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Story

Twenty years ago during a remote expedition, two
archeologists found an infant alone.

The infant had a happy childhood raised by those
that found her and as a young woman she too
became a remarkable archeologist herself.

But despite leading a largely happy life she felt an
instinct deep within herself - calling her to
somewhere unknown, a memory of a place, recalled
with the clarity of a fading dream.

Today, she follows this instinct to see where it
leads. Holding the hope of perhaps finding an origin
- some understanding of where she comes from.

What will she find? And will she have the courage
to step beyond the point of no return?
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Controls

Run AN

Hold the Left and Right buttons
to make your the character run.

ﬁ % Jump ok
4 Press the Up button to jump.

sﬁf“Wfﬁf SRS Press it when running to jump
il 7)\ /MQV”‘“ greater distances.
SN q
!

Duck Ll

Press the Down button to duck.
If you duck and then move left
or right, you can crawl through
narrow spaces.

Examine/Use I}

Press the primary button ('Z' on
a keyboard) to examine things,
or to pick up or put down and
use objects you find.

. " N \ /
Special Action IER <~ 7//
The secondary button ('X' on \ % t P~

a keyboard) may have some R O&

use later in the game, but what . >
exactly? You'll have to find out! A Y
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Tips

Dusk Child is an adventure game with platform-game elements.
This means you will have to run, duck, and jump to traverse the
world - but when your path is barred you will need to use your
wits and study the environment, also making use of items that
you may find.

Keeping that in mind, here are some more specific tips;

Signs

Scattered around the world you
may find signs with writing left
by people long ago, make sure to
examine any you come across.

Spheres

Touching one of the raised clear
spheres will save your progress,

if you are hurt you will be returned
to the last sphere you touched.

Spikes

There may be dangerous spikes

around, they will hurt you if you

fall on them - but you can walk NI
by them safely. .
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ltems

You will find several items on
your journey, use the examine
button to pick them up or put
them down again. Different
items have varying uses so
keep an eye out for them.

Eyedols

Beware Eyedols! While they
may appear to be simple carved
busts - they guard ancient ruins
and have kept out the unwary
for many centuries.

Statues

These large statues in ancient
temples must have served some
purpose, but what? And why are
their hands so scorched?
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Introduction

Hi there! Before you dive into this manual | just
wanted to write a little note to say thank you for
your support. Dusk Child is a free little game
but you decided to drop some money my way
for it; That is HUGE for me!

Sometimes making games can be pretty tough
and it's easy for me to feel like I'm not very good
at it or that I'm not making anything worthwhile...

But whenever | realise there are people who
like and support my work it means a lot. It makes
it easier to keep going, to make new things, and
to finish old things that have become a struggle.

Your support helps me keep going and from
time to time it even means | can afford a pizza
so thank you, so very much, for your support!

I hope you enjoy Dusk Child and this manual,
(and maybe some of my future work too!)

ILU <3

(Sophie Houlden)
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Hints and
Technical Help

If you get stuck or have trouble running the game,
please feel free to contact the developer (that's
me, Sophie) using the following informtion:

Twitter: @sOphieh
E-mail: sophie@sophiehoulden.com

Replies may not be immediate, but I'll do my best
to help you out.

Also, feel free to let me know what you think about
the game! I'd love to hear from you.
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5) Be careful not to land on the spikes in
the next room, and make your way
towards the green orb. If you examine
it, you will pick it up and see it appear
in your inventory.

A SHELF ATTACHED T A PULLY

6) Make your way back to the closed [ SHeLE RITHCHED TC 6 FUCL

gate and put the orb on the shelf.
This will weigh it down and open the
gate. Head right past the gate and
drop down into the next area.

r
7) After landing, go left to discover l
the location of what a sign marks as [&i i"r“n EEEE -
the "Western Temple". It seems the  [EES NG S—_—-
temple will be closed to you until
you find a keystone and replace it
somewhere, so for now go back right.

8) When you reach the area in the third
screenshot, jump up to the sign,
which hints that there is more to &
explore above. Jump up and follow  EERCEE L
the path intO the Cllff. REPLACE HEYSTORE TO0 OPEN

5
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9) Go past the sphere and drop down
to examine a hole in the hanging
stone - it seems like something is
missing here, probably a good place
to put the keystone once you've
it!
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9) Go back down to the base of the cliff [EulNEIEta L L0 L
and then head right to find an
important looking door beneath two = A
statues. Read the sign here and then s
crawl through the narrow space to =
the right side of the screen.

10) That's it for this walkthrough! You
will have to figure out the rest on
your own, but if you absolutely
need a tip; you'll find the keystone
for the western temple by going
down. Be careful though, | hear
there are Eyedols down there!

£
e
IS

|_|R LARGE STONE DOOR
I ITYS MET

Of course, if you find yourself stuck later on (or if you have any
technical problems with the game) why not contact support?

The hints and technical help contact information is at the back
of the manual. Get in touch any time!

12





item/image/i-013.jpg
Credits

Dusk Child Game
Sophie Houlden
sophiehoulden.com

@SOphieH

Pico-8 console
Lexaloffle / Joseph White
lexaloffle.com/pico-8.php

@lexaloffle

Thanks to
Everyone who made cool things with Pico-8
to get me interested, as well as all the fans
and other developers who cheered me on

or showed love for the game.

Also thanks to
Those at Next Thing Co. for their support and

for including Dusk Child with the PocketCHIP

Especially thanks to
You! | love you tons, you keep being great OK?

MWAH <3
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Walkthrough

This walkthrough is for people who need help getting through
the first part of the game, there is no shame in using it but
you will probably feel a greater sense of accomplishment if
you can do it on your own!

1) Examine the sign to read it, and then
crawl through the narrow space
leading off the right side of the
screen.

2) Touch the sphere to make it your
current checkpoint (you don't need
to examine it but you can if you like).

|_IH|JU FINALLY ARRIVE...
——IUHY WERE H0U DRAWN HERE?

You need to make your way to the
right, remember that you can walk
by spikes safely, but landing on
them will send you back to the
last sphere you touched.

3) Follow the route labelled, you will
need to run and jump at the same Bl et BsicTen L
time to be able to clear the wide
gaps without landing on the spikes.

4) Before you is a shut gate and a shelf
connected to a pully, if you examine
it, you will find it can be weighed
down by something. From here, go
through the little nook on the left i H 'SHELF ATTHCHER T0. A FULLY
and then drop dOWn. I_ll.IEII.'.HITIE IT DOUn ARY HELP?
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