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Grace Nakimima is a beautiful 26-year old who has a Masters
degree in History and Classics and sudies Tai Chic Growing
up in a succes-obsessed Japanese-Amencan household, Grace
has been rather sheltered and wants o “experience life.”
MNevertheless, she finds it diffculr to just relax and have fun,
and she rakes herself a little TOO seriously.

(race is Uabriel’s right hand ar the bookstore. Be sure
to ask Urace questions. She has information abour a
wide variery of subjects, and is always happy to lord her
superior expertise over Urabriel. [t's a sacred mission for
her to puncture Gabriel's ego. Unfortunately, she hasn't
managed it yet.

Detective Mosely is a homicide detective with the New
Orleans Police Department. Gabriel has managed to
convince Mosely thar he is writing a book which will
feature the detective. Mosely is therefore more than
happy to answer questions about his investigation into
the voodoo murders,

Mosely and Gabriel have been friends since childhood, so
don't be afraid to ask him the hard questions. Their
friendship is based on banrering and pracrical joking, so
you can even ry to insult him! Remember thar detectives
have certain privileges thar average citizens do not have.
Think about how Gabriel can take advantage of thar fact.

."'|1i||||'| L i'.'l\.l..!'.' 15 d YTy I"'I.'.l'.“lr'lll.. ||:'|.|:'.'|.||',!'2.‘I'|.f. .l]l.l.:l = |i"]:||"|'
“\.'.IfL'l.l WiTAn of r|‘11' SLHT r|‘1.|r 'u.:ﬂ;"rll.'l i'hl'\- NeYer h'r—urr
encountered (up til now there've been women with
pink frosted lipstick, and Grace). She makes his knees
weak and the rest of him prerry darn fiesty. She
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Gran is one of Gabriel's favorite people on earth, and
she's the ONLY person on earth who believes thar
Gabriel's ego is only a facade to cover an overly-sensitive
soul. Is she right! Stranger things have happened,
though not many. Perhaps time will tell. For now, Gran
is an excellent source of family history, and a safe respire
trom the whims of a world gone mad.

Doctor John is an expert on Voodoo and the owner of the
Voodoo Museum. He is a huge man, with powerful large
hands. Doctor John is happy to discuss the history of
Voodoo, and even modern Voodoo with Gabriel. He
seems s0 gentle and polite for a man the size of a Giant
Sequoia. And yet, once in a while, Gabriel gets a glimpse
of something else...

Sergeant Frick has had better weeks. The muggy weather
makes him feel all sticky and everyone is poing crazy over
the Voodoo Murders in town. It makes for a bad day
behind the front desk at the New Orleans Police
Department. Perhaps that's why he's so cranky towards
this young hoodlum who keeps showing up at his desk
asking for Detective Mosely. He's seen the type, oh yes,
and it will be a pretty cold day in hell before a slick cus-
tomer like that gets something past old Frick!

Magentia Moonbeam is a modern-day Voodovienne. She
tells fortunes, prepares potions, and dispenses physic
advice to her loyal clientele. She even has a snake, in the
tradition of Marie Laveau, which she handles with fear-
less grace. She seems to know all there is to know about
the kind of Voodoo that's practiced in New Orleans. [f
she occasionally averts her eves when answering a ques-
tion, well, perhaps there are some things even a Secer
would rather nor see.

Madame Cazaunoux is French Creole—a proud heritage
that she rakes very seriously. She has a comfortable
home, an excellent companion in her little dog, and her
religious icons to keep her safe. Why, then, do her eVes
dart nervously and her tiny hands grasp at each other so
desperately? What is it that she fears and how mad has it
driven her?

Professor Hartridge does not suffer fools gladly, Than
makes life tedious since, in his opinion, most people are
tools. He grew up in Africa, and its study is the one joy in
his life. He is not likely to expend his breath, however,
discussing it with someone of Gabriel’s ilk. Stll, if the
man’s interest can be stirred, he might have some genuine
jewels of wisdom to dispense. He is, after all, a dedicated
teacher.

Crash is a young man who hasn't had much of a life. He
got in with the wrong crowd, you might say, and it's the
kind of crowd one never gets out of...alive. While the
work has paid his bills, it's also stolen his soul. He's one
step from being a corpse and he knows it, he's just oo
sure where he took that wrong step and he'd do ANY-
THING to take it back.

Wolfgang Rirter is the last of the Shattenjigers—a man
dedicated to the role his family has held for centuries. He
is a fierce man with a direction in life, and he's been frus-
rrated ar nearly every step in completing it. Now that
he's found Gabriel, it has renewed his hope thar the
Shadow Hunters will not die. He can teach Gabriel a
lot—if he lives long enough, thar is.
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How THIS
Book WORKS

The whole point of playing “Sins of the Fathers” is to discov-
er its puzzles and the solutions o them. However, some puz-
zles may be so well hidden thar you don't even know where
to begin. Or this may be your first experience with an
adventure game. If you feel that you're really stuck, look
through and find the question that best describes your prob-

It’-‘ii’l.

Think of this book as your complete reference to “Sins of the
Fathers.” The hint answers are arranged to progress from a
slight hint to an out and out solution to each puzzle. In fact,
an answer with a star (*) beside it will be very specific, often
giving you the exact actions you need ro solve the puzle.
We recommend you read only the hints you need and avoid
reading the last answer of each question unless you're com-
pletely stumped. In fact, if you read every answer (one after
another) in this book, you'll complete the game very quickly,
but you'll miss the challenge and excitement of this game.
You get the point, right? Please use this book with discre-
Lo

NOTE TO BEGINNING
ADVENTURERS

If you've never played a Sierra 3-D Animated Adventure
Game, here are some tips to help get you started:

1) Remember to save your game frequently, especially
whenever you're about to try something that could be risky.
If you mess up, you can restore to your previous position and
try something different. Your game manual has more derails
on saving and restoring games.

2) Pay attention. Look at everything and talk to everyone.
Pick up anything that's not nailed down. You never know
where you might pick up a valuable object or clue.

3) Try anything. Anything you try might be the solution
to a game situation, though some solutions have better
results than others. Just remember to save first.

It You Have Finished “Sins of the Fathers"

The last section of this hint book entitled After You've
Completed the Game contains a points list, a list of things
you may not have tried in the game, and some other inter-
esting detailed information. If you've played through and
want to see how to improve your score or see what you
might have missed, take a look. Thank you for playing
“Sins of the Fathers.” We hope you have as much fun play-
ing it as we had creating it.
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Before reading the hints here, please take a look ar your Gabriel
Knight game documentation.

P s-

If you're a beginning adventurer, the first few puzzles, walk-thru and
strategy tips section in your Gabriel Knight Technical Manual will
help get you rolling. Below are some general questions and answers.

Gabriel moves too fast! Gabriel moves too slow!

