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INTRODUCTION

The Crystal Maze is back! It’s been twenty-one years and one incredible adventure for many of us lucky enough to be involved in its return. We hope you’ve loved seeing the show back on Channel 4, or even for the first time, meeting the incredible new Maze Master and, of course, shouting at the screen as teams make a complete mess of what really is a very simple game.

For many years we’ve been plotting to try and bring this legendary show back. Unfortunately it turns out that building a 2787 sq m set featuring four epically themed zones and a giant Crystal Dome is a tad expensive.

Then, in summer 2015, a small miracle happened. A group of brilliantly talented and completely bonkers young chaps decided to build a live experience of the Crystal Maze. Having obviously never done anything like this before they decided to post the frankly barmy idea on Indiegogo, a crowd funding website. They asked the public for £500,000 and by the deadline in July, they’d raised an astonishing £938,798. In April 2016 Little Lion Entertainment opened a live experience in Angel, north London. It was a phenomenal success and within four weeks they’d sold out their initial run of tickets and received glowing reviews.

We met with the Little Lion gang in spring 2016 and together with Channel 4 we hatched a plan to produce a one-off special in aid of the fantastic charity Stand Up To Cancer. This plan was riddled with logistical challenges. The venue was open to the public six days a week, and already sold out, so there was only one day in September that we were able to film. We couldn’t rig the shoot until 11 p.m. the night before, and had to be completely clear by 9 a.m. the the day after the record. No pressure then. It was the most challenging and rewarding production we’d ever worked on, but a brilliant team and a fantastic turn from the terrifyingly talented Stephen Merchant as our Maze Master made it all possible.
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▶ Stephen Merchant, the magnificent Maze Master for the Stand Up To Cancer special in October 2016.




Over 4.3 million viewers tuned in to the special, making it the third mostwatched programme on Channel 4 in 2016.



When the show aired on Sunday 16th October we sat watching the stream of social media comments roll in with trepidation. People seemed to love the show and were calling for more. When the ratings came in the next morning over 4.3 million viewers had tuned in, making it the third most-watched programme on Channel 4 that year. What was most exciting to see was that over a third of the audience were too young to remember the original. Soon after the show aired we began the conversation with Channel 4 to bring the show back properly.
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▶ James Dillon’s hand-drawn plan for the original maze.



The first thing we did was call James Dillon, the mastermind who designed and built the original maze. He came into our office and rolled out a large and faded piece of paper onto the table. It was the original hand-drawn plan for the maze. Once we’d finished staring in wide-eyed wonder we asked him if he fancied building it again. James said he couldn’t imagine anyone else doing it. Neither could we.

The second thing we did was discuss with Channel 4 who could possibly host the new series. Stephen Merchant had done a remarkable job of the special, but had only ever agreed to it as a one off. We had a long debate about finding someone with a strong character who would take ownership of the maze in a way that didn’t feel like a pastiche of Richard O’Brien. Our first choice was Richard Ayoade. We’re so lucky he agreed to buy some gold lamé boots and join us. There’s no one else quite like him, and his energy, eccentricity and remarkable wit have all made for a Maze Master we’ve absolutely loved watching in action.


Our first choice was Richard Ayoade and we’re so lucky he agreed to buy some gold lamé boots and join us.



The third thing, and the thing we’ve spent the most amount of time debating, is the games. We have assembled some of the most exciting and experienced game developers in TV who have set themselves the daunting task of reimagining the games for a new audience. From fiendish physical challenges, mind-bending puzzles to nail-biting tasks … and, perhaps most importantly, the return of the wet log … we’ve unleashed around forty games on a variety of unwitting and sometimes completely hapless teams all hoping to win a crystal or two.

Now it’s time to share our incredible time-travelling adventures with you. We hope that with the weird, wonderful and frankly ridiculous games contained in this book you will have just as much fun creating your own maze at home …

LET THE GAMES BEGIN!

Neale Simpson (Executive Producer), Anna Kidd (Series Games Executive), Chris Lore (Series Producer), Toby Smith (Development Executive) and Meral Taze (Games Producer)


HOW TO MAKE THE MOST OF THIS BOOK

We designed this book so you can create your very own maze experience with friends and family in the comfort of your own home (or school, or office …).

