Louisiana: adventure
Release notes:

· TimeLimit protection period is set to December 2011 (including). If you need a longer period for testing, please contact us.
· Rarely, if the game crashes in Windows with a “Bad allocation” error during the beginning of a new level, it is due to the combination of our Time protection module and your antivirus incompatibility. (It checks the timelimit period each time you start a new level.)  Simply run the game again from the last save and it will work fine. 

(Full master will not include that Time protection module.)

Game guide

Notes:
The game has a non-linear structure so there are often multiple solutions to each situation.  This walk​through presents the most logical, straightforward path.  If you are stuck and would like more information about the game, please contact us on our website at http://www.silverplay.biz.  We will provide you with immediate as​sistance.

Controls:
We have put a lot of efforts into creating a user friendly control system.

Instead of classic pixel hunting, we have zones like in action games (like picking up health packs in shooter games).  Also, we have added other interactions with objects (which are normally very limited in 2D adventures) and a variety of item combinations.  The game itself is very versatile as it can be controlled only by the keyboard (arrows or WSAD keys for character movement and the main Enter key to pull up actions), only by the mouse (Left mouse button moves your character in the direction that he is looking. Right mouse button triggers in-game actions menu), or by the keyboard-mouse combination.
Walkthrough
Office
Note: Adjust your camera.  The best way to control this game is using keyboard arrows for character movement, using the Enter button for actions, and the mouse to control the camera.  First, adjust your camera angle by moving your mouse.  Then, adjust camera distance by using the mouse wheel. Try moving around; if the camera speed does not suit you, enter the game menu (Esc), click options and then adjust the camera speed.

1902, Washington, DC, Bureau of Special Investigation, Directorate, Director’s Of​fice 

· Look around and talk to your boss, Theodor.  

· Before you start the case, you will find a blank diary/journal on a chess table.  Take it. 

· Once you have the journal, Theodor will give you details on your assignment: a serial murder case in Louisiana.

New Orleans

· You arrive in the city during the late evening.  Coachman welcomes you in a front of a small hotel in the city centre. 
Note: Coach​man in this game is more like your personal “driver,” helping you get around New Orleans.  He is also a lo​cal informer, providing you assistance.

· A few hours later Coachman wakes you up.  Another mur​der has occurred. 

Beaumont hotel
Note: - The content of this game dynamically changes depending on your actions and each character’s routine.   It also considers whether you have all the pertinent information before allowing you to perform certain actions.  In other words, the game only gives you certain options of actions after you have seen or heard something or, if you have not had a certain experience yet, you forego some consequential actions.

You step off the carriage, about 15 kilometers away from the city.  This is a countryside hotel resort called Beaumont.
· To the left of you is a covered victim and an undertaker.
· Try to examine the body.  The undertaker will stop you.  (Even if you cannot do anything about it right now, this information adds two new conversation options to your future conversations...)

· Now enter the Hotel through the main entrance (The large double doors in the middle.)
· Use the bell on the reception desk to call the receptionist (and also evidently the cook) Mr. Wilbur.  Talk to him.
· Go upstairs, turn right.  Find room 102 and open the door.
· Talk to a bellboy.  During the conversation, choose the first option (about the boat).

· Search the room and take these items: Towel (located on your bed) and Tweezers (on a commode under a window)

· Return downstairs and exit the hotel, heading back to the front yard.

· There is a janitor painting a boat on the left corner. 

· Try talking to him.

· Now find a garden pedestal with a tiny boots stamp.  Explore it.  (It is located near a fence only a few steps left from the main gate.) 

· Return to the hotel and talk to the bellboy at the entrance
· You have two options: the first will get you nowhere because when you ask him about the other people around the hotel, he will refuse to answer.  
· Ask the second option and find out why he seems a bit glum.
· This is an easy task. Go inside. On the lower table, in reception lobby, you will find the newspaper (a local tabloid). 
· Take it and bring it to bellboy.  (Use inventory item Newspaper.)
· Ask him for more information.  Now that he likes you, you will get more out of him.  (The bellboy is the best information source in this level)

· First ask him about the garden pedestal, this activates the Garden gnome side quest. (optional)
Note: This conversation is only available, if you have already found the pedestal.

