The Toy Shop

Notes

As with the tower room, there is some controlled breakage in this room. But don't destroy anything without being instructed!
Note for GM – there are a lot of boxes and packages and such in this room, but the introduction advises that players don't go around opening everything at random. Make sure you hold them to that – they can only open things that the clues tell them to open. Otherwise untold horrors will occur.
Introduction

Normally you don't go shopping after midnight, but, well, you were desperate. This tiny hole-in-the-wall toy shop was the last one open, and the only place that had even a chance of stocking what you were after. But you search and search the shelves, and nothing. You can't find it.

You grimace and turn to apologise to the employee for wasting their time, but to your surprise, they aren't there. There's no back room; they can't have just stepped away for a moment to check on some stock. Also, you now notice, the lights are off. Did they leave you here? What the hell? What kind of employee does that to a customer? Furious, you approach the automatic door – and almost smack right into it with your forehead as it fails to open for you. It's been shut down! You turn and approach the revolving door next to the automatic one, but quickly see it's not in a revolving mood. It's stuck. And so are you.

“Don't let them ooooooouuuuut.”

A voice from behind you makes you jump out of your skin. You whirl around and see, sitting in the middle of the room, a fluffy, electronic toy sort of resembling a bird. Its little robot beak opens.

“Weeeeee will heeeeelp,” it chirps. “But don't let them oooooouuuut. Some are baaaaaad. Try to stop our help. Stop them and we will heeeeel–”

Its final word is cut off by a brightly coloured toy knife being shoved through its chest. The bird makes a mechanical gurgle, sparks flying from its inner circuits, and it falls over, unmistakeably dead. You look around wildly, but you have no idea where the knife came from. Why is this room so dark?

You may not be able to see much, but it was only a few minutes ago that you were walking around the shop. You remember roughly what's where. Right now you're standing between the dysfunctional revolving door and the locked automatic door. There's a keypad of some sort on the wall next to the automatic door, between it and the counter, which has the cash register and a bucket of impulse purchase toys on it. There are four distinct aisles of toys: dolls, construction (like Lego), cookware, and weapons. In one of the far corners is a stack of several boxes, presumably of toys that haven't been unpacked yet. In the other far corner is a tiny shelf of maths toys that clearly don't sell very well. Suspended from the ceiling is an aeroplane that swings around in a circle above customers' heads, but of course it's not operating right now. Near the maths toys is a large table where customers can sit, and if you recall correctly, there were several packs of cards open and sitting on it. On the floor not far from this table is a winding toy train track, and lying in front of the automatic door is a piano mat – one that plays the notes as you step on them. There also must be a light switch somewhere.

So, someone – or something – wants to help you. And something wants to stop them. “Don't let them out”? I'd heed that advice if I were you.

Observable items

Aeroplane: It's hanging from its string, stationary, well out of your reach. You suspect it's battery- or remote-operated.
Automatic door/keypad: You press a button on it, and a message pops up. It's telling you that if you want to reset the doors, you need to enter your employee number.
Boxes: Each one is sealed with heavy-duty packing tape and plastered with a label. Each label has a different, very long code on it, comprised of both numbers and letters. Scanning the labels of the top box, you read 8D14H2S11C. Quite a mouthful. From what you can see, the codes on all the other boxes are similar.
Card table: Lying on this table are three completely different decks of cards. One is a deck of normal playing cards, with some laid out like four people have recently been playing. One is a deck of tarot cards, with three laid out face-up. Finally, one is a pack of collectible cards, with some sort of heroes-versus-monsters theme, but none of those cards are separate from the pack in any way. Looking a bit closer...

Playing cards: in this four-player game, whatever it was, one player is holding the 2 of diamonds, 8 of hearts and 10 of spades. Another has the 3 of clubs, 4 of clubs and 9 of hearts. Another has the 5 of hearts, 3 of diamonds and 7 of diamonds. The fourth player has the 4, 5 and 6 of spades.

Tarot cards: you aren't overly familiar with tarot, but this deck is unlike ones you've seen before, and any symbolism is lost on you. The three cards laid out are The Orchid, The Chessboard, and The Grapevine.

