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The adventure begins …
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CHAPTER 1

Sima, Tom, and Kojo were good friends. They
all worked at Dangerous Games, a big computer
games company. They had worked there for four
years, and they loved their jobs. They worked in
the same office where they made the computer
games.
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Kojo crept up behind Sima and jumped at her.
Sima screamed.
“Don’t do that, Kojo,” she snapped. “You’ll give
me a heart attack!”
“It was just a joke,” said Kojo. “I didn’t mean to
scare you.”
“Yeah, well, it’s not funny!” said Sima crossly.
They walked down the street.
Suddenly Kojo spotted something moving in the
shadows.
“What’s that?” he said. He stood very still and
listened.
“Stop it! It’s not funny!” said Sima. “Now you are
trying to scare me.”
“No, I’m not,” said Kojo. “Look!”
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Sima took off her coat and sat down.
“Those thugs have given me an idea,” she said.
“Go on,” said Tom.
“We could make a new computer game called
Street Wars,” said Sima. “In the game, you’d have
to get gangs off the streets.”
“Nice one,” said Tom. He turned on the TV.
“Let’s have a cup of coffee,” said Sima. “Then we
can work on some ideas for the game.”
“Coffee’s a good idea,” said Tom. “But I don’t want
to work now. I’m watching TV.”
“OK,” laughed Sima. “I’ll work on the game first
thing tomorrow.”
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CHAPTER 3
Suddenly the three friends felt cold air
on their faces. They opened their eyes
and looked around. They were standing
on Penn Street.

Coming toward them were the same five
thugs they had met before. They looked
even bigger and meaner in the game. Like
last time, their hoods were pulled over
their heads to hide their faces.
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Tom spotted a manhole cover in the street.
“I’ve got an idea,” he said. He lifted up the cover.
“What are you doing?” asked Sima. “That’s a sewer!”
“I know,” said Tom. “But sewers are like underground
streets. If we use the sewers, we can get under Penn
Street where the thugs are. Then we can pick them off
a few at a time.”
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The thugs sat in the dirty water. They glared at Sima,
Kojo, and Tom.
“What are you going to do to us?” one of them asked.
“Let us out of here, or else!”
“No way!” said Kojo.
Sima took off her scarf and tied up the thugs.
“Don’t even think of moving or yelling,” she warned.
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Sima, Kojo, and Tom crept to a
grate in the street. They could
hear the thugs right above them.
Tom climbed the ladder and pulled
the bolt. The grate opened, and
two more thugs fell through,
shouting in surprise.
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Suddenly there was a bright light. Sima, Kojo, and Tom
shut their eyes tightly. A loud voice said, “Game over!”
The light faded, and they opened their eyes. They
were back in the office. Kojo’s computer screen was
flashing with the words Game over.
“That was awesome!” said Tom. “But did it really
happen, or was it only a game?”
Sima put her hand in her pocket and pulled out a
thug’s baseball cap. She twirled it around and around
her finger.
“It sure was real,” she laughed, “and here’s the proof.”
Kojo grinned. “Nice one, Sima,” he said.
“You know what this means guys, don’t you?” said Tom.
“What?” asked Kojo.
“We can test other games this way, too. It’s going to
be fantastic!” said Tom. He winked at Sima. “That’s if
you’re up for it, Sima!”
“Bring it on!” Sima said, grinning. “Bring . . . it . . . on!”
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Glossary of Terms
bug a mistake in a
computer program
designer a person who
plans how something
will look and how it
will work
give someone the
creeps to scare
someone

sewer an underground
passage that carries
waste or used water
away from buildings
swing a fist to try to
punch someone
technical the part of a
job that requires special
knowledge and skills

program to write
instructions for a
computer to tell it what
to do

45

Think About It
1. If you worked at a computer games company,

which job would you like to have—designer,
programmer, or game tester? Why?
2. On page 19, why does Kojo say, “Until then,

we’re taking the long way home”?
3. Why do you think the thugs in the computer

game are bigger and meaner than the real thugs?
4. How does Tom’s plan to separate the thugs from

one another work?
5. Why do you think the last thug runs away?
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