Keep Talking and Nobody Explodes Mod

On the Subject of Nomai

A vast expanse of space and ti—

Note: In general, this module will not award real strikes.

This module contains a large main planet which you are on,
and smaller planets which you may navigate to. You may also
interact with the status light.

Nomai.
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This module will strike every twenty—-two seconds. After each strike the module
will reset. This reset will include strikes earned and whether the module is

solved.

To permanently solve the module, you must disable the time looping mechanism.
Use the initial state of the module and the table below to determine how you

must interact with the module to do so.
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Notes

. This module is about exploration and trying things out. Don’t be afraid to
make mistakes and learn from them.
« On one specific planet, travelling to another specific planet will take you
to the sixth location.
. Some interactions will change the color of the timer, or will incur a

strike.

. To solve the module, you must end the tweﬁty—two second timer at the sixth
location with a specific timer color.

o Travelling away from the sixth location will incur a strike.

« You will never be unable to find required information before you
deactivate the time looping mechanism. If you can’t, assume nothing

happens.
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Notes Continued

o Except in rare circumstances, navigating to the sun will always result in a
strike.

o Only interacting with the status light or the main planet can change the
timer color.

. After fake striking, you cannot interact with the module until it resets.

o The module will not register real strikes or real solves until the time
loop is disabled. Instead, they will be fake.

« Upon a real strike, the module will regenerate.

o Again, explore and try things. This is the only way to figure out the

solution.
The Sixth Location:




