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This analysis is made in an attempt to estimate and explain Yuki Sorimachi’s best FSIQ feats 
using the most popular 5 Subcategories: WMI(Working Memory Index), FRI(Fluid Reasoning 
Index), VSI(Visual Spatial Index), VCI(Verbal Comprehension Index), and PSI (Processing Speed 
Index). 
 
The analysis will be using feats from the Novels of Playing Death Games to Put Food on the 
Table as the main feat providers and will include supporting feats from the Manga and Anime 
of the Series if applicable to the feats. 
 
The Feats provided are from Novels/Volumes: 5, 6, 8, and 9. There will be included scans from 
said Volumes to support these claims. 
 
Progress: 
 



WMI: 100% 
FRI: 100% 
VSI: 100% 
VCI: 100% 
PSI: 100% 



WMI/VSI 
 
(Volume 9) Phantom Thief: Game 82 
 

Context: 
 
Phantom Thief: 
 

Phantom Thief is a Defense Vs Offense type of game(depending on the team) where 
there are 40 Defenders/Detectives and 20 Attackers/Thieves. The game is held in a 
museum exhibit with no windows or exits/entrances allowing for view outside the 
museum for the Defense Team. The Attacker Team is positioned outside the Museum 
with both teams having maps through the use of terminals/phones. Both teams have 
weapons and plentiful ammunition. There are 20 exhibits/art pieces that must be 
defended from the Thieves. The art pieces cannot be moved, cannot be damaged, and 
cannot be replaced or hidden. The time of the Game started at 8:00pm(for the 
Defenders) and 9:00pm for the Attackers. The given game time for the entire game is till 
5:00am before the game ends no matter the condition/state of the game/teams. For 
each exhibit/art piece successfully stolen, the Defending Team loses a random player 
through a delayed poison inside their bodies activated by the Management of the Game. 

 
Estimation of the size of the Museum: 
 





 
The scan provides a good baseline for the Museum size, the Museum is stated to be a 3 story 
Museum with many rooms, and the Museum was even stated to be “vast”, implying its 
enormous size.  
 





 
The provided scan then goes on to show that the Atrium from the third floor to the second, a full 
story below them, was nearly 10 meters tall, “...a distance that could take a life if done poorly…” 
 
Using these provided scans we can then start an estimation of the size and amount of cameras 
inside the Museum 
 
From the scans, we know: 
 
The museum is: 
 

-​ Three stories 
 

-​ Described as vast 
 

-​ Has many rooms 
 

-​ Has at least one atrium/corridor area 
 

-​ Has stairs, exhibition rooms, ceiling vents, corridors, and corner rooms 
 

-​ Contains 20 fixed exhibits/art pieces that must be defended 
 

-​ Is large enough for 40 defenders and 20 attackers to move, split up, fight, steal, defend, 
and respond across floors 

 
The atrium scan gives the best physical baseline: 
 
The drop from the third-floor atrium corridor to the second-floor floor is nearly 10 meters. 
 
That means the building is not just a normal compact three-floor building. It has at least one 
large open vertical space, likely a museum-style atrium with surrounding corridors. 
 
For a bare-minimum floor-area estimate, I would use: 
 
20 exhibit zones/rooms 
 
each exhibit zone being very conservatively around 40–60 m² 
 
total exhibit space: 800–1,200 m² 
add corridors, stairways, atrium space, monitor/security areas, connecting rooms, and 
non-exhibit rooms: roughly another 50–100% 
 
So a conservative total interior estimate would be: 



 
1,600–2,400 m² total interior space minimum 
 
That would be around: 
 
530–800 m² per floor on average 
In simple dimensions, that is roughly a building footprint of: 
 
around 25m × 25m to 30m × 30m, minimum. 
 
But because the text calls it vast and says it has many rooms, a more realistic conservative 
range would be: 
 
2,500–4,000+ m² total interior space 
 
This estimation is ONLY for if only a singular atrium corridor is accepted instead of one per floor. 
There is also a logical assumption for us to have one atrium per floor instead of a singular 
atrium on a singular floor. For the sake of simplicity, we will assume that there is a singular 
Atrium instead of three of them as that is the only one we can prove exists. 
 
Using this information we can then estimate how many cameras there are inside the Museum. 
 
To estimate the minimum number, we need to ask: how many cameras would a three-story 
museum need for the game to function? 
 
At minimum, cameras would need to cover: 
 

-​ The 20 art pieces/exhibits 
-​ Exhibition rooms 
-​ Stairways 
-​ Corridors 
-​ Atrium areas 
-​ Corner rooms 
-​ Ceiling vent/infiltration areas 
-​ Likely floor transition points 
-​ Enough angles for monitor-room 
-​ Screenshots to identify thief locations 

 
A very strict minimum would be: 
 
20 cameras: one per exhibit/art piece 
6–9 cameras: stair areas across three floors 
6–12 cameras: major corridors/intersections 
4–8 cameras: atrium/corridor views 



6–12 cameras: vents, corner rooms, blind spots, side rooms 
 
That gives: 
 
42–61 cameras as an absolute bare minimum 
 
But that is almost unrealistically low because one camera per room or exhibit would leave tons 
of blind spots, especially in a museum with many rooms and multiple floors. 
 
A more reasonable conservative lowball for a functional three-story museum surveillance 
network is around 70–90 cameras, making ~80 cameras a fair lowball. 
 
Now how does this impact Yuki’s WMI if all we're describing is the game venue, well, the next 
provided scans helps with that. 
 





 
This scan states and then shows that Yuki had remembered around 80 cameras(if the estimate 
is accepted) after a singular time going around the Museum while simultaneously organizing, 
anticipating necessary ways to respond and distribute personnel across the entire Museum. 
 
Now the part that makes this even more impressive is the scan implies that Yuki had even 
memorized the angle of the cameras and where they would point to considering it states that 
“she knew the place immediately”, instead of saying that the screenshot sent from the Camera 
Room was from Camera #12 or Camera near Second Floor Stairs, the scan doesn't illustrate or 
imply any type of numbering or labeling for the players that receive the screenshot, hence the 
implication of Yuki having memorized the angle of the cameras as well. Let's get into how long 
the game went on for now as that will give us an idea for how long Yuki had been mentally 
updating and rotating the “mental map” of her memorization of each camera and where each 
person is. 
 





 
The scan here states that the game ended at 10:00pm when the game started at 9:00pm, 
lasting a full hour. 
 







 
The scans go on to state that my previous statement/implication is supported as it shows Yuki 
looking at her terminal while simultaneously tracking her bullets before having to reload, update 
and go to the next emergency from where she's getting the screenshots and emergencies from, 
and fighting using guns for about an hour. 
 
Now some common counterpoints here would be: 
 
“But we don't have a precise camera number so this could all be a moot point” 
 

This isn't a moot point because Yuki explicitly states and then repeatedly shows that she 
had indeed memorized each camera inside the Museum despite only going through it 
once and then repeatedly demonstrates that she even memorized where each camera is 
angled/facing inside the Museum. 

 
“This is only with considering that there are a VERY conservative 80 cameras” 
 

That is true that it is a conservative interpretation based around us only knowing of a 
singular atrium when there could be at most 2 more, one for each floor, a high balled 
estimate for the cameras and this feat would be 100–150+ cameras being a more 
reasonable estimate for full surveillance coverage of the full Museum. 

 
“This is all based on implications and estimations so this can't be used” 
 

The same reasoning as the first counterpoint, this is mainly based around estimations 
and implications but that doesn't get rid of the explicit feat of Yuki memorizing each 
camera inside the Museum and then using screenshots sent by her own team for 
about an hour straight. 



FRI 
 
(Volume 5) Royal Palace: Game 62 
 

Context: 
 
Game 9, Candle Woods: 
 

In Game 9, Candle Woods, while facing Kyara, Yuki had been sliced through her eye, 
blinding her in her right eye. However, due to the medical technology of Yuki's universe, 
it was possible to replace it entirely and led to no future optical problems and 
functioned completely normal, up until Yuki noticed problems with her vision, right 
before she entered Game 45, Halloween Night  

 
Game 45, Halloween Night: 
 

During this game, Yuki realizes that her replaced eye is deteriorating—even so, she is 
determined to continue playing Death Games to complete her goal of clearing 99 
games 
 

Preparation: 
 