On the far right side of the lcon Bar you'll find a slider icon. Click
on it to bring up the control panel. You'll see a slider for adjusting
the animation speed. If your game still runs wo slowly, adjust the
animation detail slider down until you find a speed and derail level
you can live with.

How do 1 look at things, talk to people, etc.?

Check out the lcon Bar at the top of the screen (place the mouse
cursor at the very top of the screen to see the lcon Bar). These icons
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represent all possible game activities. See your rechnical manual for
a detailed description of the Gabriel Knight interface.

I don't understand how time works in this game. How long is a day?

The days in this game will vary in duration. Some will be very short,
others could take you a very long time to complete. This depends
on both your skill as a player and on the number of events and prob-
lems that have to be solved before each day will end, and each day is
different, some are simple, some are complex.

These days aren’t running on a clock. A day will end only when the
events and problems for that day have been played out.

How many days are there!

There are ten days in the game. The story takes place on the days of
June 18 through June 27, 1993,

How will I know when a day should end?

A day will end auromatically only when you've done everything thar
you have to do on that day. If a day hasn't ended, you know there's
still something you have to do or see. If you're really stuck, refer to
the end of each day section for a list of things you must do.

How do 1 travel in this game?

Use the map. When you leave a room, the French Quarter map or
the Greater New Orleans map will appear. Select the location you'd
like to go. This includes icons to go back and forth between the two

maps.

11
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*1 dreamt of blood upon the shore, of eyes
that spoke of sin. The lake was smooth and
deep and black as was her scenred skin.”

THE GAME MaAcP

I've looked around the map, but I don’t know where to go. Where
is the action in this game!

* Did you ask Grace!

e When you asked Grace for your messages, she told yvou about
a couple of places. Go there.

*® Go to Grandmother Knight's house. When you leave the bookstore, a map of the French Quarter
will appear. Switch to the New Orleans Map by clicking on either of the two New Orleans jcons
(they're located ar the left and right edpes of the map). Now Select Grandma's house. lts icon
books like an antique photo. Next, sou'll want to go to the Police Station. When vou leave
Grandmaother Knight's house, you will enter the New Orleans Map. Swirch to the French Quarter
Map by selecting its icon (it Jooks like a wrought iron Lamp post). From the French Quarter Map,
select the F‘ﬂhut' station jcon (it has the leters FD on it) Later, vou'll want to check out ].ju_"g;mn
Square. It's also on the French Quarter Map, near the police station. As your investization
unfolds, more places will appear on your map.

5T. GEORGE'S BOooOoY SHOP

Gosh, 1 can sure ask Grace a lot of questions. s there any one
thing most important to ask?

® Yes, Grace is a wealth of knowledge. She will help you with all your
research.

¢ Did you know that Grace is not only a Masters in history, but also
answers the book shop relephone!

# Right now, make sure 1o ask her for ALL your messapes.
Hey! 1 thought 1 owned a book store. Why does this guy keep try-
ing to buy my father’s painting?

e You never know when a few extra bucks will come in handy.

® Some day, you just might be desperate enough, Gabriel, to sell your
father's painting.

% You're going to see the florist on other days. Some day you will need to sell that painting.




The day has just begun and I don't know what to do. Can you
give me some clues to get started?

o Gabriel likes to start the day with a little conversation.
® This dusty old book shop has lots of things to look at and explore.

¥ Ask Grace for your messages. Read the paper on the table, then |'|..|-. up the magnifying ghass and
pair of tweezers. Read the book by Heine Rimer (on the shelf beside the ladder) and the book on
snakes {on the other side of the ladder). Also, open (Open cursor) the cash register and take the
gift centificate. That should pet you started.

I got a cup of coffee, but is there anything else useful on this
table!

o Gabriel likes to stay informed about current events.

o Gabriel is investigating voodoo crimes. He could probably use the
tools that will help him investigate crime scenes.

% Yes. Look closely at the wble, Take the magnifying glass and pair of eweezers, Also, read the news-
paper

It's later in the day, and I'm at St. George's Book Shop. What
should 1 do?

® Have you talked o Grace lately?
® Did you ask Grace for research?

# Ask Grace 10 do some research on Malia Gedde. You won't be able to do this until vou've been o
the Crime scene.

14

GABRIEL'S BOOKX SHOP
STUDIO

I tried to use the phone, but Gabriel keeps getting wrong num-
bers!

* Whose number are you dialing?
®* Are you sure you need to make a call roday?

* Who are you trying to call!’ You won't know who until you do some more investigating. Don't
worry ahout using the |"|‘.-1:1€ today. On other davs, vou'll pet some ereat leads requiring you o e
the phone.

I found some hair gel and a flashlight. When can 1 use them?
® CGabriel doesn't use that greasy kid sooff. Berter save it
e It's daylight. Are vou sure you need the flashlight?

% (Gabriel, you're the investigator. You'll know shen it's right to use these things. You won't need 1o
e them today

15



GRANDMOTHER KNIGHT'"S
Houste

L’m chatting with Grandma Knight. What should 1 be sure to ask
er?

o What do Grandmas generally like to ralk abour?
o Did you ask her about the past!

# Ask her about Family, Harmson Knight, Philip Knight, and Margaret Templeton Knighe

I'm tired of talking with Grandma Knight. Is there anything else
to do in this house!

® The house will be yours one day. You have a right to look around.
* Do you see any doorways you might go through!

# (o upstairs and explore her aic.
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Okay, I'm in Grandma's attic. What am 1 looking for!

¢ Did you see anything on the arm of that old chair?
® How about that clock? It's unusual, isn't it!

#% Take the sketch book from the arm of the chair and read (Read cursor) it in inventory. Also, open
up the drawer on the clock and remove its contents.

Wait a minute! How do | open the drawer to this clock?
e Are you using the correct cursor!

e This is your grandfather's clock. Wait a minute! Didn't you have one
of your grandfather’s books in the book shop!?

# After you've read Heinz Ritter's book in the book shop, one phase should stick out in your mind:
drei drachen. [t you look this phrase up in the German dicrionary {you'll have to look several
rimes) in the ook shop, vou'll discover it means three dragons. This is vour clue to set the clock
at 3:00 and move the dragon head 1o the top.

First, operate the clock. Move the hands to 300, Move the outer circle unnil the ..|n|_gﬂn &5 at the
top of the chock. Operare the windup key. This will open the botwm drawer of the clock. Take
the photo and better.

Hey! 1 read the letter I found in the clock. Who's this Heinz
Ritter!

o Perhaps there's someone you could ask about Heinz Ritter.

® That’s a very good question. Do you suppose Grandma Knight will
know something more! Why not ask her?

