
away, but I imagine he didn’t stick around. So perhaps the fact that 
the car was registered to a cop from vice is the odd little detail that has 
brought this to the attention of the homicide division. 

Let’s make a bullet list of the info we’ll be including in the briefing. 

• Reginald Dooley, an accountant, threw himself out of the 
window of his apartment.

• Normally this wouldn’t land on homicide’s watch, but 
there’s an odd detail: he fell onto a car belonging to 
Jack Shamus, a vice cop who works out of the LAPD 
Headquarters. 

• Shamus has something of an “infamous” reputation, so 
there’s a good chance this suicide is anything but. 

• Alice Dooley, the victim’s wife, has checked herself into the 

Beverly Hills Hotel.

From this list, players will have three leads to follow up at the 
beginning of the case: the crime scene (40), Alice (8), and Shamus 
(51). Honestly, that’s not a lot, so let’s see if we can give them a bit 
more. 

What if Dooley had a piece of paper gripped in his hand when went 
out the window? Well, from our original story outline, we decided 
that Dooley had called Shamus the night of his death because 
“Mickey Cohen knew about their side racket.” What if the note was 
from Velvet, warning Dooley that Cohen was wise to what he was 
doing? Perhaps Cohen and Velvet are ALSO romantically involved 
(the plot thickens!), and she overheard him talking about having 
Dooley killed. So, what could this note say? 

“Reggie, MC knows about your side hustle. Get outta 
town before he ices you! – B”

Let’s also say the note was written on stationary from the Black 
Diamond Casino. Let’s revise our list and add this bullet point to it:

• Reginald Dooley, an accountant, threw himself out of the 
window of his apartment.

• Normally this wouldn’t land on homicide’s watch, but 
there are a few odd details.

• First, he fell onto a car belonging to Jack Shamus, a vice 
cop who works out of the LAPD Headquarters.

• Second, he had a cryptic note gripped in his hand. The 
note was written on stationary from the Black Diamond 
Casino.

• Shamus has something of an “infamous” reputation, so 
there’s a good chance this suicide is anything but, especially 
when you consider the contents of the note. 

• Alice Dooley, the victim’s wife, has checked herself into the 
Beverly Hills Hotel.

Now there’s a fourth point of interest for the players to look into: the 
Black Diamond Casino. 

FILLING IN THE CASE CARDS
At this juncture we’ve accounted for 7 of our 12 Case cards: Reginald 
Dooley, the victim; Alice Dooley, a suspect; Mickey Cohen, a suspect; 
Jack Shamus, a suspect; Belinda Velvet, a suspect; the bloody note, a 
piece of evidence; and the granite paperweight, a piece of evidence. 
That leaves 5 Case card slots left (and we don’t have to use all of them 
if we don’t want to). 

Let’s think about what players might find at the crime scene, which is 
a location that is almost universally searched by at least one player on 
the first turn. What if they find one of Dooley’s ledgers, showing how 
he was really working for Mickey Cohen? That’s a very volatile piece 
of evidence, and will also allow us to point players in the direction of 
Cohen himself. 

We also know that Alice killed Dooley (in part) for the insurance 
money, so having an insurance policy be a piece of evidence is 
important. Let’s think for a second where this insurance policy could 
be discovered. The obvious location would be on Alice herself or 

example murder on all hallows' eve spoiler

There are two important locations in the case needed to unlock the secret to 
Sammy Holmes’ multiple personalities: L.A. General (54) and the L.A. County 
Poor Farm (98), both of which are located in Central LA. However, the first 
version of the case has those two locations further out... instead of L.A. General 
the info was found at a medical clinic located in San Gabriel Valley, and the 
Poor Farm was in South Bay (rather than on the border in Central L.A.). 
Players had to spend extra actions to make it to those locales, and they were just 
too far away from the main action of the case, which takes place in Hollywood 
and Westside. When we revised the case, we moved those key locations closer in 
to reduce the travel time necessary to reach them.
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in her hotel room at the Beverly Hills Hotel, but it might be TOO 
simple for detectives to connect the dots if we did that. What if the 
policy was locked up in a safe deposit box at the bank? Let’s say that 
players can find it at the Farmers and Merchants Banks, which is 
located by the Bradbury Building (48). We can sort out HOW they’ll 
discover that information later. 

And while we’ve got one murder weapon, it’s always a good idea to 
include a second one. That way the players aren’t handed one piece 
of the mystery on a silver platter and will have to figure out which 
weapon was actually used to commit the crime. What if the second 
weapon was a switchblade belonging to Velvet? Dooley’s body was 
likely so torn up from the fall into the car that it would be pretty 
difficult to determine whether he was killed from a blow to the head 
or stabbed (also, I’m sure my utter lack of knowledge about forensic 
investigation techniques in the 1940s is showing here, but for the 
purposes of the case, we can just make that call). In fact, we can say 
the switchblade was a gift from Cohen himself (the more nefarious 
connections we can make between things, the better). Velvet can be 
holding the switchblade herself, and players will discover it if they 
search her. 

Finally, let’s think about 
what important pieces of 
information could come up 
that we can place on Case 
cards. These should be key 
points of info that will open 
up new lines of questioning 
for the detectives. The first could be “Jack Shamus was blackmailing 
Reginald Dooley.” And the second could be that “Belinda Velvet 
was blackmailing Reginald Dooley.” Those could provide VERY 
interesting responses from all the suspects, so let’s stick with them. 

Alright, let’s look at our list of Case cards now, as well as which ones 
will start the game faceup and which ones will need to be discovered 
later: 

• Reginald Dooley, victim (faceup)
• Alice Dooley, suspect (faceup)
• Jack Shamus, suspect (faceup)
• Mickey Cohen, suspect (hidden)
• Belinda Velvet, suspect (hidden)
• Bloody Note, evidence (faceup)
• Ledger, evidence (hidden)
• Granite Paperweight, evidence (hidden)
• Switchblade, evidence (hidden)
• Insurance Policy, evidence (hidden)
• Shamus blackmailing Dooley, information (hidden)
• Velvet blackmailing Dooley, information (hidden)

And that makes 12! As we continue, we may discover that some of 
these Case cards just aren’t interesting enough in their own right, and 
we should swap them out for something else. But for the moment, 
this is a really good foundation to proceed with.

REVISING THE OUTLINE AND 
CITY PLANNING GUIDE 
As you continue to build the case, it’s helpful to go back to the 
original story outline and update it as well as our City Planning 
Guide.

Since we first put the outline together, we’ve come up with a few 
new important story notes: that Alice planted the murder weapon 
at Shamus’ apartment, that Velvet and Cohen are involved together, 
that he gave her a switchblade as a gift, and that Velvet warned 
Dooley about Mickey Cohen. Let’s revise our original story outline 
with these new wrinkles, especially the fact that while Velvet had 
originally blackmailed Dooley for money, she had since fallen for him. 
Otherwise, why would she care enough to send him a note warning 
him that he could be killed?

• Victim is Reginald Dooley, an accountant.
• Dooley cooked the books for the mob, specifically Mickey 

Cohen.
• But he also did work for Jack Shamus, a dirty vice cop.
• Dooley liked to gamble, and Shamus had a LOT of dirt on 

him. 
• Shamus blackmailed Dooley into helping him launder 

money. 
• Dooley is having an affair with a woman named Belinda 

Velvet, whom he’s in love with. She works out of the 
Black Diamond Casino.

• Velvet is also involved with Mickey Cohen. He once 
gave her a switchblade as a gift.

• Velvet has been blackmailing Dooley as well, threatening 
to tell his wife about their relationship. Although it was 
originally just about money, Velvet has slowly developed 
feelings for Dooley. 

• Dooley’s wife is named Alice. Alice helps him cook the 
books and knows all about his dirty dealings. 

• Alice decides she’s fed up with Dooley’s infidelity and 
decides to kill him. She has an insurance policy on him, so 
she needs to make it look like an accident. 

• One night, Dooley receives a note from Velvet, telling 
him that Cohen knows all about his side hustle with 
Jack Shamus. Dooley panics and calls Shamus, telling him 
to hurry to the apartment. 

• Alice then hits Dooley on the head with a granite 
paperweight, killing him.

• Even in death, his grip doesn’t loosen around the note 
from Velvet.  

• As Shamus pulls up to the apartment, Alice pushes 
Dooley’s body out of a window. It slams into the roof of 
Shamus’ car, looking like a suicide. 

• Shamus panics and flees the crime scene on foot, leaving 
his shattered car behind. 

• The next day, Alice takes the paperweight and plants it 
at Shamus’ apartment, making sure that Dooley’s dried 
blood is still on it. 

Almost every case has at least two 
possible murder weapons for this exact 
reason: if you only include one, once 
players have seen all the Case cards, they 
automatically know that piece of the 
mystery.
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Also, let’s update our City Planning sheet with the locations of our 
new evidence: the insurance policy (48), the ledger (40, the crime 
scene), and the switchblade (at 34, on Velvet herself ). 

Updating these documents continually as you construct the case 
will be invaluable. They essentially function as your case’s bible, the 
master documents you can fall back on them as you’re writing your 
introduction, epilogue, responses, and Search cards. 