· Now ask him about the funeral home assistant. (You will get valuable information: the bellboy heard him complain about wanting to drink something strong.)

· Go back to hotel and turn left into the bar lounge. 
· There is a bottle of whisky lying on the bar.  If you try to take it, Mr. Wilbur stops you.

· So return to the bellboy and ask him about Wilbur (I'd like to ask you a question regarding your bartender, the receptionist, and, presumably, the cook, all in one person.)
· You will find out that Mr. Wilbur is the maintenance man too.
· Enriched with this information, go upstairs. Continue up the stairway to the third floor. There is a tool box lying close to that stairway. Explore it and get a hammer.

· Return to your room (It is just behind the corner.)
· Enter a small ante-room and open a door on left, leading to your bathroom.

· Enter the bathroom and approach a bath. (If you examine it, it will point to a fine water tap.)
· Use a hammer on the water tap. (This makes real waterworks.)
· Take the soap. (It is right next to a basin.)
· Go downstairs to the bar and inform Mr. Wilbur your bathroom has a tiny problem.

· As he starts fixing it, use the moment to pick his pockets.  You will get keys to his study.
· Now go to the opposite hotel corridor until you reach the room 104.

· Go inside and Talk to Miss Kennard.  (During this conversation you could profile your character a little bit to be more rogue or honest, depending on your answers.  Now you will have to earn some money to get information. )

· There is a bottle of sleeping pills behind her, take it.
· Take a garden gnome piece that is in her room, next to doors. (optional)

·  Return downstairs to the unguarded bar lounge.
· Take the whiskey bottle.
· Talk a man in a beige suit, complaining about wanting to pay his bill, this is Mr. Jacobs.

· Take the bill from the bar and hand it to Jacobs. He confuses you for a staff member gives you two dollars.

· Go to the front yard.

· Approach the undertaker and give him the bottle of whiskey. (He drinks but beyond seeming a bit happier, it doesn’t have any significant effect.) However, if you skip this step you will get a higher game score.

· Open your inventory and combine Bottle of Whiskey with Sleeping Pills. (Just drag and drop one of the items onto another). You will get a Whiskey with pills.

· Give the Whiskey with pills to the undertaker.
· When he is finally knocked out, examine the victim’s body next to him.
· (optional)  Go to the bellboy. Since you have already spoken with Miss Kennard ask him about her.  (I thought you might be able to tell me something about Miss Kennard. What does she like, perhaps?) 

· This action activates the side-quest Flower lady (optional) 
· Go to the janitor, he is painting a boat. Turn left and go toward the smaller gate to the hotel backyard and lake. There is a flower near that gate. Take it.

· (optional) Take two pieces of garden gnome in the front yard. One is very close to the janitor, near a large tree. The second one is in the opposite corner, close to the stables, on a hay stack.
· Now return to bellboy and (if you haven’t already) ask him if anyone has seen anything unusual this morning. He replies Mr. Wilbur found some evidence and locked it in his office. 

· Go inside to the door near the reception desk.  (It’s a door to Mr. Wilbur’s study)
· Use the key you have stolen earlier to open it and go inside the study. 

· The evidence, including a sheet of paper with a shoe print on it, is on the desk. Take it.

· While taking the evidence, you are caught by the hotel janitor.

· Persuade him that your intentions are good.  Though he doesn’t fully believe you, he agrees to keep quiet if you help him with an old fountain on the hotel patio.
· Go to the bar lounge. Open and enter the door (cafe entrance) next to the bar which leads to the hotel patio.
· (optional) There is another garden gnome piece on the right, leaning against a wooden fence.
· Continue through the patio. There’s an entrance to a basement machine room, you’ll find it easily.  

· Go inside. Continue straight to the T-junction, then veer left, until you reach a wooden crate with a note. Explore it.
· Actually it’s a simple riddle, telling you in which order you should activate the pressure valves.
· You will need to activate three pressure valves, in order and, within one minute.

· Activate the first one.  It is located opposite the crate - on a Z shaped duct/pipeline in a light green/yellow color.
· The second one is very close to the wooden crate, on a red rusty boiler caliduct.
· Finally, the third one is close to the stairs, on a tall dark grey tube.
· If you have succeeded, you will see the working fountain.
· Return to the hotel bar lounge.
· Before you actually enter, Mr. Wilbur will stop you with the same questions. Talk to him.
· (optional) Go to the front yard, to the garden pedestal. (If you followed this walkthrough you should already have all garden gnome pieces.)