# After finding the leteer and photo, ask Grandma Knight about Heinz Rirter. You'll leam some-
thing very interesting,

17



[ found a sketch pad and opened the clock in Grandma Knight's
attic. Have 1 missed anything?

® You've missed nothing in the artic.

e There's still something else to do in the house.

% Be sure 10 read the letter you found inside the clock, then po downistairs and 2k Grandma Knight
about Heinz Rireer.

Okay. I asked Grandma about Heinz Ritter. Should 1 ask her any-
thing else or should I leave!?

® Be a good boy and give Grandma Knighr a great big hug.

* Perhaps you should visit one of your friends. When you asked Grace
for your messages, who else did she mention?

%* You're off to a good start. Now would be a good time to try to visit vour friend Detective Mosely a1
the Police Station.

POLICE STATION
I'm in the Police Station for the first time, now what?

® |5 there someone there vou could talk ro?

® You might want to mention your friend Mc sely.

* Talk to the desk SETReant. Ask him about Detective Mosely. Then ask him about the ph'qu-__r:-.q*h-._

He'll give you an envelope of evidence, Open it

Oh great! Detective Mosely’s out. Now what am 1 supposed to do!?

® Did you learn anything from the desk sergeant?

® Now might be a good time for a breath of fresh air.

18

% After you've picked up the evidence from the desk sergeant and asked 1o see Mosely, come back
later. Have you been 1o Jackson Square!

I've returned to the police station and 1 still can’t get in to see
Mosely. What's going on!

® Did you learn anything interesting in Jackson Square!

o Perhaps you should go somewhere else first, then retumn to the police

STALION.
% Have you visited the crime scene vet! If not, you'll need to wait until later. Go to the park!
Okay, 1 got in to see Mosely, but what am 1 supposed to ask him?

o He's a police derective. What would he know the most about!
e [s there anything abour a voodoo investigation you want to ask him?
% After examining the crime sceme, did you book at the pattems in the sand! Once vou have ask him

about the pattems at the crime scene, after he responds, ask him about six other partems

19



Mosely's just not telling me enough about the case. Is there any
way | can get a peek into the crime file!

e Is there someone besides Mosely who might be able to give you
information about the case!?

¢ That Officer Franks certainly does seem to like vou. (Yeah, right.)

¥ Yes, after you've asked Mosely about the patrems at the crime and the six other patterns, leave his
office. Talk to Ofticer Franks. Tell her you want to look ar the file. After vou've looked at it,
recum it to her in-hox,

Wow! This crime file's important stuff. Can I steal it somehow?

® Gabriel, you shouldn't think such thoughes. s that a photocopier?

® [f you want to make a copy, you'll have to distract Officer Franks
somehow,

* Did you notice that Officer Franks is the police photographer? How
about a friendly photo with Mosely!

* Sure, you can steal it or make a photo copy of it. Here's whar you do. Ask Mosely to take his pic-
ture with you (topic Photographs). When Officer Franks comes in 10 take the photo, excuse your-
self to go straighten up your hair. When you leave the office, take the crime folder from Franks'
in-box. Now you can either photo copy the file and retum it to her in-box or just take it. (I you
steal it, however, you'll get less poins.)

JACKSON SQUARE
I'm at Jackson Square, but don’t know what to do.
e Did you notice the mime!

® Did you see the motorcycle policeman? He has a police radio.

# Uet the two of them together. (If the policeman o't here vet, vou need to do something else
first)

20

Hey! 1 was minding my own business, when this mime started fol-
lowing me around. How do 1 get rid of him?

® It's easy to ger rid of him. Just walk into someone else’s path.
However, are you sure you want to lose him!?

* You actually want the mime to follow you.

¥ Lead the mime over 1o the motorcyche policeman and see what happens.

The motoreyele cop just ran off. Can 1 steal his bike?

L] Tl'll.l. ﬁlhl'l'll‘l-i.i |"'R,'. '.'I!'n1'1i|[]'|.l‘.‘*;,1 l'I-‘I'. YUITSE |_|-.

* You already have a motorcycle. Is there anything else you can use on
the bike!

# No, but you can use his radio. Operate the radio. Listen carefully and you'll find out where the
CIME SCEne 15
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I'd love to use the policeman’s radio, but he won't let me. How
can | get him away from his bike?

o Hmmm. You're going to have to create a diversion.
e Did vou see the mime!?

* Uo to the North West comer of Jackson Square. Walk close to the Mime and he'll follow you.
Lead him over to the motorcycle cop. When the officer chases after the mime, operate (Operate
cursor) his radio,

Hey! That stupid mime keeps following other people. How do 1
keep him behind me?

o Whither thou goest, so shall he go.

® The other people seem to be walking berween the two of you.

# It just takes patience and persistence. There's really no secret 1 it Avoid other people in the
Square. If you keep losing him, just go back and start again.

Okay. So I learned where the crime scene is. How do | find it?
e How do you usually locate a place you've never been?

¢ Whar you need is an overview of the area.

% After you overbear thar the cime scene s Lake Pontchartrain, you can select it from vour Greater
New Orleans Area Map. Go there by choosing its icon

22

LAKE PONTCHARTERAILN
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I'm supposed to be looking for evidence at the crime scene. But |
don't see any evidence. What am | missing here?

o Perhaps you're just not looking closely enough.

* Did you look closely ar the grass beside the tree?
* Have you examined the mud beside the lake!?
* Did you look at the marks in rhe sand?

¥ Look at the marks on the ground. Then, using vour magnifying glass on the marks in the grass just
heside the tree {Look real close and vou'll notice the grass &5 textured slightly differentdy) this will
give you a close-up of a snake scale. Pick up the snake scale with the twoezers. Use your sketch
book on the partem in the sand. Finally, take some clay by the water's edge.

Wait a minute! 1 don't have a sketch book. Where can 1 get one?
* Have you looked in an out-of-the-way place!?
* There have been several artists in the Knight family.

* o 1o Grandma Knight's house. You'll find one in her anic.
23



I'm trying to examine evidence at the crime scene, but 1 don’t
have a magnifying glass. Where do I get one!

® Who would logically have such a toal!

® Those who repair old books would probably have such a tool.

% You can find the magnifying glass on the table in St. George's Book Shep.
I'm trying to pick up evidence at the crime scene, but 1 don’t have
a pair of tweezers. Where do 1 get a pair?

o Who would logically have such a tool!

® Those who repair old books would probably have such a tool.

% You can find 2 pair of tweezers on the table in St. Georee’s Book ?"'l'u-j'

DIXIELAND DRUG STORE

I'm confused. Is the Dixieland Drug Store the Voodoo Shop
Grace mentioned earlier!

® New Orleans is an old city with a colorful past.

e Actually, some genuine voodoo shops in New Orleans are called drug

stores because they sell “remedies.”

¥ Yes. You'll find it on the French Quarter Map. Its map icon Jooks like a small voodoo doll

I'm inside the Voodoo Shop, Now what?
o Did you look ar everything!
¢ [s there anything you can show to the store owner o see what he knows?

% Look at the sign to leam more about St. John's Eve. Then use the murder photo on Willy, the
SOOTE CANTYET. I'nl-. I|'||.' |l'.'|'l'||.':._||'-| Wit |_'1.'|_'r‘.-'_]|_i|:|g,
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MAPOLEON House

Nothing much seems to be going on here. Have | missed some-
thing!

* Some days it just doesn't pay to go into a bar.

® Whar are you doing in a bar when there's an investigation ro be
made!

% No. Todav'sas

ow day at Napoleon House. You'll want to recurn here on another day.

ST. Louts CATHEDRAL

Nothing much seems to be going on here. Have I missed some-
thing?

* Some davs ir just doesn't pay to go o church.
® Perhaps you should say a praver for enlightenment.

0 No. Today's a dow day ar St Lowis Cathedral. You'll want to return here on another dav.

25



JACKSON SQUARE OVERLOOEK

Nothing much seems to be going on here. Have 1 missed some-
thing?

o Some days it just doesn't pay to go to the overlook.

* You mean have you overlooked anything, don't you?
# No. Today's a slow day at Jackson Square Overbook. You'll want 1o retum here on another day,

HisTorRICAL VooDoo MUSEUM

Nothing much seems to be going on here. Have | missed some-
thing?

* Some days it just doesn’t pay to go to the Historical Voodoo
Museum.

® Why don't you do the voodoo that you do so well?
% No. Today's a slow day at the Historical Voodoo Museum. You'll want to return here on anoth-
er day.

Why Won’t This Day End?

o [I'm certain I've done everything there is to do on Day One. Why
won't the day end!?

o Before this day ends, there's a piece of information you need to gath-
er.

e Is there one more thing you want to ask Grace?

% Have you asked Grace 10 research Malia Gedde! When you do, Day One will end. Of course, you
won't know 1o ask this until you've visited all the places necessary to your investigation — the
Police Station, Jackson Square and the crime scene.

26
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ST. GEORGE'S BOOK SHOP

I'm in St. George's Book Shop at the beginning of the day. What
should 1 make sure to do!

* You certainly enjoy being up to date on current events, Gabriel.
o What's on the table!
% Read today's newspaper.
I've returned to St. George's Book Shop at the end of the day.
What am [ supposed to ask Grace!
® Did you know that Grace has a Masters in History!

o (irace is expert at doing research.

% After you've met Madame Cazaunous at the Dixieland Drugstore, ask Grace to do some research
on heer.

27



POLICE STATION

I'm at the Police Station, but I'm not sure what to do next.

® You need to “borrow™ something from Mosely here today.
momething “official.,”

& Did you notice the repairman outside Mosely's door?

* Ak the desk Sergeant to let you in to see Mosely. You'll notice the cage is off the temperature
pauge by the office doos. Before you enter Mosely's affice, change the temperature setting to over
19 degrees (i Iperate ',z-e.u;.:-::l.

My air conditioner trick worked (I think). Mosely took off his
jacket and is complaining about the heat. Now what should 1 do?

¢ | wonder what Detective Mosely has on his jacket.
® Are you feeling ar all thirsty?

% Ack Mosely to get you a cup of coffee. When he leaves his office, steal his badge. It's on the jacket
he just took off.

Mosely returned with a cup of coffee. Now what am 1 supposed to
ask him!?

® Police station coffee is notoriously bad-tasting.

e Don't you know enough!?

% After you teal his badge, i’s time 1o leave. Exit his office and head to Jackson Square. If you did-
n't get the “file” here on day one, though, you'll need to do that roday, (See Day One for hints
about the file.)
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JACKESON SQUARE

I'm at Jackson Square and [ observed an artist drawing a sketch of
the Cathedral. Am I supposed to do something with this artist?

* Have you talked o the artist?

® Maybe thar artist could help you with your case. Do you have the
copy of the six patterns from the police file? How about a copy of the
lake pattern!

% Watch the arrist lose his picture. (You may need to enter and exit this section a couple of rimes.)
It yyou can help him out, he might be grateful.

I'm hungry. Where can 1 get some money for a lucky dog?

* Maybe you could pretend you're homeless and try to beg for some
money.

® It didn't work! Hmmm. Maybe the vendor will barter with you. Do
you have something else the vendor might want? What is he doing?

# Uive the lucky dog vendor your gift cenificare (from the cash register at St. George's Book Shop).
Mow vou'll have a hot dog. 5



Hold it! | couldn’t eat this hot dog. What am 1 supposed to do with it?

o Maybe someone else is hungry.
e Did you notice the little boy dancing!?

% (iive the hot dog to the young dancing boy near the vendor. Next, talk to the boy and tell him to
get the drawing. Give the drawing back o the antist, then give him the six patterns from Mosely
as well as the lake pattern.

GEDDE'S MANSION

This may sound like a dumb question, but how do [ knock on the door?

e You're right. It does sound like a dumb question.
® s there a cursor you haven't tried!?

# se the operate cursor on the door knocker.

I'm outside the Gedde Mansion. Now how do 1 get in there?

o Whar does the butler want! Something “official”! Do you know any-
one “official” vou can borrow from?

® Do you have Mosely's badge!?

* Knock (operare kmockee) on the door. When the butler questions you tell him you want to see
Malia Gedde and thar you're here on official business, then show him Mosely's badge. Now the
butler wall let you in.

Okay. I'm in. What should 1 ask Malia?

o Whar do you suppose Malia knows that you don't!? And remember ta
be thorough.

o Ciabriel, you know all women find you irresistibly attractive.

# You need tosay three things. Ak shout voodoo, Lake Ponechartrain, and flirr with her.
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Hey! 1 flirted with Malia and she threw me out. What gives?
e Oh. I guess all women don’t find you irresistibly arcractive,
o Some days it just doesn't pay ro flirr, Gabriel.

% Wouldn't you do the same if you were in her shoes! You're lucky she didn't have you amested.
Besides, you'll get a chance to woo Malia on another day, Chalk this visit up 1o a chance w ger
hier addictod to your imesistable charm.

VooDoo MUSEUM

I'm at the Voodoo Museum, but I'm not sure why I’m here. What
am | supposed to ask Dr. John?

® Well, where are you!

® What do you suppose Dr. John knows that you don't? And remem-
ber to be thorough.

* Ask him about voodoo. Then ask him about modemn voodoo uil he can tell you no more abour

it. Then ask him about historical voodoo until he can tell you no more about that, Finally, ask
hiim about Marie Laveaw until be can tell you no more about her.

>T. Louls CEMETERY

I'm at St. Louis Cemetery, but I don't do cemeteries very well.
Any suggestions!