Due to her vision deteriorating, she looks for a retired blind player to teach her the 
secrets of playing as a blind player, which she did. She learned Bluffing and 
Echolocation(which she practiced over 4 months, 1 month by herself and 3 months with 
RinRin) 

 
Game 62, Royal Palace(Volume 5): 
 

When Yuki enters Game 62, Royal Palace, she is officially blind in her right eye, and 
during one of the matches, (Royal Palace being a team 1v1 sword fight, with a total of 
90 rounds for all teams included. Each team only has to fight 18 times, with 12 Wins 
being guaranteed victory, and 9 Wins the minimum to survive—with the 3 teams 
placed in dead last, would lose their lives) she ends up getting blinded in her remaining 
good eye, placing her and the rest of her team in a dire situation, considering one else 
was competent in sword fighting. After losing every round, following Yuki's loss in the 



8th, it left their score at 7W/9L. Then, approaching the final 2 rounds, Yuki decided to 
fight the final two rounds despite being completely blind. There, her fight against her 
opponent in Round 17 allowed her to reason on how to use Echolocation despite the 
fact she couldn't for the past months and had made no progress. After learning it in the 
middle of sword fighting, she went on to use it to the point of making others believe 
that she could in fact see and she states that although it was still not absolutely 
perfect, everything was clear to her. 

 
 
 
Echolocation: 
 
Now, what is Echolocation, and how is it used in the brain? 
 

Echolocation is, by definition, the production of sounds purposely created by something, 
that are then processed by the brain to create a mental image of what is around them, 
creating a fuzzy spatial image in the brain for the one that produced said sounds 

 
How is it used/what processes need to happen in the brain for it to work, and what animals use 
it, and how? 
 
Let's start off by the process of Echolocation 
 

1.​ The animal/person/machine etc. produces a sound (for example: clicking of the tongue, 
specialized organs producing a sound, and many more). 

 
2.​ That sound then bounces off of their environment. 

 
3.​ That sound is then retrieved by the animal/person/machine that originally made that 

sound, using a specialized organ or intensified/focused hearing (bats have specialized 
ears due to the specialized cartilage in their ears that allows them to pick up those 
specialized clicks/echoes that were earlier produced). 

 
4.​ The brain then uses those retrieved signals to reproduce a mental image that gives the 

animal/person/machine a sense of what is happening around them, comparable with a 
fuzzy 3D mental model of their surroundings. 

 



Now that we have the process down, let's map what a pattern is, for effective Echolocation 
 

1.​ Distance is measured by the time delay between the time of emitting the original echo, 
and the perceived return of it, the longer the time delay, the farther the distance. 

 
2.​ Size is measured by the intensity of the echo, the bigger the size of the environment, the 

more intense the echo. 
 

3.​ Movement is determined by the pitch of the retrieved sound. Through that, they 
determine whether something/someone is coming towards or away from the receiving 
party of the signal 

 
 
Now, we can finally move on to explaining the feat and what makes it so ridiculously difficult: 
 

1.​ As previously mentioned, animals have specialized organs for producing and receiving 
such signals, making it instinct. Humans (Yuki) obviously do not have specialized organs 
to neither produce nor receive such signals/echoes.  

 
2.​ As also previously mentioned, Yuki is in the middle of a sword fight. She is not locked in 

her room practicing, nor in a controlled environment, this is in a high pressure situation 
that involves more than just listening to her own sounds and the echoes that return 
from it, but focusing on her opponent as she does this.  

 
3.​ The opponent she is facing is not static, cautious, nor careful, they are aggressive, 

pressuring, and dominant forcing Yuki to adapt in real time in the few seconds she has. 
 

4.​ Yuki has had little experience with complete blindness, only 4 months of repeated 
exposure training that had close to zero effect on helping her figure out the technique of 
Echolocation. 

 
Now to explain the process of what she did in the middle of combat: 
 

1.​ Yuki is repeatedly clicking her tongue louder and louder to help her concentrate on the 
echoes while simultaneously defending and making sure she doesn't either die or get 
stabbed by her opponent.  