· (optional) Open your inventory and combine all four pieces of a garden gnome until you put together the whole garden gnome (Simply drag and drop the pieces.)

· (optional)  Put the gnome on a pedestal. You will receive positive emotions and additional game score.

· Go inside the hotel, upstairs and to the left until you reach room 104. Meet Miss Kennard.
· (optional) Give her a bunch of flowers to gain some additional emotions.

· (optional) If you have completed both mini-quests she should like you enough. Now you could take this level’s premium item - a fancy bath robe lying on her bed.
· Give her the two dollars she requested and write down her testimony.
· Afterwards, a tumult outside will draw your attention to police arresting the janitor. 
Government District

· You will start this level by having a conversation with Coachman (your agency informant). When he asks you about your next steps, choose the last option, investigate Ms. Kennard (This is important.  Please see note.) Actually, this conversation creates a fork in the game play, so it is vital for establishing the direction of your investigation.  Also, he advices you to find Alison and ask her for assistance.
Note!: If you do not choose the “Investigate Ms. Kennard” option, the rest of this walkthrough will not fit because it changes many in-game events and character locations.
· Tip:  Shortly after the initial talk, your Coachman will stand close to the underpass. You can always return to him for guidance.
· Tip: Notice that when you were harsh on your Coachman in the level before, his answers would change. In general, when you are nice to him, his answers are less sarcastic and more helpful.
· Go down the street until you enter the city square.

· Alison is painting a lamp. Talk to her.

· Persuade her to help you investigate Mr. Jacobs.

· Go to your hotel (you are accommodated in the Albert Hotel, just a few meters away.)
· The next morning, you meet Alison in front of your hotel. She managed to acquire some documents for you and a map with a marked place.

· Ask your Coachman to get you to the place marked on the map. 
Swamp

· You found the place market on the map. It led you deep into the marshland. To an empty part, well hidden from any visitors. Talk to Coachman.
· Go into the swamp until your path is blocked by water. Katie says that these waters are shallow and full of alligators and she won't there. 

· Turn around. There are four metal levers nearby.

· Actually it is a 3D mini-quest.  Each lever activates some platforms – creating a bridge through the water.  “Activates” means that it is changing platform status, so if is a platform under water it lifts it up and if the platform is already up it sinks it down. 

· First lever from the left actives platforms one and two

· Second lever from the left actives platforms two, three, and four

· Third lever from the left actives platforms one and four

· Fourth lever from the left actives platforms one and three

· The correct solution is to pull down levers: First, Third and Fourth one from the Left (and leave the second lever from the left up).
· Now go through the bridge.

· Follow the path until you approach the wooden hut.

· When you try to enter the hut, you will see a cut scene where a smuggler attacks you and, when you wake up, you are locked in a hut.
· Examine a door.

· There is a shelf stand just to the right of the door. You should find and take an old photograph and a wrench off it.

· On the ground in front of the shelf stand is a trap door. Try to open it.

· Now explore the room.  There is a wooden plank lying in the corner (next to door). Take it.

· In the back of the room, you should find two items: blue cheese and an empty bottle. Take them.

· Examine the wooden crate (the one blocking the trap-door.) Violence will not help here so try to the wooden plank as leverage to move the crate.

· Open the trap door and go inside.

· Examine a rat.

· Use item Blue cheese. 

· Now the rat distracted and you can safely go inside. 

· Let’s explore the room on the left.

· Take a cork stopper. 

· Examine distillation tower.

· Use the wrench on the distillation tower to detach a metal pipe.

· Take the metal hook. (It is just to the left of the distillation tower)
· Examine the collecting vessel.

· Take the bag of kitchen salt. (It is lying on the lower bench, next to the collecting vessel.)

· Return to the collecting vessel full of vitriol and use this item (bag of kitchen salt).
· To get a hydrochloric acid, use item empty bottle on collecting vessel.

· If you try to climb up the ladder, the hero will say it’s not a very bright idea to do so with an open bottle of hydrochloric acid.

· Enter your inventory and combine the item cork stopper and open bottle items.

· Climb up the ladder.

· Use acid on the door.