Collectible cards: the monster cards all look like your typical alien-mutant-monsters, and the heroes are all overly muscled behemoths with names like 'Professor Panic-squasher' and 'Master Monster-killer'.
Cash register: It isn't locked, but there must be some combination of buttons or something required to open it. You can't figure it out.
Cookware: In this aisle there are heaps of plastic pots and pans, cutlery and utensils, and fake food. Everything is still in its packaging, but you can see one small box that's been torn open and is now empty – from the Kidz Kutlery Kollection.
Construction: The shelves here are full of Lego and other small building blocks, in their various sets. You see ones meant for building trucks, castles, every kind of house... it's a shame all of it is too small to be of any real use.
Counter: Nothing special. Again, sitting on it is a cash register and a bucket of cheap toys meant to be impulse purchases. Up close, you see that they resemble small spinning tops, but they're flatter. Also now that you're by the counter, you see that behind it on the wall is a light switch.
Dolls: There are some of the usual: Barbies, GI Joes (or maybe their non-trademarked equivalents; I don't know how legality works), but the biggest seller seems to be a collection called the Double-Life Dolls. They're dolls, who are all meant to be cool siblings, wearing a certain outfit but when you flip them a certain way, the outfit changes. For instance, one of them is called Kevin, and he starts out dressed like an electrician, but when you flip him he turns into a lion tamer. There's Brianne, who's a doctor-magician; Elvis, a farmer-spy; Chelsea, a nun-acrobat; Kris, a chef-photographer; and Lola, a gardener-ballerina.
Impulse buy toys: They're small spinning devices. You'd give one a try, but of course, they're all in their packaging. Each one's packet looks a little bit different, each boasting how many full 360-degree rotations they can do. The big, bulky ones can only do 10 or 20, whereas the super sleek tiny ones can apparently do hundreds.
Maths toys: Poor maths toys. Basically all of them are being sold at a discount. There are calculators, rulers and protractors, games for helping you learn your Roman numerals, your area and perimeter, your calendars and graphs... of course, everything is wrapped and packaged – except for one calculator, a really tiny, little kid one with only the basic four functions.
Piano mat: It's just over one full octave, and looks to be in good condition.
Revolving door: It's well and truly stuck, and when you look up, you see in the next 'compartment' there's some small piece of metal stuck in part of the rotating mechanism. You can't seem to dislodge it. When you look down, you see on the floor of that same next compartment a small box. It has pictures on it, but from upside down at a distance, you can't quite identify them.
Train track: It looks like an expensive electronic track, the kind only used by the most serious collectors and not by kids at all. The track has lots of twists and turns, and little trees and rocks and water and little dolls for decoration, but some very important things are missing. You see several places where pieces of track have been removed, and most importantly, there's no train!
Weapons: Oh, man. This aisle is a destructive little kid's dream come true. Guns, swords, flame throwers, grenades, they're all here. Shame they're all packaged, and for a lot of them, batteries aren't included so you wouldn't even be able to make them make all their cool sound effects.
Actions

SPECIAL: After destroying the maths toys, construction toys and spinners: Suddenly you hear a clunking sound come from near the cash register. There's a toy standing there that wasn't there before: a doll dressed like a soldier. It's perfectly still. Its most noticeable feature is its hands: it's holding both hands up, raising certain fingers. On its right hand it's raising the pinky, ring and middle fingers; on its left it's raising the thumb, and the ring and pinky fingers.

