since 1991

JANE TAN

Muriel Rukeyser famously wrote that the
universe is made of stories, not of atoms.

Not all of us are wordsmiths like Muriel
Rukeyser, but we all have stories to tell. My
main focus when working on a project is
creating an inspiring, deep, immersive universe
that reflects the team by hamnessing their
stories.

My love of constantly finding and improving a
process has helped teams build immersive
worlds that align with the team’s creative vision

Jane is currently...
Exploring Life | A House Fairy | Foraging in the Forest | Finding New Perspectives | Experimenting with Experiences for Change | Dancing | Being Strange | Giving Hugs | Loving Life
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What = the Now?
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THE HUT

AN EXPERIMENTAL ESCAPE ROOM

Always wanted to see spirits? To communicate with the
world beyond? Don't put your trust or money in those
bogus mediums, phoney skries and fortune cookie
tellers!

Thanks to TCi's latest Spirit Visualization Augmented
Technology™ (S.V.AT.) you will be able to see
century-old spirits and even establish basic
communication with them in a controlled, scientifically
constructed environment.

In this unique mix of escape room and interactive
storytelling, you'll get to meet with spirits, solve a

century-old cold case and, who knows, you might even
end up with a new ghostly friend.
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SUBSCRIBE TO KNOW MORE
TWOCENTSINTERACTIVE.COM/SUBSCRIBE

S.V.A.T - 0.1.05SL

FLASH LIGHT

OPERATIONAL INSTRUCTIONS

The FLASH LIGHT allows the spirits to answer YES/NO
questions. This technique has been used for years by
many of those who wish to communicate with the dead.
The following steps ensure good clean communication
with the spirits:

(1)
U

Make sure the area is
as quiet as possible.

(2)
&)

Ask a YES/NO question.
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1 Blink = YES
2 Blinks = NO
No Blinks = No Answer
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Property of TWO CENTS INTERACTIVE

— Y ©

S.V.A.T - 3.6.050B

O.R.A.C.L.E

OPERATIONAL INSTRUCTIONS

The 0.R.A.C.L.E is where all the spiritual data is collected
and interpreted into forms understandable by you and me.
There is no need to mess around with the 0.R.A.C.L.E as
it's already all turned up for you to use.

Data point available
for collecting.

Recording vision.
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The formation of C.R.Y.S.T or crystal as we like
to call it is a weird phenomenon that our
scientists have yet to explain. These Crystals
are formed when a spirit ceases to exist. A red
Crystal has been known to form when the
spirits are banished or appeased by fulfilling
their thirst for revenge. A blue crystal has
been known to form when a spirit is appeased
and no longer has any regrets.