ALTERNATE GUESSES & 
UNANSWERED QUESTIONS 
The next thing we’re going to tackle is writing our suspects’ responses, 
but before we do that it’s a good idea to take stock of two different 
things: our case’s alternate guesses and any current unanswered 
questions.

alternate guesses 
Alternate guesses are the possible solutions to your case that are 
probable but not actually the truth. Knowing what they are before 
hand will really help you write solid responses that the Chisel will 
have a great time choosingfrom. For The Vexxed Accountant, here are a 
handful of alternate guesses: 

 Suspect: Jack Shamus
 Weapon: Granite Paperweight
 Motive: Revenge, Money/Greed, or To Keep a Secret

 Suspect: Mickey Cohen
 Weapon: Switchblade
 Motive: Mob Related, Sex/Jealousy

 Suspect: Belinda Velvet
 Weapon: Switchblade
 Motive: Sex/Jealousy, Money/Greed

As we write our responses, creating lies or misdirections that point 
players towards one of those alternative guesses will create a really rich 
case.

Unanswered Questions
Our unanswered questions are the leads or evidence that the players 
don’t start the game with. Since we haven’t explicitly answered these 
questions yet (most will be answered through our suspects’ responses), 
it’s a good idea to write them out and have them top of mind. 

• How will players discover that Shamus has an apartment in 
Chinatown (52)? 

• How will players learn (or at least suspect) that Alice 
planted the granite paperweight at Shamus’ apartment?

• How will players learn about the safe deposit box at the 
bank (48) that holds the insurance policy?

• How will players learn that both Shamus and Velvet were 
blackmailing Dooley?

• How will players learn that Cohen wanted Dooley killed?
• How will players learn that Cohen and Velvet had a 

relationship?
• How will players learn that Cohen gave the switchblade to 

Velvet?

There may be more questions, but these detail some of the missing 
pieces to the puzzle that we’ll have to fill in as we write. 

WRITING THE RESPONSES
Up until this point, all we’ve really done is sketch the outline for our 
case and figure out what elements it’s composed of (suspects, evidence, 
and information). It’s at this stage that I begin writing the suspect’s 
responses. I do this BEFORE I officially write the briefing or the 
epilogue, because as you begin to discover how your suspects are going 
to respond to being questioned, your case may change and evolve. 

Before we do that, here’s a quick refresher on the two kinds of 
responses a suspect can give. The first is the most useful response. 
Each suspect can only have ONE of these responses for each 
question, and it is ALWAYS truthful. The reason we didn’t call it “the 
truth,” however, which would have potentially been an easier term 
for players to grasp, is because of the second kind of response: lies 
or misdirections. Often times you’ll have a suspect misdirect the 
detectives with the truth (which is, quite frankly, the best kind of 
misdirection), but because of that we couldn’t label the most useful 
response as “the truth.” It would simply be too limiting for each non-
optimal response from a suspect to have to be an outright lie. 

example murder at sunset spoiler

One of the strongest examples of an alternate guess is located in Murder at 
Sunset. Although Angie Dusk is the guilty party, the mob boss Jack Dragna 
wanted Charlie Muggs killed, and even put out a hit on him. Many of Angie’s 
lies or misdirections highlight this fact, making it easy for the Chisel to steer 
detectives onto this alternate line of thought.
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Moving on, I try to tackle the responses from the most important 
suspect first: the guilty one. 

You can find a Chisel Grid Template that you can use to fill out here:
https://bit.ly/2ITxy0p 

Using the template, fill in your suspects names as well as the various 
Case cards you’ve plotted out. Then, start writing your responses!

The first response we’ll craft (and the first you will as well most likely) 
will be one of the most important in the game: how does the guilty 
suspect react to being asked about the person that they killed? At this 
point let me introduce another key rule of thumb: never have the guilty 
suspect directly implicate themselves! This will make your case too easy. 
It is often OK to have non-guilty suspects exonerate themselves by 
saying, “It wasn’t me, I didn’t do it!,” but never have the guilty party 
say, “Yes detective, I’m the one that killed him.” 

Which makes this first response particularly difficult to write. What 
is Alice’s most useful response when being asked about her husband? 
Well, let’s try this: 

Alice barks an ugly laugh when you ask about her husband. 
“That pathetic little snot had it coming. No one will miss 
him.”

While this is 1) truthful and 2) doesn’t implicate Alice directly, it 
seems a bit obvious. Any player reading that would automatically 
place Alice at the top of the guilty list. Let’s try something else. 

“Reggie was a weak little man, detective. Given the shady 
people he worked for, I’m just surprised no one killed him 
sooner.” It doesn’t take an ace sleuth to see that Alice isn’t that 
broken up over her husband’s death.