· Examine the door.

· Enter you inventory and combine the metal pipe and metal hook items.
· Use the metal hook with a pipe on the door.

· Open the door and follow the path until you discover the sunken ship.

· Afterwards, your Coachman returns to pick you up. 

Government District

· Talk to your Coachman. He heard some rumors about Ms. Kennard. 

· Now, go to a small garden atrium, just to the right of the Coachman and, talk to Ms. Kennard.

· After you talk with Coachman, he agrees to investigate Kennard and get the letter she is going to send, but he needs some props – two glasses and a bottle of wine.

· Find those items:

· One glass is on the table just behind Ms. Kennard (small garden atrium)
· The second glass is lying on a wooden barrel near the industrial red brick building. (It is located on the left side of the square.)

· Finally, the wine bottle is just a few steps from the second glass (on a wooden crate in the front of the same red-bricked building.)
· Once you have all the items, return to Coachman and talk to him.
· Tip: During your wandering through the town you should stop by a newsboy Timmy. He informs you about the ongoing case with fresh news every day. If you talk to the newsboy on the first day, you will find out that last night’s murder is already published in a local tabloid and the public is already aware of it.
· The next morning, Coachman is waiting for you in the front of the hotel. 

· After he informs you about the letter he received, he asks about his next assignment.

· Choose to investigate the shoe imprint (Evidence) you gained back in the Beaumont hotel.
· Coachman said that someone called Max was asking about you and he happens to be in the park. 

· So head to the park (located on main square) and talk to Max. He asks you to solve a riddle of his (2D mini-game).

· Tip: If you get stuck in the mini-game, you could escape it and Max will give you a hint. 
· Here is the correct solution:
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· Now your character returns to Coachman near the underpass.
· He managed to get the information for you. The matching shoe imprint belongs to someone living on this street – the house opposite a tailor’s shop.

· Go down the street and visit a brown house, just in front of the tailor’s shop.

· Nobody is home.  So ask Timmy, the newsboy standing nearby.

· Timmy will tell you more about Splitsy Jones. 
· Later that evening you and Timmy will bring a fancy supper for Splitsy (like he ordered) but nobody opens.  

· Splitsy is probably missing so talk to your Coachman to assign him a new task. 

· The last task is about the suspect, the Dockyard Janitor.

· The Coachman arranged a meeting for you and the pathologist (who examined the bodies) in the local park.  
· [optional] Before you go, visit the gentleman’s shop and ask the salesman about Splitsy Jones.
· Go down the street. Continue to the square and then turn left. 

· There is a pathologist waiting for you. (left part of the part, near a lamp). Talk to him.

· Your agenda for the day is done so go to the Albert hotel and sleep. 

· The next morning your Coachman/Informant is already waiting for you in front of the hotel.
· Talk to him. After he updates you about the Janitor case, go to square and find a police station. It is the large building in the middle and, there is a Police Officer standing outside.

· [optional] Talk to the police constable and ask him about Mr. Hanson, the salesman in the gentleman’s shop. Note: This option is not available if you do not know Hanson and if you haven’t spoken to him before.

· [optional] Now go to the middle of the park. Someone has forgotten a magazine on a bench. It’s a velocipede revue. Take it. 

· Return to the police constable and ask him about imprisoned janitor. He won’t let you in so try to look around. 

· There is sewer entrance near the policeman. Talk to the sewer. 

· Talk to imprisoned Janitor (through the sewer vent) and promise to help find him a bobby pin.

· There is a Tailors’ shop down the street but, unfortunately, is it closed. So continue down the street until you find the Gentleman’s shop. 

· Talk with Mr. Hanson (the salesman) and ask him for a bobby pin.
· [optional] Give the velocipede revue to Mr. Hanson. (Policeman told you that he is a keen velocipede racer.) Afterwards, talk to him and ask about the murders in the neighborhood.  With his sympathies, you will receive some additional information.
· Return the sewer entrance and hand the bobby pin to Janitor.

· Talk to the escaped Janitor.  He will hide in an old powder mill factory. In the meantime, you will ask your Coachman to help you to get Janitor out of town.

· Now go the square into the old powder mill factory. (It is the red industrial building located on the left side of the square.)

· Enter the factory.