Aeroplane – using the remote control found in Chelsea's box: The plane starts swinging around on its string, in small circles at first, but gradually its arc gets bigger and bigger until it's traversing almost the entire ceiling. As it reaches full speed, something comes flying off it and lands straight in your arms: a tiny toy train.
Automatic door/keypad – typing 1029 found in the Tweets: Refer to conclusion!
Boxes – opening box 12D22H25S7C as added in the playing cards, using toy knife that killed Fauxby: You dig around through foam peanuts until, at the bottom of the box, you find a small stack of train track parts.
Card table – searching collectible cards for Captain Trouble-ceaser as indicated from the train's path: You find a card with the name CAPTAIN TROUBLE-CEASER in vivid purple letters above a picture of an armoured man with a logo on his chest that looks kind of like a pair of quotation marks. The description below the picture reads, “Has the power to destroy his enemies using a personalised pun or paradox.” Now, as you read, you hear a strange noise come from one of the aisles. It sounds like... choking. Rushing towards the noise, your eyes widen in horror as you see Chelsea Doll in the middle of the floor – hanging from a noose made of Lego pieces.
NOTE: players must now come up with a pun or paradox for each of the various toy types in the shop, to destroy the evil toys. Only once destroying all evil toys will the next action happen. Refer to 'special' up the top of this section for which toys need to be destroyed, and what happens after.
Card table – using the box from the revolving door to interpret the tarot cards: You flick through the manual from the box until you find the orchid, chessboard and grapevine. Respectively, they apparently symbolise: being born to luxury with many siblings; great balance; and devotion and sacrifice.
Cash register – pressing buttons 312 as indicated by soldier toy's fingers: The cash register pops open. There's no money, sadly, but sitting in one of the coin sections are two small batteries. Examining them, you see they both have the same long serial code:  bgurnelnoaidpe.
Cookware – cutting open a toy cabbage with toy knife that killed Fauxby: The cabbage doesn't break, but it does pop open, like it was designed to work this way. The inside is hollow, and sitting in there is a small knob. It looks like a dimmer switch for a light.
Construction – searching for a Lego Igloo set: You spot a Lego Igloo set sitting on the bottom shelf, and you tear open the top of the box. Inside is the expected mess of tiny coloured bricks, but as you push some aside you notice something that doesn't look like it belongs: a magnet. And not a toy magnet. This is heavy-duty. It looks like it could pull metal through a wall.
Counter – searching underneath it when the light is off: There's a bit of a gap under the counter, but you don't see anything but blackness. You really need to figure out how to turn the light on.
Counter – searching underneath it when the light is on: There's something sitting on the floor under here: a fat manilla folder. On the front are the words, Evidence for employee disciplinary hearings. Wow. The manager must be a scary person. Looking through the folder, you see it's full of snippets from social media pages, presumably those of the shop's employees. There are photos of young people at parties, smoking and drinking, Facebook posts filled with profanity, and a huge index of Tweets. There are way too many to count, but they mostly seem to revolve around general youthful misbehaviour. The manager is the sort of person who fires people for their online presence.
Counter – searching the Tweets for #dead: Remarkably, you find eight Tweets under #dead – 
Sasha's party was INSANE! Guess I'm chucking a sickie, oops. #dead

Employee of the month? ME? Lol hell must have frozen over #hilarious #dead

Number of hours worked today: seven. Number of shots I need to forget: also seven. #dead #from #alcoholpoisoning

Is anyone else out there wishing as hard as they can that their manager was #dead

One more criticism from the manager and I WILL explode. #dead #aaargh #ticktickboom

Oh my god, cannot handle any more of these gross screaming kids. #dying #dying #dead #stupidchildren

Too far? Pranking the manager and can't decide if live or dead cockroaches are funnier. #alive #dead #thechoiceisyours