 



2.​ During this, we know it's a conscious process due to the fact that she states, and I quote 
from when the fight started: "While waiting for her opponent to draw closer, she 
repeatedly made a clicking sound from inside her mouth with her tongue. In order to 
hear echoes, she would first need to make noise, after all. Yuki’s echolocation teacher, 
Rinrin, used the jingling of bells, but Yuki had decided to adopt the standard approach 
of clicking her tongue. Since she’d devoted an ample amount of time to practicing the 
technique, she was able to seamlessly transmit sound signals—setting aside the matter 
of actually receiving those signals. (Yuki strained her ears. She thought she could hear 
the sounds bouncing back, but she wasn’t too confident. All she could see were the 
backs of her eyelids and the darkness they brought. She was unable to convert the 
echoes she heard into meaningful information)." 

 
We can see here that she is reasoning/thinking about what she is missing to actively utilize the 
technique considering she understands it conceptually, and she is actively trying to reason 
through that, and actively failing.  
 
In the next few pages we actively see her give up on attempting utilizing the technique and 
simply try to rely on the sounds that her opponent was making + her instincts and intuition, 
and we see her actively reason that just utilizing this won't work: "In an attempt to not be 
overwhelmed by those emotions, Yuki clicked her tongue increasingly faster and louder. 
 
This won’t work. Defending won’t be enough. Team 10’s record is seven wins and nine losses. 
There’s little chance of my opponent surrendering. The only way forward is to stab my 
opponent to death. That’s why this won’t work. I have to go for it. I have to do everything I can 
to find an opening to counterattack!" 
 
We can see her reattempting to reason the rule that would allow her to utilize Echolocation 
actively instead of conceptually, in which, the next sentences state that she actively put all her 
focus and attention into inducing that rule that is necessary to utilize Echolocation: "With the 
same feeling of putting all her chips on the table, Yuki channeled every bit of her energy and 
attention into listening." 
 





 
Showcasing that she did in fact, continue to try to reason with the rule of Echolocation, and 
then succeeded: "Yuki left the arena while continuing to click her tongue. She walked down the 
hallway to the waiting room. Unlike round nine and after, she didn’t follow the wall with her 
hand this time. She had no need to do so. Everything was clear to her. Yuki could see it all." 
 





 
Showcasing that she in fact did reason out the rule instead of simply relying on intuition and 
simple learning ability or instinct to let her body make the adjustments and figure it out, she 
instead showcases herself actively trying to reason out the rule of Echolocation.  
 
What was her active process of inducing the rule? 
 
Her process was this: 
 

A.​ Premise 1: Yuki understands the mechanism of echolocation 
B.​ Premise 2: She identifies the missing step (meaning extraction) 
C.​ Premise 3: She deliberately focuses on auditory signals 
D.​ Premise 4: She forms a spatial model from echoes 
E.​ Conclusion: She derived the interpretive rule 

 
Now, what is the interpretive rule? 
 

Well, that's rather simple, to derive meaning from the echos and convert them into a 
clean visual mental model of her surroundings, (which is where the patterns come in) 
she had to derive what each rule for the echo’s returning to her mean and show, which 
we can support by showing that, she in fact won her match against her opponent: “... 
because Team 5—because Yuki—had won her duel. Although Yuki had begun the 
match somewhat clumsily, after a certain point, her demeanor changed at the flip of a 
switch. All of a sudden, she started acting like someone with perfect vision—no, her 
behavior went even beyond that. It was like she had learned how to use echolocation.” 

 
Showcasing that in that short amount of time, she had gone through said process: 
 

A.​ Observation 1: Echoes return after each click 
B.​ Observation 2: Echoes differ in timing and intensity 
C.​ Observation 3: Echoes differ in pitch 
D.​ Observation 4: Opponent movement produces distinct sound patterns 
E.​ Conclusion: Echo patterns encode spatial information 

 
Which showcases Inductive, Abductive, and Abstract Reasoning considering she had to derive 
the rule from repeated observations during that window of time (Inductive), make the best 
assumption of what not only the returning echoes mean, but also what her opponent will do 



next to allow her to continue to live and win (Abductive). This entire process is Abstract 
considering she's inferring rules that aren't physically present 
 
She also relates the experience of using Echolocation to examples such as: “It was a strange 
feeling, similar to the sensation of trying to picture one’s old elementary school, of blindly 
rummaging around one’s bag, of reaching for a cola on the table while staring at the TV. That 
sort of “indirect vision” anyone could experience in day-to-day situations had expanded to 
encompass the entirety of Yuki’s surroundings.” 
 