Underground

· Janitor is not waiting for you as agreed before, so inspect the room.

· You will find shoe/footsteps marks on the floor (in the centre of room). Examine them.

· You just found out the Janitor was dragged into sewers. Before you went there, there are two useful items in this room: broken lever 1 and pliers, both of which are located in shelves to the left and right of the entrance doors.
· Open the Hatch and go underground.

· Leave the basement through a hole in a wall into the underground tunnels. 

· Turn right just behind the hole. There is an item broken lever 3 (You should see it easily it is glowing a little bit.) Take it.

· Now, turn around and go straight forward through the tunnel. There is a rusty nail on the wall, located on the left side; just a few steps after, you pass the entrance hole.

· Use the pliers to get that nail.

· Now continue through the tunnel to a metal door.

· Open the doors and enter a great hall, reminiscent of the civil war.

· There is another broken lever (broken lever 4) lying just in front of you, close to the railing. Take it.

· Turn right. There is a cage with Janitor entrapped. 

· Go to the cage and a conversation will start automatically.

· After you promise to find an old crazy soldier, turn around and go up the staircase. (Other corner of the room.)
· [optional]  Right on the staircase, there is a sharp stone, you should take it.
· [optional]  You could return to the cage with the janitor. There is a wooden railing nearby. Use sharp stone to receive a latch. You can repeat the process to receive a second latch.  You will need those objects to fund the hidden Easter egg.

· Now, go to a staircase going down to lower floor.  Before you enter it, take the rope lying next to it.

· Go down the stairs and then turn around. There is a large rock, just behind the staircase. 

· Use the item “nail” with the large rock. You will get a hook (bent nail).

· Now, continue walking on the lower floor until you meet Confederate soldier.

· Talk to him.

· His emotions towards you are too low and he refuses to free Janitor.
· Leave him and continue to the doors (left, behind the soldier). Before you enter, he will try to warn you not to go further.

· Ignore him, open the door, and step into the tunnels.

· There is a well hidden item lying down in the tunnel - broken lever 2. (Right side of the second tunnel curve on the ground behind tunnel wall latches.)

· If you try to grab it, you won’t succeed because your character cannot reach it. 
· Go into your inventory and combine hook with rope to get a new item – rope with hook. 
· Use item rope with a hook to get it. 

· Then, you have to disarm a trap. Examine it and use your pliers afterwards.
· Continue through the tunnel until you see a mechanism on the left wall. 

· There are four slots and you need to put broken levers into those slots. Use your visuals – the larger broken lever fits into the slot with no lever and the shorter broken lever fits into the slot with a partial lever mechanism. Basically, put broken lever 1 into the first slot from left and etc.

· Now, when the levers are functional, you have to pull them in the exact order. (A hidden note and the next conversation with the old confederate soldier will give you hints when you are stuck).

· Pull down the third lever from the left.

· Pull down the second lever from the left.

· Pull down the fourth lever from the left.

· Pull down the first lever from the left.

· Continue through the open gate, until you fall down through the ground into another tunnel. 

· Go through the tunnel until you reach a ladder to an upper floor.  Just before you climb the ladder, look around. There is an iron rod you should take.

· Go up the ladder.

· Continue through the tunnel until you see a red oilcan lying on the wooden barrel. Take it.

· Inspect the room until you find an old Union soldier. Talk to him until you can persuade him to give you a letter for his old enemy (the confederate soldier.)  There are few ways to do it.
· Now continue to the metal door on the right side of the soldier and enter a tunnel.

· Continue until you reach a rusty metal door. Examine it. 

· Use the oilcan, it should help but you still won’t be able to open it. So next, use the iron rod as a lever. 

· You are back in the great hall. 

· Go toward the cage with Janitor until you meet the Confederate soldier. Give him the letter, it should change his emotions.

· Talk to him and he will give you a cage key.

· Approach the cage and then, use the key to open its door.

Night at the Beaumont

· Talk to Janitor.

· He asked you to avoid the hotel building so go around it (right side of the building) until you reach the front garden.  

· Alison is cleaning a fish there. Talk to her.

· Now try to go to the jetty.  Wilbur will not let you go there but, talk to him. He says he has his goldfish in the fountain.

· Inspect the fountain.

· Talk again to Alison and ask her for a dead fish.