Again, this response is 1) completely true and 2) doesn’t implicate 
Alice directly, but it’s more vague and less obvious than our previous 
response. While it does give the detectives some key info (that Alice 
is not only disgusted with her husband, but she also isn’t sad that he’s 
dead), it also places a bit of suspicion on the other suspects in play. 
Let’s go with this as our most useful response. 

Next come the lies or misdirections. Let’s write a few with our 
alternative guesses top-of-mind. 

“My husband was in deep with some very, very bad people, 
detective.” Alice lowers her voice to a whisper. “Reggie once 
took me to this club, Slapsy Maxie’s (9), where he had to meet 
some big shot gangster. It was terrifying.”

“The night Reggie died he made a phone call to someone 
named Jack. I listened in at the door… I think this man was 
blackmailing my husband, detective! But I don’t know why… 
I couldn’t hear everything.”
LOOK AT CASE CARD K 

“Reggie had a gambling addiction, detective. He was at the 
Black Diamond (34) every chance he got. I think he might 
have lost a lot of money – our money – and… and…” Alice 
buries her head in her hands.

“Reggie was always down at this bar called the Stag and Bull 
(22). He’d never tell me what he was up to, but I don’t think it 
was anything good.” 

The thing to note is that most of these misdirections are true or have 
an element of truth to them! The first points towards Mickey Cohen, 
who Dooley actually did work for. The second is also true – Shamus 
was blackmailing Dooley. And the third not only connects Dooley to 
the Black Diamond, it also subtly suggests that he committed suicide. 
The fourth is simply a wild goose chase – players won’t necessarily find 
anything at the Stag and Bull – but sometimes those types of answers 
can be useful options to give to the Chisel. 

The second misdirection, however, is particularly strong because it 
gives players a chance to look at a Case card, and in my experience any 
time a detective gets to look at a card, they implicitly trust what the 
suspect just told them.  

Additionally, all of these 
responses conform to our 
most important rule, Rule 1: 
Everything should make logical 
sense. It is entirely plausible that 
Alice, our guilty suspect, would 
give any one of these responses 
in an effort to point detectives 
away from the information found in her most useful response: namely 
that she didn’t actually love her husband and isn’t sad that he’s dead. 
And even though these misdirections provide information to the 
detectives, it’s all pointing them away from the truth: that Alice is the 
one who killed her husband. 

Now, you’ll see that there are five different responses for this one 
question, which is way above the average number of responses. But as 
this is our guilty suspect responding to a question about their victim, 
it makes sense to give the Chisel as much flexibility as possible. 

Writing the Responses - Continued
To be perfectly honest, this is the most difficult and time consuming 
part of creating a case. You’ll need to go through each suspect and 
write their responses to each question. As you’re doing so, remember 
to refer back to your list of Alternate Guesses and Unanswered 
Questions! These will help guide you as you write. 

Also, as you write each response for each suspect, try to put yourself 
in their shoes. If they were asked about X, would they lie about it? Do 
they even know about it? Think about what each of them has to hide 
(especially the ones that aren’t murderers). Shamus didn’t kill Dooley, 
but he was blackmailing him; he has a LOT to lie about and try to 
cover up. Cohen is a mob boss and a generally awful human being, so 
he’s going to lie and misdirect quite a bit as well. Velvet is also going 
to try and cover up the fact that she was blackmailing Dooley AND 
that she has a relationship with Mickey Cohen. 

Each suspect is going to have a different pool of knowledge within the 
structure of your case, and the responses you write for them should 
logically reflect that. 

I’m not going to write out all of the responses for our test case here, 
but I did fill in a few key responses to make some points. If you’d like 
to see what these responses look like in the Chisel grid template, you 

A great exercise would be to open up 
the Chisel casebook and look at the 
answers each guilty suspect gives for 1) 
the victim (or crime) and 2) the murder 
weapon. You’ll get a good feel for how 
to write responses that are suspicious 
but not completely obvious.
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can find them here: https://bit.ly/2ZUtsuI 

Asking Alice about Shamus
Remember, one of our unanswered questions is How will players 
discover that Shamus has an apartment in Chinatown (52)? When Alice 
is asked about Shamus, her most useful response can easily point that 
out:

“Shamus was dirty as sin and Reggie was helping him launder 
money. Reggie was always over at his apartment in Chinatown 
(52).I don’t know what Shamus had over him, but my fool of a 
husband bent over and took it.” 
LOOK AT CASE CARD K

This not only points out the apartment location, but also introduces 
players to the fact that Shamus was blackmailing Dooley. 