® Perhaps there's someone who does do cemeteries well.
* Did you notice the grounds keeper? Suppose he'll talk to you?

* Ask the grounds keeper about Marie Laveau until he can tell you no more, Then ask him about
other voodoo tombs.
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Okay. The grounds keeper told me all about other voodoo tombs,
but now what do 1 do?

® You are now full of knowledpe about VOUT SUTT wndings. Don't just
stand there, use it!

® Perhaps you can learn something from the Laveau tomb.

# : -'-.l.ll. &l ||'|I.' LTRSS O r!'ll.' |..I'|'I'.II! r|l|I'||"' '.'.'.IEI. ||'|I_'!'| U5E ViHIT HIn_I_'[I.':'! I"-hlll_ (L] I|'||_"'||

MooONBEAM'S HOUSE

I'm visiting with Moonbeam. She's so knowledgeable. Uh, what
am | supposed to learn from her!

® What does she seem to know the most about!

L] 1".\;.".1.'“.. !‘*-l!l.!‘.:!"I 1Tt "."i'll.'ll.lllii'l. Hih'l".".' II';..‘T VORI WiM hil.:l'll-ﬁ.'LlTL'd inventory

LTE2ms,

% Show Moonbeam the voodoo message vou noted in your sketch book from the Laveas tomb wall

at 5t Lowis Cemetery,
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Wow, Moonbeam translated the voodoo message. Will she do any-
thing else for me!
® Honestly, Gabriel, you're incorrigible.

e She knows quite a lot about voodoo. She also has a snake. Ask her a
lot of questions.

% Ask her about St. John's Eve, snakes, then her snake Grimwald. Next, 1|~h-.. :-IJLnun strate her
alli |;.L : ALE :l||||| e ||'. AL LS ||II. I"'l'.h.'.ll LUTSLH LD ':.Ir TETW % ||." cape 'Il il | | r|J\.L |"'| Lu
ik I1.|_ S, .4r ..-|,I.-|.r-|-u I|* hl[‘ll. KRS, W I| '.-:_'-i-.ll i TEVISE rhu CTmeE SCeme II'I||rI -.| ot | o
thing you've missed near the tree in the lower nig

Okay, | have Grimwald's snake skin. What do [ do with it?

® Ugh, some people will put anything in their inventory.
® (Can you use it to confirm or refute a theory you have about the crime scene!
# Do you still have the snake scale from the crime scene! Use your magnifying glass on the snake

scale and the skin 10 compare them. Let's see, 1|'-r w.:.lu.*- are di I'Lnnr sizes and cobors...do you sup-
pose the snake at the crime scene wasn't Grimwald? You're right

DIXI1ELAND DRUG STORE

I'm in the Voodoo Shop and some old woman just came in. Is
there anything 1 should do!?

®* Honestly, Gabriel, you have more women than you can handle.
® Just listen. You know what they say about name dropping

Listen to her conversation with Willy, You'll need to leam her name.

Is there anything else 1 should do in the voodoo shop!?

* Have you learned any new topics thar you can ask Willy
about! Be thorough.

Ak Willy abour animal masks and Willy, Jr
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STy Eouwrs BATHED RBRAL

Nothing much seems to be going on here. Have | missed something?

® Well, it"s not Christmas, and it’s not Easter — so what are vou doing
in a church, Gabriel!

® Some days it just doesn't pay to go to church.

2 No, Todw's a slow day at St. Louss Cathedral, You'll want to retum here on another day,

HouseE

M APOLEON

Nothing much seems to be going on here. Have 1 missed some-
thing!

® Cabriel, why are you in a bar! You have an investigation to com-
plete.

o What are you doing here, today of all days!
# No. Today's a slow day st Napoleon House. You'll wane 1o return here on another day.
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JACKSON SQUARE OVERLOOE

Nothing much seems to be going on here. Have 1 missed some-
thing!
e Some days it just doesn't pay to go to the Jackson Square Overlook.
e You mean, have Yo overlooked anything, don't you!
% No. Today's a slow day at J:I.Zk.w'i.'l ?;mid.ll'-: Owerlook. You'll want to return here on another day.

L A
e

~ >

E PONTCHARTRAIN
| E

I.
M SCENE)

Nothing much seems to be going on here. Have 1 missed some-
thing?

o Everything seems just as it was yesterday.
o Did you miss any clues yesterday!

# No, Today's a slow day at the crime scene. Unless you missed one of the important clues on [y
One, there's really no need o recurn here. See Day One for hints on what to do here.

GRANDMOTHER KNIGHT' S

HouSsSE

MNothing much seems to be going on here. Have 1 missed some-
thing?

e Are there cookies baking!
® Some days it just doesn't pay to visit relarives.

* No. Today's a slow day at Grandmother Knight's house, Unless you've missed some irems in the
attic or haven't leamed something important about your Grandfather from Grandma Knight, you
don't need to do anything here on this day. See Day One for hints about Grandma's house.,
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Why Won’t This Day End?

® I'm certain I've done everything there is to do on Day Two. Why
won't the day end?

® A day in the life of Gabriel Knight just isn't complete unless he's
been thrown out of a lady's house for being fresh.

® Did you give 2 things to the technical artist at Jackson Square!
® |5 Grace using that Masters of hers to assist you!
* 1|.|'.| TTVUSE:

a) Get thrown out of the Gedde Estate by Malia.

b) Give the technical artist at Jackson Square the drawing from Lake Ponchartrain and
[hl." 'I"-l-...l.']'l'..'i [mom ||'II.' E'ill'.{ ¢ flll.f

¢} Afer vou see Madame Cazaunoux at the Dixieland Drusstore, ask Grace 1o do some

research on her.
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ARG Y

THREE

“Dirawn to Bacchus's abode, | sought
there to conspire. But it was in the city of
the dead that | found my heart’s desire....”

ST. GEORGE'S Boox SHoOP

I'm in St. George’s Book Shop at the beginning of the day, What
should 1 make sure to do?

o What do you usually do when you're walking to that gorpeous assis-
tant of yours?

® You do like to stay up-to-dare concerning the day's events, Gabriel,

Riteer's phone number. Also be sure to read the newspaper
AT VST WOLe =r|:-.|'.-.* T4y LSE ||'.I.' ['l'l-""l'.;,'.

% Ask Grace for all your messapes ang

The florist keeps trying to buy my father’s painting. Should 1 sell
it to him? If so, how?
® Sure, if you can.
* Have VO talked to the voodoo :~'-|1|b1‘| owner about animal masks and
Willy Jr.? How much did he say the mask costs?
* After talking 1o the voodoo ~|1--_T' owner about animal masks and Willy e, vou can sell the paint-

ng to the florist for 3 hundred bucks.
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I'm in my studio, but I'm not really tired. Is there anything to do
in here besides sleep!

o You do pride yourself on your hair, Gabriel.