This section showcases that now she understands and relates the experience with something 
she has indeed experienced, heavily implying that she indeed did reason out the rule, because 
it is shown throughout the series that whenever Yuki uses her instincts, intuition, or anything 
similar, she has no way of reasoning or explaining what she did. 
 
For example, in Volume 2, Yuki was able to find a person that was hiding inside a building in 
complete darkness behind objects, which she then explains her finding said person by saying: 
“How?” Mishiro asked. “How did you know I was here?” 
 
“A woman’s intuition,” Yuki answered, repeating the same phrase she had used some time 
ago. “Doesn’t matter how long I’ve been away from these games—I’m not going to lose to a 
stupid mutt.”’, showing that when she relies on her instincts or intuition, she doesn't have a 
concrete explanation nor relation to the experience of how she did what she did 
 





 
And yet in this case, she does, she demonstrates conscious understanding of the rule and 
process compared to the previous example of her intuition 
 
Now some may argue that this is still an instinctive trial and error process, but I beg to differ, 
because if the echolocation was purely instinctive learning, progress would occur during the 4 
months of training. 
 
Instead, progress occurs only when Yuki actively focuses on deriving meaning from echoes 
in combat, implying the discovery of the rule rather than gradual sensory adaptation. 
 
And for the arguments about Yuki not fully understanding it due to the phrases contradicting 
each other: “Everything was clear to her.” And “It was imperfect.” 
 
My argument for that is: Yuki herself has never experienced Echolocation and yet is able to 
relate it to what real life Echolocation is described as, suggesting it is perfect and she simply is 
comparing it to her usual and natural perception, eyesight. Something she has shown to be 
exceptional in. 



VCI 
 
(Volume 8) Mossy Grove: Game 73 
 

Context: 
 
Mossy Grove: 

 
Mossy Grove is a Survivors vs Hunters type of game where the Survivors must outlast 
other survivors until the Hunter's condition is cleared. What is the condition needed for 
the Hunter’s to pass? The Hunter’s condition is to kill a certain number of people on the 
Survivor team within a certain time limit. The Survivors simply have to survive and not 
die against the Hunters who have guns in a forest. 

 
What is a Cryptograph?: 
 

“A cryptograph is any text, message, or device written in code or cipher. It translates 
readable text (plaintext) into a secret, unreadable format (ciphertext) to ensure secure 
communication, and vice versa.” 

 
How does this correlate?: 
 
 

In this game, Keito teaches Yuki a specific type of Communication Method that uses 
Cryptographs to communicate without allowing the enemy team to decipher it and 
allowing them to pass on information without issue. 
 





 
The scan explicitly states that the Communication Method is able to be used in every 
conceivable type of way. “...tools aren't even necessary; information can be sent via every 
conceivable method, down to extremely minute gestures like hand signals, the sound of 
coughing or sniffing, or the movement of one's gaze.”  
 
This scan also explicitly states that Yuki herself was taught it lightly and understood it 
Immediately and without issue. 
 
Later on we even see Yuki use it correctly and transmit information to her team: 
 







 
The scans explicitly show Yuki setting up certain stones in a specific order to transmit 
information. She had used a “dozen or so” stones placed in a specific arrangement and number 
to transmit “Six enemies," "Five of them acting together, one acting alone," and "Possessing 
long-range guns.” Showcasing that this Isn't just a narrative knowledge acquisition feat and 
that Yuki has made use of it. 
 
Now what makes this feat so insane? 
 
The reason this is such insane VCI is because of the fact that despite Yuki being on a timer due 
to a helicopter full of enemies approaching and being “...lightly taught…”, she was able to fully 
grasp it IMMEDIATELY and utilize it effectively despite Keito explicitly stating that the 
Cryptographic Communication Method can be used in “...every conceivable method…”. This 
showcases Yuki’s insane VCI as she was able to understand it and apply it. 
 
Now to address a common counterpoint: 
 
“But this only shows Yuki knowing a single type of the infinite number of methods so 
therefore she was only taught a single part” 
 
Now although this is a fair counterpoint, my counter to that is, there is zero implication or 
reason to believe Keito only taught Yuki the single type of communication instead of the full 
system and instead, it is more believable that she taught her the full system. As the scan 
directly states that she taught her the communication method and Yuki understood it 
immediately. The more logical inference from this is that Keito taught her the full system and 
Yuki immediately understood it. 