· Go to the fountain and switch Wilbur’s goldfish with the dead fish.

· Go to Wilbur and tell him the bad news. 

· While he examines the fountain and his precious fish, you can sneak into the jetty.

· Go straight to the wooden hut. 

· There is a chest inside and you will need to solve a riddle to open it.  
· Here is the correct solution:
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· Open the chest and take the walking stick.
· Go back to fountain and return Wilbur’s goldfish.  (Swapping it again with the dead one.)

· Tell Wilbur his goldfish looks fine again 

· Go to Alison and give her back her dead fish. 

· Now go to the front entrance of the hotel and talk to Janitor.
Government District

· Your Coachman is waiting at the corner. Talk to him. 

· Visit the gentleman’s shop and talk with Mr. Hanson about the walking stick you got from the janitor. 

· You will get a tip regarding Max, the pharmacist. 

· After this conversation you will go to sleep in your hotel room.
Orleans Suburbs
· Tip:  It is recommended to check your diary from time to time.  Katie’s notes could help you with the investigation and the emotions statuses will guide you as to which characters like you. (The practical use is knowing when characters like you, they tend to assist you more.)

· You will wake up confused, in a small atrium, with a strange companion - the Smuggler.

· Speak to him.
· There are two items nearby – an apple and a bottle of wine. Take both of them.  They are lying just a few meters to the left of the Smuggler.
· Tip: There is a bonus item in this level - A bottle of wine:
· [optional] If you give it to: Hanson, Janitor or Max you will gain his emotions.

· [optional] If you offer it to Timmy you will get a negative point for providing alcohol to children. 

· [optional] If you combine the bottle of wine with the briefcase in your inventory, you will get a ruined briefcase. As this fine, luxurious leather briefcase belongs to Mr. Pharmacist and now has a very unpleasant odor and large red stains, when you return it to him, Max will be quite angry. 
· Exit the atrium. 

· Now you are standing on the street. Turn left and go towards the end of the street, towards a man repairing his velocipede and a bright building. 

· That man (Mr. Hanson) stops you and tells you that there street is closed due to a bicycle race so, turn around.

· There is a chest to your left. If you try to open it, you will find out it is locked. Go down the street and collect items.  First, get the carpenter's saw – it is laying on a small wagon, left side of street and, a paintbrush – on the wooden box, left side near a construction site. Also, there is a smoking bucket of burning tar but, you do not have any item to take the hot tar.

· When you come close to crossroad in from of a tavern, you will hear a strange noise. 

· Follow the lead and go inside the tavern. 

· Take a key. It should be lying on one of the tables. 

· Open the bar desk and approach the door to the store room, you should be able to open it with the key.

· Talk with the Policeman.

· Go inside the store room and take a crowbar.

· Leave the tavern and explore the street.  Pass the newspaper boy and go down the street to a red fireman wagon and a fire department building –the one with red slats, white windows and a belfry.

· Turn left near the red fire wagon and take a straw man. It is in the corner, on a heap of scrap.

· Talk to Janitor (A black guy who is either working with a jack-plane or, painting a building nearby.)
· There are two buckets with different paint (very close to fire department.) You could examine them but, there is no use for them yet.

·  Go down the street and collect these items: velocipede brake and velocipede wheel - both are on the left side of street, near the Janitor. 

· Talk to newsboy Timmy. He said that he is really hungry, so give him an apple to better your relationship. (improve his emotions status)
· Talk to him again. Now with the higher emotions status, you can unlock new conversational options. You will receive a new tip from him: “Tinny said that he saw someone sneaking into this tavern the other night.  A spooky man went to the piano, played a really weird melody, and then put something inside the piano.”
Notes: This quest is more complex. If you do not have high emotions (sympathies) from Timmy to unlock that conversation, you will receive this quest later in the game from your Coachman/Informer (however, it will not have additional benefits). Also, in case Coachman finds out that you already got this tip from Timmy and did nothing to check it, you will lose his respect and gain a negative point. 

· Go inside the Tavern. 