Asking Alice about the Murder Weapon
This is another crucial moment: the murderer is being questioned 
about the weapon. What could her most useful response be?

“Yes detective, that’s what I killed my husband with.”

As you can see, that’s a TERRIBLE response. So let’s try again. 

Alice blanches when you show her the paperweight. “I gave 
that to Reggie. A gift. On our anniversary, not that he even 
cared. Is that blood on it? Excuse me, but perhaps I should 
speak to my lawyer now.” She refuses to say anything else 
about it. 

This is much more how a guilty person might respond, but it also isn’t 
going to spell things out for the detectives either. 

Also, when writing lies or misdirections for this question, we would 
want some really strong responses that would point the finger squarely 
at Shamus. Alice planted the paperweight at his apartment to frame 
him, so she’d be prepared with some great lies to back that theory up. 
Here’s an example:

Alice instantly recognizes the paperweight. “Shamus gave that 
to Reggie, but I think he meant it as a threat. ‘Stay in line or 
I’ll bash your face in’ was the message he was trying to send 
my husband.”

Asking Alice about the Switchblade
Since this was given to Velvet by Cohen, Alice has never seen it and 
legitimately has no idea what it is. 

“I’m a housewife, detective, not a thug living in the gutter. I’ve 
never seen that knife before and wouldn’t even know how to 
use it.”

This would be the ONLY response and there wouldn’t be any lies or 
misdirections. Why would Alice lie about something she truly has no 
clue about? 

Asking Shamus about the Victim
Shamus was there the night that Dooley was killed, so this is an 
important response to write. 

“Alright alright already! Yeah, I was there that night. Dooley 
and I had… business to discuss. Just business. And I don’t 
have to tell you anything else, you self-righteous prick.”

This leaves the door wide open for whether or not Shamus may have 
killed Dooley, but it’s also a truthful response. 

Asking Shamus about the Paperweight
One of the strongest Alternate Guesses in this case is that Shamus 
killed Dooley with the paperweight. Not only is he a shady individual 
with plenty of motive, but the paperweight was planted at his 
apartment by Alice. Let’s consider his most useful response: 

“Never seen that thing before in my life.”

Now while this is true, it blows our best Alternate Guess to 
smithereens with a single response. That would probably make things 
too simple for the detectives. So let’s try modifying it. 

“Did I hear that right? You found this at my house? You were 
searching MY HOME?” Shamus is furious. “Quit trying to 
frame me by planting evidence and stay out of my business!”

This works on a number of levels. First, it’s perfectly reasonable that 
Shamus would be furious at learning the detectives had searched his 
home without his permission. Second, he doesn’t outright state that 
he’s never seen the paperweight before, so it doesn’t immediately 
exonerate him from the crime. And third, he implies that the 
detectives have planted the evidence on him. Now, a very astute 
detective might read between the lines here and surmise that the 
evidence was in fact planted by someone else because Shamus is being 
truthful, but it’s vague enough that it’s not spelled out in bright neon 
letters.

Asking Shamus about the Ledger
Think back on one of our unanswered questions: How will players 
learn about the safe deposit box at the bank (48) that holds the insurance 
policy? Asking Shamus about the ledger could be an avenue to 
revealing this information: 

“Yeah, that’s the ledger Dooley kept for Cohen. I thought 
he always kept it locked up in that safe deposit box he has at 
the Farmers and Merchants (48). Having that floating about 
would’ve made him a target for sure.”

That’s a nice, logical way we could drop that piece of info into the 
responses.

Finishing the Responses
I’ve only included a few examples above of how to go about writing 
the responses. We didn’t even get to Mickey Cohen and Belinda Velvet 
and that whole sordid secondary plot line. 

As you work through each suspect, you’ll begin to flush out what 
each of them knows and how much they’ll reveal – or hide – for each 
question. Continue to remind yourself of your Alternate Guesses and 
Unanswered Questions. You want to make sure the Chisel has plenty 
of robust choices during questioning, and you want to make sure all 
the important aspects of the case can be discovered. 
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Eventually, you’ll have finished all of your responses and *whew* 
you’re now on the home stretch!

THE SEARCH CARDS
The next chunk of our case that we need to knock out are the Search 
cards. Before doing this, take an inventory of every location that is 
mentioned in your case that could be logically searched, as well as 
every suspect. Refer back to your City Planning Guide for help with 
this. So far, this is what we have and what needs to occur when certain 
suspects or locations are searched:

• Alice Dooley
• Jack Shamus 
• Mickey Cohen
• Belinda Velvet (find switchblade) 

• (8) – Beverly Hills Hotel
• (9) – Slapsy Maxie’s (find Mickey Cohen)
• (34) – Black Diamond Casino (find Belinda Velvet)
• (40) – The Crime Scene (find ledger)
• (48) – Farmers and Merchants Bank (find insurance policy)
• (51) – LAPD Headquarters (find Jack Shamus)
• (52) – Jack Shamus’ apartment (find granite paperweight)

And remember that one lie or misdirection we wrote, where Alice 
was pointing players to the Stag and Bull? We need to account for 
those red herrings in our list as well. 