The grand idea is that you should spend an hour or two preparing various game rooms using this book as your guide. Once you’ve set everything up you can lead your band of adventurers (hopefully willingly) around your own maze to see if they’re as hopeless as the teams in the series.

Some of the games in the TV series involve complicated set builds featuring smoke machines, laser beams, disappearing bridges, swinging planets, fire-breathing dragons and, of course, a giant wet log. We suspect you probably won’t have these to hand. Therefore, we’ve developed all of the games so that hopefully you can play almost all of them using everyday objects you’ll find lying around the house (or can easily pick up at your local DIY store).

Start by inviting a group of friends or family over. Ideally five or six will do. Try to avoid any annoyingly overbearing characters unless you are confident you can lock them in early on.

Look through the games in this book and choose how many and which games you’d like to play (we recommend 10–12 in total). Make a note of all the props/items you need and plot which rooms or environments are best suited to each. Some games are quick (so you can have a spontaneous game at home if you fancy) whilst others are more complicated to set up so follow the guide to preparing each game and do as much as you can in advance so when your friends arrive you’re ready to begin.

The ‘GAME SIGN’ for each game is the text you should use to create the instructions that should be placed inside each room or environment, somewhere that is always easy for the players to find. If there is no game sign, then part of the game itself is for the player to work out what to do … please do feel free to give them a hint or two if they’re floundering.
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Wait! What to use as those precious time crystals? We expect you probably haven’t got a box of these lying in a cupboard so you should consider what you’d like to place in each game room. We think satsumas make perfect time crystal substitutes; they’re bright, small and round and easy to spot. They also make a healthy treat for victorious players. Alternatively, how about rustling up a batch of crystal cupcakes?

Once you’re ready to go, make sure you’ve got a running order of which game and room you’re travelling to next. Have this book to hand at all times, perhaps bookmarking each game you’re planning on playing, so you always have the answers ready. Trust us, teams can quickly become mutinous if not kept in check …


HOW TO BE A MAZE MASTER

Arguably the most important role when playing your own version of the Crystal Maze at home is that of Maze Master, the mischievous and mysterious guide through this time-travelling adventure.

For maximum enjoyment we recommend that one of you commits to being Maze Master for your whole time playing these games rather than changing over for each challenge. That way one person can embrace the role, develop their own running gags and, if things go as planned, completely alienate themselves from all friends and family.

The role of Maze Master has been held by only four people: the truly extraordinary Richard O’Brien, wild-eyed punk hero Ed Tudor-Pole, comedy legend Stephen Merchant and the mighty nerdmeister Richard Ayoade.

It’s hard to compete with these hugely talented folk, so let’s take a moment to explore what makes a great Maze Master. You should be slightly stand-offish, to the point that some might even consider rude. You want to demonstrate a lack of empathy, and appear at times to be totally uninterested in a team’s success or failure. You should always be on hand to point out where people are making mistakes and never ever accept any suggestions that you are at fault for anything that goes wrong.

In short, a teenager would be ideal for this role. If such a stroppy young individual isn’t to hand, then look for the meanest family member or a friend that you all suspect secretly enjoys it when things go wrong for others. You’ve probably identified them before you finished reading that last sentence. Whoever takes on this cherished role doesn’t have to shave their head, but garish clothing is strongly advised.
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▶ Maze Master Richard Ayoade, complete with extended wooden hand to ensure that no physical contact takes place at any time.



MAZE MASTER: You are the team’s guide. Make sure you know all the games inside out before you introduce them; the team will look to you for clues and advice. Use your own judgement as to how much information you give to nudge players along if they’re struggling. Lastly, don’t hold back – your energy and enthusiasm will determine how much fun everyone else has. Good luck!
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You now stand in a giant temple located somewhere in Mesoamerica, a region in the Americas that spanned from Mexico to Belize and which thrived in the thirteenth and fourteenth centuries. The Aztec empire was a loose union between three cities known as the Triple Alliance: Tenochtitlan, Texcoco, and Tlacopan. And we definitely did not type ‘Aztec’ into Google to cobble this bit together.