¢ You could reach our and touch someone.

# Pick up the hair gel from your bathroom (if you haven' done so already). Then use your phone to

make .Lnu|1|-.' of calls,

I'm using the phone in my studio, but [ don’t know who to call.
Any suggestions!

e [Doyou have anvone's [EEE["hU[IL‘ number!
® Perhaps it's time you paid a personal call to Madame Cazaunoux.

£ You neod to use the phone to get Madame Cazaunoux’s address and to call Woligang Rirees

Wait a minute! 1s there someway 1 could get Madame
Cazaunoux’s phone number? 1 bet she wants to talk to me.

I3 o ~ - v ¥ 1
e Do vou have a list of phone numbers anywhere! Grace gave you one
this moming.

: . . ey
o Did vou try dialing some of the Cazaunoux phone numbers!

# Read the tom out P]h'-:'h:|ul|~ [age m yOuT Inventory. [f you try each of the numbers listed for

Cazmunou, voull find one that is comect. She's the one with the yappy dog. Her number 15 553-1180.

I think 1 have the right Cazaunoux but she won't give me her

address.

® That's right. But there's a hint in the call as where you can get
the address.
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¢ Any other places of interest on the phone book page?

# Do you hear ber dog! After ralking to her on the phone, try the number for the Cajun Critter's
Vererinary Cling.

| called the Cajun Critters Veterinary Clinic, but they wouldn't
give me Cazaunoux's address. What am [ doing wrong!?

* Were you polite to the person on the other end of the phone!
Maybe you're supposed to do something first.

e Did you call Madame Cazaunoux first! You'll hear a hinr over the
phone when you dial the right number.

# (Call Madame Cazunoux (355-1280) first. Then call back the Cajun Critters Veterinary Clinic
(333-6070). You'll have a new option i your conversation. When you ask the vee for Madame
Cazaunoux's address, select “I'm worrbed about Castro, He's missed three dance
theyll give vou her address.

essons.” Now
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I tried calling Wolfgang, but Gabriel says he doesn’t know this

euy!

o Gabriel needs to investigare his past before he'll believe Wolfgang's
claim.

* You may not be done at Grandma's house - See the Day One hints.

# At Grandma's artic, open the clock and take and read the letter, then ask Grandma about Heine
Rirter. Mow vou can call Wolfpane

It's later in the day. What should I do in the book shop?
o Did yvou know Grace is an expert researcher!

o Is there anything you want to know about the partern the artist gave

you!

* Ask Grace to research the pattem

DixXtIELAND DRUG STORE
(VOODOO SHOP)
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What can I do at the voodoo shop today?

® You need to buy something here, Have you talked ro Willy about
"ﬂ':-"ll]':.' jr.;‘ If not, see Day Two hints. (You do not need to restore!
You can do this on Day Three!)

» Did you sell your grandfarher’s painting to the florist? If nor, go back
to the Book Shop and wait around tor Bruno.

% Buy the Crocodile Mask for $100. The owner will also throw in a bottle of Master Gambling Oil,

JACESON SQUARE

I"'m at Jackson Square, but nothing much seems to be going on.
Have | missed something!

e Have you visited the artist!
» Didn't he say he'd have something for you!

# Go to the North East comer of Jackson Square and ralk to the artist to pet the reconstructed vévé.

[ talked to the artist. Is there anyone else 1 should see here!
® Sure. Have PLRLT tried to talk to anvone else!?

o Have you visited the fortune reller!

®* You need to do something with her while she dances.

# (o to the North West section of the park and watch the Fortune Teller. She will star o dance
with her snake. While she's dancing, try to pick her up. She'll drop her veil, Take the veil
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I picked up the fortune teller’s veil. Should 1 do anything with it
before 1 give it back!?

e (abriel, it's vour color. Did youl try to wear it!
* [Yd you examine it with your magnifying glass!
# Examine the veil with vour mamnifvine elass. Do vou notice anvehing umusual! Use vour tweesers
on the veil to pick up the snake scale. Now you can give the veil back 1o the Forune Teller.
r N | o . s
Wow! | found a snake scale on the fortune teller's veil. Now what

can I do with that snake scale?

o Consider it as a piece of evidence. What do you do with evidence,
Gabriel?

® Examine it

= Iq.lﬂ.' VORI AT g :_'!:L“ T compane I|'|I*- xl'.=.|-:|.' SCHe '.'.'|'5'I ]E'-_‘-'-‘hu_‘.’ '=.".1er|.' _u_'.|_!|_' Y WOuIT e ko

POLICE STATION
What am I supposed to do at Mosely's office today?
¢ The police station is a wealth of informarion.

. l‘i_'rhalr-i there’s an interview vou can listen in on.

# 5it i on the interview between Mosely and Crash

ST, Louvuis CEMETER)Y

['m at the St. Louis Cemetery and things are pretty dead around
here. Have 1 missed something?

® There is a woman you should speak with here, and she is very much
alive.

p ]
e Yes. Go east, young man.

% You need o find the Gedde tomb, Walk ro the far east side of the cemetery and meet with Malia

TULANE UNIVERSITY

| went to a lecture at Tulane University. Now what!?

¢ Do you suppose Hartridge can tell you more? Ask him about everything.

® Could Hartridge tell something from a photograph? Something else
trom the murders?

* Follow Hareridge into his office on the left side of the stage. Ask him about Cabrit Sans Cor, and
show him the murder photo and the completed pattern from the areist. Ask him about Black
Voodoo and 5t John's Eve. (I you're missing the Cabrit Sans Cor on 51, John's Eve topic, see
Dy One clues for things to do in the Voodoo shop.)
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ST. Lovuvils CATHEDRAL

Is there anything to do besides pray at the St. Louis Cathedral?

e Unfortunately, Gabriel, you're quite willing to do the wrong thing to
per the results you want.

o Perhaps you could get a disguise tor later.
% Yes, steal. Go into the Priest’s Ready room on the side of the cathedral. Take the white peiest col-
lar and the priest dhirt.
Okay. I have a priest’s shirt and collar. Now what?
® Grandmother Knight was right. You should have been a priest!
& Madame Cazaunoux is a devoutly religious woman.

* You can use the priest’s clothes when you visit Madame Cazaunous.,

MADAME CAZAUNODUX'S PLACE
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| went to see Madame Cazaunoux, but she wouldn’t let me talk to
her. What am [ doing wrong?

e You need to be more appealing to her — she's a devour woman.
Hawve you been to the St. Louis Cathedral?

o That's right. You need to disguise yourself as a priest.
# Un her poech, put on the prest shirt and collar, then use your hair gel. Now she'll lee vou in.

Okay. I got inside Madame Cazaunoux's place, but she won't tell
me much. What should 1 do?