• (22) – Stag & Bull

That’s 12 Search cards we need to write (and if we filled out the entire 
response grid, there would likely be a few more misdirections in there 
and a few more Search cards to craft). 

Start out by writing the Search cards that will be archived. These are 
Search cards that can only be seen once by a single detective, and then 
that suspect/location cannot be searched again. This will happen when 
hidden suspects are found and evidence is discovered and removed. 
Some examples: 

(9)
The doorman outside of Slapsy Maxie’s has a neck with a 
similar circumference to a California Redwood. You gingerly 
ask to see the owner of the club and, miracle of miracles, 
rather than turn you into mashed porridge he escorts you to 
the back room and opens a door with the name M COHEN 
splashed across it in bright red letters. 
FLIP CASE CARD D AND PLACE MICKEY COHEN AT 
(9). YOU MAY ASK COHEN 1 FREE QUESTION.

(52)
Shamus lives in a hovel just outside of Chinatown. For a 
supposedly corrupt officer, he doesn’t seem to be very good at 
it. You kick the flimsy door down and waste little time tossing 
his pad. In the bedroom closet, underneath a pile of dirty 
suits, you find a granite paperweight, covered in dried blood. 
TAKE CASE CARD H

After you’ve written the Search cards that will be Archived after 
reading them, write the remaining ones. These Search cards can also 
be an opportunity to deal with your Unanswered Questions. For 
example, let’s take a look at Alice’s Search card: 

You frisk Alice and find a bank receipt in her left pocket: 
Farmers & Merchants Bank (48), Bank Mgr. Leopold Davis 
Esq., Safe Deposit Box 287. She snatches it back from you 
quickly and glares at you with all the malice she can muster. 
It’s quite an impressive display for such a small woman.

Now we could have used a Case card for the bank receipt and had 
players find it on Alice, but all the bank receipt does is point them 
towards the location of the safe deposit box, so that would have been 
overkill (and a possible waste of a Case card). In fact, asking any 
suspect other than Alice about it would have been uninteresting. 
Instead, we can place that lead on her Search card directly. Just 
remember, since these Search cards aren’t taken or archived, make 
sure you write them appropriately. Note the bit where Alice “snatches 
it back from you quickly.” This means that other detectives can also 
search her and get the same information, but it also doesn’t break the 
thematic immersion of the game. 

CHECKING FOR CHOKE POINTS
With the exception of the briefing and the epilogue, your case is 
now basically done. But before finishing those final two pieces, it’s 
important to go through and check to make sure you don’t have any 
choke points. 

A choke point is when a key lead to a vital piece of information can 
only be discovered through a single action. The best example in The 
Vexxed Accountant is the location of the murder weapon, the granite 
paperweight. Detectives don’t start the game knowing about Shamus’ 
apartment in Chinatown AND if no one finds the murder weapon 
then the case is unsolvable. There’s nothing more frustrating for 
detectives then to reach the end of the case with undiscovered Case 
cards only to realize that they couldn’t have solved the case at all. 

Granted, we didn’t completely write out all of the responses for the 
case, but currently there is only one way to learn the location of 
Shamus’ apartment – asking Alice about Shamus and (if the Chisel 
lied) challenging to get the most useful response. So what if no 
detective ever asks Alice about Shamus? Maybe it simply won’t occur 
to them or they’ll be focused on other things. Either way, this is a 
choke point in your case, and generally speaking choke points are bad. 

Some other ways to give this lead to the detectives could be: 

• Asking Shamus about himself.
• Asking Velvet or Cohen about Shamus. Perhaps they also 

know about his apartment. 
• Placing this information on the Search card for Shamus, 

similar to the Search card we wrote for Alice: 
 
You search Shamus, but all you come up with is a house 
key to an apartment outside of Chinatown (52). “Hey, 
I need that. You tryin’ to kick me out of my own place 
now?” Shamus snatches the key back.
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This way you haven’t locked an imporant lead behind only a single 
door; there are multiple ways to learn about it, thereby increasing the 
likelihood that at least one of the detectives will find it. 