PSI 
 
(Volume 6) Snow Room Lead-Up: 
 

Context: 
 
Snow Room Plan: 
 

After Game 62, Yuki begins seeing her Phantom self. This Phantom is not a normal 
opponent, but a manifestation created from Yuki’s trauma, her own mind, her 
Echolocation, and her already abnormal senses. At this point, Yuki is being chased 
through the city by her Phantom. 

 
What Yuki knows at the time: 
 

-​ Her Phantom is chasing her 
-​ Her Phantom was created from her own mind 
-​ Her Phantom can harm her 
-​ Yuki cannot directly harm the Phantom back 
-​ The Phantom is modeled after the “old” Yuki 
-​ The Phantom is physically stronger than her current self 
-​ If it becomes a direct fistfight, Yuki will be beaten one-sidedly 
-​ Since the Phantom is created from Yuki’s own head, it is not an unreasonable 

mysterious monster 
 
This is important because Yuki is not dealing with a normal enemy. She is dealing with an 
opponent that is functionally another version of herself, one that is stronger, more ruthless, and 
created from her own unconscious logic. 
 
 
 
What is PSI?: 
 

PSI, or Processing Speed Index, refers to how quickly someone can perceive 
information, process it, compare it to what they already know, and produce a correct 
response. 



 
In this feat, Yuki is not simply reacting quickly with her body. She is rapidly processing 
an entire chain of logic while being chased, attacked, and physically knocked away by 
her Phantom. This makes the feat a combination of perception speed, reasoning speed, 
and plan-formation speed. 
 

The Feat: 
 
While running away from her Phantom, Yuki looks back and sees that the Phantom is already 
next to her. The Phantom is in an attack posture, rotating her body in mid-air to deliver a 
roundhouse kick. 
 
In the instant before the kick lands, Yuki notices the stairs behind the Phantom. The 
neighborhood map and the path Yuki had taken immediately come to mind, allowing her to 
realize that the Phantom used the stairs as a shortcut. This means the Phantom did not catch 
up through some vague supernatural power. It caught up by using a logical route with less 
distance. 
 





 
Just as Yuki assembles this logic, she is hit in the left flank and sent rolling into a guardrail. 
Even while being beaten again, she confirms the important point: the Phantom used a shortcut 
through the stairs. 
 
From this, Yuki immediately reaches the key conclusion: 
 
Logic is the keyword. 
 

The Phantom is created by Yuki’s own head. It is modeled after her old self. It is not a 
mysterious monster. Therefore, if it caught up through logic, then it moves according to 
logic. If it moves according to logic, then it can be bound by logic. 
 





 
This is where the strategy is assembled inside Yuki. 
 
The Logic Chain: 
 
Yuki’s processing chain can be written like this: 
 

-​ The Phantom caught up to her 
-​ The Phantom did not teleport or use an unreasonable mysterious power 
-​ There were stairs behind the Phantom 
-​ The neighborhood map and Yuki’s own route came to mind 
-​ Taking those stairs would create a shorter path 
-​ Therefore, the Phantom used the stairs as a shortcut 
-​ Therefore, the Phantom follows external logic 
-​ Since the Phantom is modeled after Yuki, it also follows Yuki’s own unconscious/internal 

logic 
-​ If the Phantom follows logic, then logic can be used against it 
-​ A rule is a form of logic 
-​ A game is the strongest rule-system for a player 
-​ Therefore, Yuki can escape the one-sided physical fight by dragging the Phantom into a 

game 
-​ To do that, she needs time first 
-​ The first stage is to stall the Phantom 
-​ The second stage must rely on someone else 
-​ That person is RinRin 





 
This entire chain begins from one observation:  
 
The Phantom used the stairs as a shortcut. 
 
Agent and RinRin Chain: 
 

Yuki’s strategy is not only “make a game.” She also has to process how to get the game 
arranged despite being unable to fully explain everything herself. 
 