· Go to the storeroom (where the police officer was locked.) To speed up, you could hold the right CTRL key.  Search the walls inside the storeroom. There painted numbers on one of the walls. Remember these numbers (or write them down).
· Now, go to the piano (in the corner inside the tavern)
· You can play the piano for fun but, it is wise to just complete the quest. Timmy said the mystery person played a really weird melody. Try to use the numbers you saw on the wall. The first number is 7 so pres the seventh piano key from the left, the second number is 1 so, press the first piano key from the left. Continue and press the additional numbers 3-7-10-4. 
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· (Picture) This is pressed number 1 (first from left):

· If you pressed the keys in the correct order, a secret drawer opens and you can take a coded letter.

· Exit the tavern.

· Turn left and go down the street to Mr. Hanson (repairing his velocipede) and the closed chest. Use the crowbar on the chest and then, simply open it. You will gain bloomers.

· Go back to the junction (in front of the Tavern) and turn left to the unexplored part of the street. 

· Approach an angry dog blocking your path.  A new journal entry will appear with a task to divert the dog’s attention. 

· There is a wooden wagon nearby. It will not captivate the dog’s interest by itself so put a straw man on the wagon. 

· If you try and move it, your character objects that it was a good idea but it still looks too… ‘strawy’ and, you won’t fool the dog with this.  Use another item, the bloomers.
· The bloomers are a good choice and you can move the wagon. 

· The dog attacks the straw mannequin on the wagon and you can continue down the street. 

· This street is also closed due to the bicycle race so stop and talk to the policeman. (Be careful when choosing your answers. One of them blows your cover and makes you gain a negative detective point.)

· Find and take a wooden board, it should be near the police officer.

· Go back to the dog and to the double doors on your right. 

· Open the doors. 

· You meet Max but, it is too risky to confront him alone with your suspicions. So play nice for now and just talk with him.

· Now you need to sneak and send someone for your Coachman. Go to Timmy (a newspaper boy) and talk to him. If you followed this walkthrough he should like you enough to enable you new conversation options. He agrees to help you but, you must sell the remaining newspapers for him (and it won’t be easy due to ongoing city race).
· Go the Janitor (he should be painting the fire station or working with a jack-plate). 

· Talk to him and give him one newspaper. 

· Go to Mr. Hanson (he is repairing his velocipede). Talk to him and learn that he really hates your “local rag” but, he agrees to buy “that thing” regularly if you help him.  He needs you to find a working velocipede brake for him. You should already have one in your inventory.  Give Mr. Hanson the brake and he will buy a newspaper.

· Go to the Smuggler (in the atrium, left side of the street) and talk to him. If he likes you (that means you are a bad person) he will help you. However, this whole walkthrough is presenting Katie as a positive character so he probably won’t like you as much but, will still ask for a favor.  The Smuggler will buy a print only if you paint a policeman’s buttock with a striking color. He is childish, tenacious, and, very stubborn so it is difficult to manipulate him enough as to avoid this preposterous task.

· Go to red fire wagon. There are two buckets with color in front of the fire station. 

· Use the paintbrush with the bucket containing red paint. (If you use the white one the Smuggler will not find it striking enough.)

· Now go down the street to the police officer. 

· Talk to him and he will buy a one newspaper voluntarily. 

· Now use the paintbrush with red paint on him. That makes your character sneak up from behind and paint the poor police officer. 

· Go towards the dog and turn right into the pharmacy and talk to Max. 

· He would like to buy one newspaper but, he forgot his wallet. Agree to help him (you can bargain a little reward for that if you want.)
· Go back to the Smuggler (he is still standing inside the atrium) and tell him that you have completed his request.  (additional newspaper are sold)
· Exit the atrium and turn left. There is an open street drain inlet nearby – and Mr. Pharmacist's briefcase is floating inside.  
· Before you approach the inlet, open your inventory and combine the carpenter's saw with the wooden board. You now have a shaped board with a very roughly hewn hook on one end. 
· Use the shaped board on the open street drain inlet and fish out the briefcase. 
· Return to the pharmacy and give Max his briefcase back, selling the last newspaper.
· Subsequently, your Coachman arrives. (He is waiting for you in the front of the pharmacy.) Talk to him. 
· Go inside and confront Max with your evidence.

Special Investigation Office
· Tip: Now is the ideal time to check your rewards and bonuses.  As you may notice this walkthrough has guided you to receive mostly positive rewards and profile yourself as an honest person.
· Speak to your boss.

Jail

· Watch the final cut scene. 