IS AN EARLY SOLVE POSSIBLE?
Another problem to look for is if an early solve is possible. Sometimes 
detectives will just get super lucky and pull off an early guess. You 
don’t want your case to be successfully solved on day 2... that’s almost 
as little fun as no one being able to solve it because of a choke point.

Counter-point: if you’re trying to create an easy Gumshoe level case, you 
can ignore this recommendation.  

The best way to ensure this doesn’t happen is to make sure the murder 
weapon doesn’t start the game faceup and that it can’t be easily located 
on the first turn. That way, even if they’ve locked in the suspect and 
the motive, they don’t actually have the 3rd piece of the puzzle yet and 
can’t successfully solve even if they wanted to. 

WRITING THE EPILOGUE
Time to hammer the final nails in your case’s coffin. Return to your 
outline and turn it into a thematic write-up for your case’s epilogue. 
Have fun with this part; this is the big moment at the end of the 
case when all of the players will get to learn the full story! The best 
epilogues are also the ones that peel back each layer of the case like 
an onion, only arriving at the solution in the final paragraph. Don’t 
just come out and say, “Alice Dooley is the one who murdered her 
husband” in the first paragraph. Tease the reveal, which will keep the 
detectives on their toes during the final read-through at  the end of 
the game. 

WRITING THE BRIEFING
After you’ve written the epilogue, you can tackle the final piece of the 
puzzle: the detective briefing. Check back on the briefing outline we 
originally drafted back on page 5. Use this as your guide to writing the 
briefing, remembering what pieces of information the detectives will 
be starting with, and what will be hidden from them. 

I wrote all of my briefings in the voice of the gruff but loveable police 
Captain, but feel free to experiment with the format.

Of important note is that you include the setup instructions in your 
briefing. Each game is supposed to begin with all of the Case cards 
face own. As you write the briefing, include directions in parentheses 
to flip Case cards at the right time and place suspects on the board 
at the right locations. For The Vexxed Accountant, after the breifing 
is read, Case cards A (Reginaly Dooley), B (Alice Dooley), C (Jack 
Shamus), & F (the bloody note) should be faceup; the crime scene 
marker should be at location (43); Alice Dooley should be on the 
board at (8); and Jack Shamus should be on the board at (51). All 
of those setup instructions would be included in the briefing at the 
correct moments.

Next, write out the win conditions for solving the case. This will 
almost always be

You must identify the guilty SUSPECT, the murder 
WEAPON, and the suspect’s MOTIVE.

example the last strikeout spoiler

The Last Strikeout is unsolvable unless the players are able to figure out that 
Red was never the victim and that he’s still alive. Originally, the only way for 
players to figure this out was to ask Gary, Pete, or Diane about the autopsy 
report. They would then reveal the location of Red’s apartment, and if you 
search there you discover the plane tickets that lead you to finding Red at 
the airport, trying to skip town. This became a choke point, as it wasn’t 
immediately obvious to detectives that they should question any of the 
suspects about the autopsy report. 

In fact, some player would preemptively figure out that Red was still alive, 
but then they simply could not figure out how to locate him. It’s not intuitive 
that if you’re searching for Red you need to ask the suspects about an autopsy 
report. It was a choke point and not a particularly intuitive one.

So, we created two additional ways to locate Red. 

First, you can question Gary about the safe and he’ll come clean, fessing up 
that Red is still alive. 

And second, we added a partial address for Red on Case card J. Most players 
when looking at the address list will be focused on Jackson Clark’s address, 
which is a red herring. However, really smart detectives that deduce that Red 
is still alive can use the address there to find Red’s apartment. 

We created additional ways to find out that Red was still alive, thereby 
clearing up the choke point that would potentially stall the case.

example murder on all hallows' eve spoiler

In the first version of Murder on All Hallow’s Eve, the murder weapon (the 
kitchen knife) showed up when you searched Sammy Holmes, which would 
usually happen by the second day at the latest. Even though there was a lot 
of information that hadn’t been uncovered, all of the pieces were there to 
make a successful guess... which is exactly what happened, and a detective 
used their solve token on the third day to solve the case. This was especially 
disappointing since none of Sammy’s multiple personalities had even been 
discovered yet!

Therefore, we buried the murder weapon a few layers deeper. Now it can’t be 
found until Frank is searched, meaning that the case is unsolvable until all of 
the twists and turns have been revealed. This made a much more satisfying 
case for players to solve, and an early victory is now impossible.

example the black king spoiler

The epilogue for The Black King is one of my favorites in the entire game. It 
walks players through each stage of the case, step by step. It starts out with 
Veronica... was she the killer? Nope, she wasn’t. Then it moves to Franklin... 
how about him? He shows up with a gun and he looks incredibly guilty. Then 
the action moves to Madeline, and now she looks like the guity one, but then 
she leaves the scene with her father and players discover none of them are 
guilty. 

Finally, the epilogue moves to Archie, and we learn that he in fact is the 
murderer. The epilogue fills in all the details of the case and ends by revealing 
the murderer. It peels everything back like an onion, reavelaing the surprises 
and twists of the case. 
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Then, fill in the locations of interest. This is a list that simply gathers 
all the important locations mentioned in the briefing together, so 
detectives can reference it in single place. For The Vexxed Accountant, 
this list would include 

Beverly Hills Hotel (9) ALICE DOOLEY
Black Diamond Casino (35)
Dooley Residence (43) CRIME SCENE 
LAPD Headquarters (51) JACK SHAMUS

Finally, write out any special rules for your case. 

BUILD THE CARDS
Now that all of the writing is done, it’s time to transfer everything 
to Case, Response, and Search cards. This is where that basic image 
editing experience will come in handy. Using an image program such 
as Gimp or Adobe Photoshop is ideal, although you can use Adobe 
Acrobat or even Microsoft Word to lay text on top of the image files 
provided with the kit. 

First, go through your Chisel grid and label each response in order, 
going from 1A -> 1B -> 1C -> 1D -> 1W -> 1X –> 1Y -> 1Z -> 
2A…. etc. Then, copy and paste the responses to blank response card 
templates that have been provided. 

Next, copy and paste the text for your Search cards onto the Search 
card templates that have been provided. 

Then, build your set of Case cards for the case. Again, if it makes 
sense, use the provided suspect and evidence art, but more than likely 
you will need to find your own image assets to use. See below for an 
example of what our prototype cards look like when we’re building a 
new case. With fairly minimal effort, you should be able to build cards 
like these to use with your case.

Finally, print of your Chisel grid as well as your detective briefings. 
Then, cut out all of your cards and get them sorted. You are now ready 
to rumble!

PLAYTESTING & REVISION
Once you’ve printed everything up, find a group of folks willing 
to run your case with you and go for it! As you’re Chiseling your 
own case, take notes and look for any issues with how the case is 
constructed: 

• Are any responses confusing the players? Are any responses 
unclear or not conveying the meaning you want them to? 

• As the Chisel, are there moments where you wished you 
had certain lies/misdirections to give to the players that 
you didn’t originally write? Make a note to create some new 
responses whenever this is the case.

• Are there any choke points you didn’t anticipate, or 
pieces of information that players just don’t seem to be 
uncovering? 

• Is your case too spread out around the board? Are the 
players spending too much time moving around and not 
enough time asking questions? 

• When are players spending their Solve tokens? Is it too 
early? If at all costs you want to avoid a situation when a 
player could easily solve the case on the 2nd or 3rd turn. 

• When reading the epilogue at the end, are the players 
excited to hear what happened? Are they experiencing 
“Aha!” moments or “Huh? That doesn’t make sense” 
moments at the end?

Afterwards, I would recommend revising your case with any notes 
you took as soon as possible, while the case is still fresh in your mind. 
Then, find a whole new group to test the new version of the case with!
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CONGRATULATIONS!
At this point, if you’ve managed to write a full case and test it with a 
group, pat yourself on the back. This is a HUGE accomplishment! 
And if you’ve managed to test it multiple times and refine it so that 
it hums like a well oiled machine, even better. So, what next? There a 
few options.

First, upload your files to Google Drive or some other cloud service, 
join the  Detective: City of Angels Facebook Community Group, and 
share it with the folks there. Get feedback from the fans of D:COA 
and learn how to write better cases. Discuss case design tips and 
brainstorm ideas for new cases with unique mechanics and suprising 
twists. In fact, we may feature particularly excellent cases in an official 
capacity from time to time, or offer them for download from the Van 
Ryder website!

Second, if you think your case is really good, be on the lookout for 
announcements about our upcoming convention schedule. Although 
we do not have any current plans in place for this, our hope is that 
for those of you able to make it to one of the larger conventions, 
you’ll be able to sign up to play your case with one of us in person! 
As the designer, I have rarely had the chance to experience my own 
game as a detective (since I wrote almost all of the cases myself ), so I 
would be thrilled for you to run your case as a Chisel with me. Look 
for announcements through our newsletter or over our social media 
channels about in-person opportunities like this.

DETECTIVE: CITY OF ANGELS CASE DESIGN GUIDE V1.0
The Case Design Guide, Case Design Kit, and all content is © Van Ryder Games. All Rights Reserved. No case or other content 
created using this kit may be sold or exchanged for monetary gain without the written permission of Van Ryder Games.
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