Nine days until I quit!! Hahaha this store will be #dead without me!
Dolls – opening Chelsea the nun-acrobat's box based on the tarot card reading: Chelsea Doll is currently in her nun's outfit; if you flip her over the clothes swish around and suddenly she's dressed like an acrobat! In one hand she's holding one of those tightrope balancing sticks, and in the other... a small remote control.
Impulse buy toys – spinning the spinner that boasts 70 rotations: Almost without your input, it starts spinning. At first you try to count the spins to see if the packaging was accurate, but you can't keep up. The pattern on top of the spinner has become a blur, and as it blurs, it actually begins to form an image. It's a rectangle... with smaller rectangles on it... if you're not mistaken, it looks like a picture of a calculator. A real calculator, not a kid's one.
Light switch – switching it on: The light bulb definitely works, but... not well. It's so dim, it might as well not be on at all. You peer at the light switch again, and notice a small hole underneath the actual switch. It looks like a dimmer knob should be there, but has been removed for some reason.
Light switch – attaching the dimmer knob and brightening the room:  The light brightens up, and the whole room comes into focus – for a second. Then the light cuts out completely, and you blink to adjust to the darkness. Then, before you know it, the light's back on again. Everything looks the same, except for one very important thing: the wall opposite you now has huge words scrawled on it, written in a substance you don't care to identify. It says, YOUR DAYS ARE NUMBERED.
Maths toys – examining a calendar based on the clue 'your days are numbered': You find something simply called The Calendar Game amongst the maths toys. You open it, and your eyes widen. This is not an easy game. It looks positively terrible for kids. Every single day on this calendar has a temperature in Fahrenheit on it, and at the top of every page is the question, “How many degrees in the year?” You can not sit here adding numbers in your head. This is why half of everybody hates maths, isn't it?
Maths toys – using the kid's calculator to add up all the degrees in the calendar game: Having a calculator makes this so much more doable! It takes a long while, and is still an outrageous excuse for a game, but eventually you get 25,200 degrees.
Maths toys – opening a calculator with a memory function and using it: You press the Memory Recall button, and a number pops up on the screen: 007610637.
Piano mat – playing it before using a toy grenade: You step on a couple of notes, but they don't play. Well, that's not entirely true: one plays, the note C. But it only plays once. Then you keep stepping, and now only the A works. Then only the B flat. Then the A again, then the G, then the E. 
Piano mat – playing it after using a toy grenade: The C doesn't work this time! But the D does. Then the E, then A, then D again.
Revolving door – using the magnet from the Lego Igloo box: You hold the magnet up high against the door, and with its extreme strength, it causes the stuck piece of metal in the next compartment to shake. It shudders, and comes loose – but only for a moment, before jamming into another part of the mechanism. It looks stuck even worse than before. Your magnet pulled it in tight, and you can't move it at all. On the plus side, though, it moved just enough for the door to rotate a few inches. You can now, if you stretch, reach one arm into the next compartment. You grab at the small box trapped in there and pull it towards you. It's a tarot card box! There are no cards inside, but there is a small manual to help users interpret the meanings of the cards.
Train track – adding both missing track pieces and a train: With the train in place and the track complete, the whole thing jumps to life. The little train starts moving, and the track is so twisty, you aren't sure which direction it's going to go next. You watch it for a little while, and it makes a path going past a doll wearing a cap, then a little toy tent, then a pile of rubble. Then it curves by the little plastic sea, and comes to a fork in the road. There's a signpost – one way is labelled 'Sir' and the other 'Madam'. The train rolls towards the 'Sir' side. Then it reaches the beginning and starts the whole thing again.
Weapons – opening toy grenade and inserting batteries from cash register: The pin of the grenade is a little button, and when you press it, you expect a little explosion sound. But that's not the sound that comes out – instead what you hear is a musical note. It sounds off; it's really sharp.
Conclusion

The door slides open and the cold night air hits you like icy water. You can rush onward, leaving the wreckage of exploded and murdered toys behind you for the employees to take care of – but who knows how many future toys, like the ones still in their boxes, will be as evil as the calculators? Perhaps you should fill your arms with as many good toys as you can, to save them from a terrible fate... but even doing that mightn't be advisable, because then who would save the next poor human who wandered in after midnight?
Puzzle master's explanation

We start with the totally-not-a-Furby imparting some important information before it's brutally murdered with a toy knife: you are trapped, some toys want to help you escape, but unless you're instructed, do not free from its packaging any toy that isn't already free. Many toys are working against you. And as you progress through this escape, you'll notice some nasty 'accidents' that make the danger more than clear.

There are only two possible places to start, and one of them will be right under your feet: the piano mat that plays musical notes when you step on it. Not every note seems to work, though, and if you figure out which ones do, you'll find they are C, A, B flat, A, G and E. B flat looks like two Bs, so this spells out the word 'cabbage'. Luckily there's fake food in the kids' cookware aisle,including a cabbage. Using the toy knife that killed not-Furby (Fauxby?) you can cut the toy cabbage open to reveal the knob missing from the light switch.

As you attempt to brighten the room, though, the light flickers. For a second, it goes out completely, and when it comes back on there's a threatening message written on the wall in a suspicious substance. It says, YOUR DAYS ARE NUMBERED. Creepy, sure, but it's also a clue hinting you towards the maths toys – specifically, the calendar game. Its instructions are to add all the temperatures in Fahrenheit on the calendar year, which seems insane until you realise there's a calculator amongst the maths toys. Overall, you get 25,200 degrees. The only other things here with degrees that high are the totally-not-Fidget-Spinners (Fijit Spinners? I've never owned one, I don't know how to spell it) on the front counter. Their packages boast how many full rotations they can do – some only 5, some all the way up to 1000 – but if you divide 25,200 by 360 you get 70, so the spinner you want can do 70 rotations. If you open it and give it a spin, the pattern on top blurs to form an image; it looks like the word 'memory'.

