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The First Minutes in the Game 

“Oh my God! Here I am, all alone and abandoned, washed 

up on this awesome beach. But hey, on a stunning island 

like this, there’s got to be a whole load of fi ve star ho-

tels… Right? But my hair’s just gotten ruined and well , I 

won’t say a thing about my make-up. But before I can go 

anywhere, I’ve just got to sort myself out and without my 

handbag, that’s pretty well an impossibility. OK, so fi rst off… 

I HAVE TO fi nd my handbag!

So now I’d better take a look around this beach to see if I 

can fi nd anything useful.

Aha! An empty coconut… Water dripping from the tree and 

collecting in a pool like a mirror… Oh wow… What do I 

look like? Is this a bad hair day, or what! But one second… 

I guess I can use the coconut to collect water in.  

So maybe there’s something else to fi nd at the back of the 

beach, so let’s get going. And there’s a small kid sitting over 

there on the beach. Hmm… but I can’t possibly talk to him 

looking like this…

Wow, delicious! There’s some exotic fruits lying around here, 

I’m defi nitely going to take those with me. And what can 

I see over there? A red lifeboat. I’m sure going to have to 

take a good look at that and maybe I’ll fi nd my beloved 

handbag as well. Yay, hot damn! It’s my handbag! There’s 

also some emergency food rations. Great… Hey and what’s 

that? A weird looking… Aaaaahh! A ‘Kangaroo-Coati’, not 

only has it scared me to death, it’s stolen my handbag too! 

Now he’s sitting up there in a tree and won’t come down. 

I’m going to have to lure him down somehow. Maybe he’s 

hungry? Now then, let’s see, what’ve I got to eat..? The exotic 

fruit, the emergency rations which I can most probably 

use with the coconut and water. I’m sure I can magic up 

something delicious to tempt the little guy out of the tree 

and get my handbag back.

Yippee! I’ve got my designer handbag back and now with 

my make-up I can make myself look half decent again. 

Shame I’ve not been able to fi nd my mirror, I’m going to 

have to make do with that shiny water in the pool.

So now I’ve got myself more or less presentable, it’s about 

time I got to talk with the little kid and then check out the 

rest of the island. I can’t wait to see what I’m going to fi nd 

at the end of this beach…”
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