¢ You don't think she knows anything about voodoo, do you? What,
she won't talk? Prove to her that you understand.

* How about trying to speak her language? Know any french!
* You can leam some french from Professor Hartridge.

® Ask her about human sacrifice, real voodoo queens, and voodoo
hounfour.

* Ask her about Cabrit Sans Cor, When she asks you a question, select “goar without homs." Ask
her about human sacrifice, real voodoo queens, and voodoo hounfoar. (I vou can'r select “goar
without homs”, go talk to Harridge!)

Hey! Cazaunoux gave me her bracelet. Should 1 steal it?
o No, but maybe you should make a copy of ir.
& [Perhaps you could ser it in something in yvour inventory.
® Did you pick up some clay at Lake Pontchartrain?

* When she gives you the bracelet, use it on the clay in your inventory.
{ This will make a mold of it.)
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Wait a minute! 1 don't have any clay in my inventory! Where do 1
get some!

® Where would a person get clay in New Orleans!
# Have you been out to Lake Pontchartrain lately!

% Have vou been to the crime scene! You can go back and pick up some clay heside the lake.

What can 1 do with this clay mold of a bracelet!

® Molds are usually used to make copies.
» Have you been to the Napoleon House today?

# Find someone who can make a real bracelet from it

GRANDMOTHER KNIGHT'S HoOouUSE

What am 1 supposed to be doing at Grandmother Knight’s?

s . .
® Gabriel, do you really need a reason to visit your dear Grandmother!
s Grandmother is certainly a wealth of informarion about your relatives.

# Ak her about Woligang Rirer.

NAPOLEON HOUSE

I've talked to the bartender at the Napoleon House, but I'm still
not sure what to do.

e Ask him about what you're investigating.
& Make sure you ask the bartender everything.
& Ask him ahout voodoo and bar patrons (twice). Then ask him about Sam and voodoo.
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What's going on with the two chess players! Am [ supposed to
help one of them!? 1f so, how!

e Sam hasn't won a chess game in a very long time.
® There's something you can get Sam at the voodoo shop.

# Yes. Talk 1o Sam and give him the Gambling Oil. Once he wins, he promises to do you a favor.
(Giive him the clay mold of Madame Cazaunoux's beaceler.

Why Won't This Day End?

® |'m certain I've done everything there is to do on Day Three. Why
won't the day end?

® A day without meeting a beautiful woman in a cemetery just isn't a

day for Gabriel Knight.
® Have you sat in on any police interrogarions lately!
e Have you picked up the pattern from the artist at Jackson Square!
e Sam wanes to help you today,
# You must;
a) Meet Malia at the St. Lowis Cemetery,
b} Sit in on Mosely's interrogation of Crash,
¢) Get the pastern from the amist at Jackson Square,

d) Go to the lecture at Tulane and interrogate Hartridge,

e) Buy the mask ar the voodoo shop,

) Get in 1o see Cazaunoux and make a mold of her bracelet,

¢} Give the chay mold of Cazaumoux’s braceler to Sam ar Napoleon House.




DAY
“[ spoke to one who smelled of death,
he gave to me his ears.

And crosses thar were marked

were made into a veil of tears...."

ST. GEORGE'S BOOK SHOQOP

It's the beginning of the day. What should I make sure to do!
o Does Grace have anyrhing for you?
e What do vou do every morning!
% Warch the opening cartoon with Grace, then read the newspaper. If you didn't get Woltgang

Ritter's number on Dray Three, get it from Uirace now.

It's later in the day. Now what should 1 ask Grace!

o Did you know thar Grace is an expert researcher!
e Do vou have any musical questions vou'd like Grace o look into!

% After vou've talked to Crash, ask her to research “Rada Drums.” (You can also ask het 1o research
the vévé pattem if you didn’t do so on Day Three. If you don's get a chance 1o ask abous Rada
Dirums today. don't worry- vou'll pet another chance on Day Five.)
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It's later in the day and I'm in my studio. What should 1 do?
¢ Reach our and touch someone.
® Are you in a Schattenjiiger state of mind!
% You must call Wolfgang Ritrer roday, if vou didn't call him on Day Three
Wait a minute! When [ tried to call Wolfgang Ritter, Gabriel
doesn't seem to know who he is. What's going on!

e Well, who is he anyway! Did someone in the game tell vou about
him!

o Have to alked about him to Grandmother Knighe!

- 1|_.|||: 'r|_l_|.'|_' [ l.i|"':.'|'| Ii':{' L'III-.'I': I ';_;lr.ll'l._‘ill'll'lI}'rl.'r En‘.ghr'~ AELeC .1I'|.i femone '.i:.'l' |L'Hl.f .'I'|.|§Lf i ft'.hi
it, ask Grandma Knight about Heinz Rirver.
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NAPOLEON HOUSE

What's to do here today!
¢ You need o pick something up here.

e Sam has something for you.
# You need to pick up your new snake bracelet from Sam.

JACKSON SQUARE

Hey! 1 just spotted Crash, but he keeps avoiding me. How can 1
interrogate him!

o Well, how rude.

e [f Mosely couldn’t break him down, what makes you think you can!

% Youcan't, At beast, not here. Why don't you get a better perspective on the situation!

I see the fortune teller’s here again. Why does she look different!

o Looks can be deceiving.
e Are you sute she looks different? Why?

% She looks different because she's a different fornume teller. Talk wo ber, Himmm. What do you sap-
pose this means! Think, Gabriel,
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JACKSON SQUARE OVERLOOK

How do you work these binoculars and which pair should 1 look
through?

e Are you using the correct cursor!
e Try all the binoculars-- one has an interesting view today.

# Use the operate cursot on the binoculars on the far left

Okay. I'm looking through the correct binoculars (I think). Now
what am 1 looking for!

® Who is leaning against the statue fence!
® Who's that walking up to him?

# Db you see the drummer leaning against the staue fence! Who's thar walking up to him? [T’
CRASH! Observe Crash as he talks to the drummer. Then, watch where he goes.

ST. Louils CATHEDRAL

How do 1 get find Crash after 1 see him in the binoculars?

o Well, where did it look like he was headed? You might try looking
somewhere near here,

o Although he doesn't look like the religious type, didn't he just head
into that Cathedral?

% He went into the Cathedral. 1 you go there right away, you'll find him inside.
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1 found Crash, but now how do I get him to talk?

e He won't talk o you! Did you tell him who you were!

* Maybe you have to give him something to prove that you'll believe
him.

® Are you sure you're ready for this meering? Have you visited the
local pub yer today!

# (ive him the snake bracelet from Sam at Napoleon House. Now he'll talk 1o you.

Okay. I got Crash to talk to me. Now what should I ask him?
® As always, ask about everything.
® This time, try starting at the botrom and working your way up.
% Ask him about drummer and then voodoo, voodoo murders, ind hounfour.