Feel the sand in your shoes, notice the sweltering hot sun beating down on your backs, witness the marvels of the ornate carvings from nomadic tribes etched into stone over 700 years ago. Prepare yourselves for a zone of wonder, wisdom and a wet log.

Inside this cavernous kingdom of clever conundrums lie puzzles, games and challenges that will test you to your very limits. Some of you will fail. Some of you will face hours, perhaps even days, of mockery. Some of you, especially some of the older males of the group, will take it all a little too seriously and have a proper strop. Then everyone else will get upset that you’ve spoilt the fun of the whole thing. An argument may well ensue and the reader will wonder why they ever bought this book in the first place if this is how people are going to behave.

Gather your team together, crawl through the cave entrance (or under the dining-room table, if you don’t have a cave to hand) and turn the page to discover your first game in the Aztec zone … Let the games begin!
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GAME SIGN: Collect the crystal without dropping any balls. Three balls dropped is an ALIS.




WHAT YOU NEED: A sturdy plastic plate, some string, tape, a variety of balls (e.g. round fruit, tennis balls, marbles or a mix of balls of different shapes and sizes), and a variety of soft items that can be used as obstacles.

PREPARATION: Create an obstacle course that requires a player to move slowly and steadily from the door to one end of the room and back again – things like pillows to step over, or string taped to walls to duck under.

Because you design the layout of the room and the obstacles within, you determine how difficult the game is.

GAME: A player, with a plate attached to the top of their head, must start by collecting a variety of balls, placing them on the plate on their head, and then slowly and steadily make their way around the obstacle course you’ve created so they can collect the ‘crystal’ and then return with it to the door within the allotted time.

Should the player drop a ball from the plate on their head then they lose a life. If they drop three balls, it’s an ALIS.

MAZE MASTER: Don’t forget to take photographs, as people tend to look quite funny with plates on their heads. If you’re feeling especially mean, you can also dock points for bad language when balls drop to the floor.
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GAME SIGN: Identify all the objects by touch alone.




WHAT YOU NEED: One medium-sized cardboard box with the back open and an arm-sized hole cut in the front.

PREPARATION: Cut out a hole large enough for a hand to go inside the box without a player being able to see inside. Place a variety of objects inside the box. The number and type of items you choose will determine the difficulty of the game. We suggest eight items. For example: sponge, coins, SIM card, CD, Grandma’s false teeth (ask Grandma first), playdough, pine cone, leftover porridge from breakfast.

GAME: The player must be directed to place their hand inside the box and attempt to guess all of the items contained within. The team can, of course, assist – shouting out suggestions based on the descriptions given by the player.

MAZE MASTER: The number of items you place in the box will determine the level of difficulty. We recommend no less than six, but feel free to add more and add more time if you feel like it. Make sure you have a checklist to hand so you can tick off all the items correctly identified.

{Time dependent on number of items}
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GAME SIGN: Turn over all the bottle caps in the time allotted to win a crystal.




WHAT YOU NEED: A stick, some string, a large paperclip, a bucket or bin filled with water (or use your bathtub) and at least ten milk bottle lids or plastic bottle caps.

PREPARATION: Make a fishing rod and line with the stick and string. Fashion a hook by bending the paperclip. Place all the lids in the water with the rims facing down.

GAME: The player must simply pick up the fishing rod and use the hook on the end of the line to try to turn over all the bottle tops in the time allotted.

NOTE: If you want to play this as a mental game all you need is a permanent marker and some imagination. For a maths game, write numbers on the bottom of the caps as well as various symbols, such as –, + and x. Then come up with the sums that must be realised by flipping the lids. Or add a letter to each of the lids for a flippy-over anagram game!

{2–3 MINUTES
depending on number of bottle caps}
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GAME SIGN: Build a tower in the correct coloured order.Ask the dragon how many boxes are correctly placed after each attempt.




WHAT YOU NEED: Four large boxes of different colours that can safely be stacked on top of one another.
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