This leads back to the calculator – or rather, not the calculator that was already out (it was too kiddie for a memory function), but another one still in its packaging. Recalling its memory gives you the number 007610637. Of course, like any kid with a calculator, you should turn this upside down and read it. It says LEGOIGLOO. Lego igloo. Luckily there's one of these on the shelves, and when you open its packaging you find something that doesn't seem like it belongs: a big, serious, not-at-all-a-toy magnet.

This magnet is strong enough to work the revolving door, at least a little bit – it revolves just one panel. The box that was stuck in there is now in your reach, and you see it's an empty tarot card box, with instructions for reading them. The three tarot cards on the card table – the orchid, the chessboard and the grapevine – represent growing up in luxury, with a large family, having great balance, and devotion and sacrifice. This matches the 'personality' of one of the not-Cabbage-Patch-Dolls in the doll aisle. This good doll is holding a remote control, which makes the plane on the ceiling spin, dropping a toy train. You can put this on the train track, but the track is not yet complete, so it won't go very far.

Now, we'll have to search elsewhere. The card table is a good bet – alongside the tarot cards are two other decks of cards, one normal playing cards, the other collectible monster cards. The normal playing cards are laid out as if four people have been playing with them, and you'll need to add up the numbers on the cards per suit (eg. 2 of diamonds + 3 of diamonds + 7 of diamonds = 12 diamonds), giving an overall result of 12 diamonds, 22 hearts, 25 spades and 7 clubs. This matches the serial code on one of the unopened stock boxes, 12D22H25S7C. Inside this box you'll find the missing pieces of train track. Now the train can go!

It goes around the track, but this isn't some basic circular track. It's got lots of twists and turns and you can't tell at first which way the train's going to go. So you watch it, and it goes past various landmarks and dolls: a boy with a cap, a tent, a pile of rubble, the sea, then a sign that says 'Sir'. Taking the key words from each of these – cap, tent, rubble, sea, sir – and merging them together gives you Captain Trouble-ceaser, which is the name of one character in the collectible monster card deck. If you find and read Captain Trouble-ceaser's card, you'll see his power is to identify and destroy his enemies by telling them 'a personalised pun or paradox'.

This is excellent news for you, because until you destroy the evil toys, the good toys can't help you escape without fear of retribution, like what happened to poor Fauxby. You must go around to each group of toys and tell them a pun or paradox relating to their 'genre'. For example, you might ask the maths toys to divide zero by zero. I don't know. Be creative.

And hurry, because remember that Lego igloo you opened? All the little Lego tiles are showing up, in the shapes of knives and nooses and guillotines. You see the acrobat-nun doll that helped you before, hanging from one such noose. These evil toys mean business.

Whenever you find an evil toy, it will basically explode when you tell it a pun or paradox. Surprisingly, all the maths toys explode – the calculators flash the word 'DIE' at you as they do so. The Lego blocks explode, too, shooting out in all directions – remember, it was a calculator who told you to open their box. The spinners go spinning off into oblivion, as they, too, were aligned with the maths toys. Everything else in the shop is on your side, even the piano mat, which is a surprise (for reasons that will become clear soon).

With all the evil toys destroyed, a good toy will tell you how to open the cash register by raising its fingers. Inside are two batteries, which have a simple code telling you which toy they belong to: bgurnelnoaidpe. Every second letter spells out the word 'grenade'. Go to the toy weapons aisle and put the battery in a toy grenade! Pulling out the little plastic pin on it makes a noise – but not an explosion noise. It's almost as if the wrong sound effect was installed, because it sounds like a music note. But not a good music note – to your musically-inclined ears, the note sounds awfully sharp.

This will hopefully make it occur to you to check out the piano mat again. Playing it again (only after having pressed the grenade's button) gives you the notes D-E-A-D, which is why you might think this mat was evil! But combine that with the sharp note from the grenade – now you have #DEAD.

Well, this is interesting. You have a hashtag. Go back to the counter, where there's a record of all the totally-not-Tweets employees have made from the company computer. If you search them for #dead, you'll find 8 not-Tweets. Taking the first word of each one gives you SASHA'S EMPLOYEE NUMBER IS ONE OH TOO NINE.

And since you needed an employee's number to reactivate the automatic doors, you can now escape with the number 1029. Take all the good toys you want!