Her plan becomes: 
 

-​ Stall the Phantom 
-​ Get put to sleep 
-​ Have the Agent contact RinRin 
-​ Trust that RinRin will infer Yuki’s intention without needing a full explanation 
-​ Have RinRin arrange a simulated game 
-​ Use the game’s rule structure to bind the Phantom 
-​ Defeat the Phantom inside that rule structure 

 
This is later confirmed when Yuki remembers the plan: She slept to stall the Phantom, had the 
Agent contact RinRin, and had RinRin arrange the simulated game. 
 





 
The Agent then contacts RinRin and explains the circumstances. RinRin reasons that this is not 
normal Echolocation making invisible things visible, but likely an advanced version of a known 
player-world problem: people killed in games appearing in dreams, delusions, or 
trauma-related hallucinations. She connects it to Yuki’s trauma, echolocation, and player 
psychology. 
 







 
Then RinRin correctly infers the important part: 
 

-​ The Phantom moves according to logic in Yuki’s unconscious 
-​ Therefore, a rule is needed to bind the Phantom 
-​ The rule must drag the Phantom into the same ring as Yuki 
-​ The most powerful rule for a player is a game where life is at stake 
-​ Therefore, Yuki is seeking a simulated game with her Phantom self 
-​ Yuki wants to defeat the Phantom through that game 
-​ The request is being passed to the Supplier through RinRin 

 







 
The Agent confirms this as the correct answer.  
 
The narration then states that RinRin’s logic was exactly the same as what Yuki conveyed to 
the Agent, not only in content, but in the flow of logic. The Agent is amazed that Yuki 
immediately set up a solution plan in the face of such extraordinary events. 
 





 
How does this correlate to PSI? 
 
This is an insane PSI feat because Yuki processes multiple layers of information in a tiny 
window of time. 
 
She is not calmly sitting down and analyzing the situation. She is being chased through the 
city, attacked by her Phantom, and hit hard enough to roll into a guardrail. 
 
Despite this, she still processes: 
 

-​ the Phantom’s physical route 
-​ the presence of the stairs 
-​ the neighborhood map 
-​ the shortcut logic 
-​ the fact that the Phantom follows external logic 
-​ the fact that the Phantom follows Yuki’s internal logic 
-​ the fact that logic can be weaponized against it 
-​ the need for a rule 
-​ the idea of using a game as the strongest rule-system 
-​ the need to stall first 
-​ the need to rely on RinRin second 
-​ the Agent’s role as the middleman 
-​ RinRin’s ability to infer her intention without full explanation 
-​ the final simulated-game solution 

 
The key phrase is that the strategy was assembled inside Yuki after confirming the 
Phantom’s logic. This makes the feat directly applicable to PSI because the main impressive 
part is not just the correctness of the plan, but the speed at which the plan is created. 
 
What makes this better than Game 82 for PSI? 
 
Game 82 is better for sustained PSI. Yuki is processing camera reports, locations, routes, ammo, 
gunfights, and emergencies for around an hour. 
However, Snow Room is better for peak PSI. 
 
Game 82 is: 



 
Constant fast processing over a long period of time. 

 
Snow Room is: 
 

A full logical model and solution plan formed from one observation while being 
attacked. 
 

That makes Snow Room better as Yuki’s best single PSI feat, while Game 82 can be used as 
supporting evidence for sustained PSI. 
 
Now what are some common counterpoints: 
 
“Isn’t this more FRI or Reasoning than PSI?” 
 
It is also FRI and Reasoning, but the timing makes it PSI. The scans directly show that Yuki 
notices the stairs and assembles the logic in the instant before the roundhouse kick lands, then 
confirms the logic while being struck and rolling away. The complexity of the reasoning 
matters, but the speed at which she performs it is what makes it PSI. 
 
“Isn’t Yuki relying on RinRin?” 
 
She is relying on RinRin for execution, not for the original plan. Yuki still had to process that 
RinRin would understand the situation, infer the Phantom’s nature, infer the need for a rule, 
and create the simulated game. The Agent later confirms that RinRin’s reasoning matched 
what Yuki conveyed, both in content and in flow of logic. 
 
“Isn’t this lucky?” 
 
No. The Agent specifically notes that Yuki immediately set up a solution plan and that RinRin 
understood it like telepathy. This means the result is treated as Yuki accurately modeling 
RinRin’s reasoning, not as random chance. 
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