He's dead! Should 1 do something with his corpse!
e Remember what he did when you showed him the bracelet?

e Look at him. Get right up in his face. Try all your regular cursors

everywhere.

# Look at Crash. In the choseup, use the Open cursor on his shirt, then use your sketchbook on his
tattoo.
PoLICE STATION

Is there anything to do here today!

# Although you can get an update about the case from Detective
Mosely, there's nothing you must do.
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WHY WoN'T THIS DaYy END!?

I'm certain I've done everything there is to do on Day Four. Why
won't the day end?

o Did you pick up something from Sam at the Napoleon House!
# Did you get something useful from Crash’s body!

o Did you ask Grace to do research!

e Did Magentia ever translate something for you!

e Did Hartridge ever make a copy of something of yours so he could
research it!

* Did you, today or yesterday, talk to a long lost relarive!?
% You must:

a) Pick up the snake bracelet from Sam at the Napoleon House,

b) Watch crash die, then use your sketchbook on Crash's tattoo.

¢} Ask Grace to research the vévé patremn .

d) Show vévé to Hartridge (if you didn't already do so on Day Three).

¢) Ger Magentia 1o translate the voodoo code from tomb wall (if you didn't already do
this on Day Two orThree).

f) Call Wolfzang Rister (if you didn't already do so on Day Three).
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FIVE

“The road was blocked, the truth was shunned,
the white flag had been waved.
Reversal cost me all [ had,
and everything I'd braved....”

ST. GEORGE'S BOOK SHOPF

I'm in St. George’s Book Shop at the beginning of the day. What
should 1 make sure to do!

o Grace gave some items o you.

¢ Read what Grace has given you. Also read the daily news,

# Grace will give you some items which may include the Rada Drum book and the véve clipping (if
vou asked her for either on Day Four), and Guater's journal and a leter, Read them. (If she does-

't give you the Rada Drum book don't worry- just ask her for it today.)

1t's later in the day. Is there anything 1 should do?

e Have you visited the museum today?

e Use your tweezers and magnifying glass to look at something Grace

has found.

s Use your tools to confirm or refute a theory you have about the
Voodoo Murders.
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& After you've visited the museum, Grace will find something on your face and put it in an ashtray.
Use the rweesers 1o pick it up from the ashtray.

Oh! I picked up something from Grace's ashtray, What is it?

o Let's see...it's green and slimy. Hmm, Maybe we should examine this
more closely.

e Did you use your magnifying glass on ir?

# |se your magnifying pass to compare it with the crime scene snake scale. They Il match. Hooray!

TuLANE UNIVERSITY

I'm in Hartridge's office. He's looked better! What should 1 do?

s A good citizen would not tamper with the scene of the crime, Gabriel.
¢ A good citizen would not touch a thing, but Gabriel would.

e Too bad Hartridge didn't leave any of his research behind. Or did he!
% Lack at him carefully, then swipe his notes from the desk.

Voopoo MUSEUM

That first step was my last. How do I get that snake off my back!

s You'll have to act fast when you come in the door. The book on
snakes at the book shop will give you a hint.

® Snakes sense their prey by vibration. Does anything really vibrate in
here? If you're not sure, try restoring to an earlier game and just
looking around here before coming back ro a more recent save game
to try this again.

% See the switch beside the door! Flip it. The fan will come on. It thumps loudly and vibrates, and
the snake will go after it, thinking it’s a karger meal.
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JACKSON SQUARE

What can | do here today!?
o Perhaps a little witty repartee with someone new.
e Mavhe someone could give you a hint about the future.

# Talk to the fortune reller. That's right — it's not the same forume veller {she will be here i you
didn't already do this on Day Four).

FOLICE STATION

What am 1 doing here with Mosely today!
& How about a little police involvement in the voodoo murder case!
# [t's rime to come clean. Sing, canary, sing.

% Ack him about the case status, then reopen case.
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How do 1 prove this is a legitimate voodoo cult?

s Do vou have anything that shows that something at the crime scene
was legitimate voodoo!

e You might need to prove as well that your voodoo information is
scholarly.

% Two items: The reconstructed vévé and Hanridge's notes.
Ok, so how do 1 prove the voodoo cult is a threart?
o Hmmm. This isn't the first time they've killed, is it?
e Do you have any historical proot that their threat is not a short-term one!

# Give him the 1810 newspaper clipping

He wants three things. How do 1 give him a lead!

o Gabriel, vou must have some evidence! Have you been using your
magnifying glass!

o Whar did vou get from the erime scene! How about from the voodoo
USeLm:

% Give him the two matched snake scabes, You'll need to: pet the scale from the lake (See Day One
clues), set the scale from the museum today, and magnify hoth in inventory.



WHY WonN'T THIS DAY EnND?

I'm certain I've done everything there is to do on Day Five. Why
won’t the day end!

e A question we've all asked at one time or another.
¢ Have you asked Grace for research!

 Have you visited the voodoo museum, then gone hack to the book
shop and “collected” what Grace found on Gabriel's face!?

& Have you visited Tulane and picked something up from Hartridge's!

e Have you gotren Mosely to re-evaluate his opinion!
o Toend day 5 you must:

a) Ask Grace to research Radha Drums (if you didn'r already do so.on. Day Four).
b) Giet Masely to reapen the Voodoo Murders case.

a8

DAY
S ‘
“And then the night became as day,
| glimpsed nature’s reddest claw!

The face of fear looked back at me

as | gazed into the maw...."

ST. GEORGE's BOOK SHOP

It's the beginning of the day. What should I make sure to do!
* What is your usual routine!

® You do like to be informed as to the day's events.
% Read the paper. It's 3¢ John's Eve!

Hey! Somebody just threw an envelope through the slot in the
door. What should 1 do?

e [t didn't explode, so it's probably safe.
e [t's an envelope. What might be inside!
# Pick it up, open it, and read what's inside.
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Okay, I've read the paper and the contents of the envelope. Now what!

® Preparation for St. John's Eve is in order. Anything you might want
to wear in case you find the conclave tonight?

e Did you know that Grace is not only a scholar but also a pretry good artist?
* (ive Grace the sketch of the tartoo from your skerchbook.

Grace refuses to draw the tattoo for me! What am 1 doing wrong!

o Sweet talk her Gabriel.

e Didn't work, huh? How about appealing to her pride, then! You
know she'll never admit that she wants you, poor thing.

# You must select dialog “costume parry” and “well.if you're jeabous”.

JACKSON SQUARE

What do 1 do with the beignet guy!

o Why not have a beignet? They're delicious.

® What! No money! Well, maybe you can strike up a friendly chat
with him. Does he look at all familiar to you?

# Talk to the beignet vendor and convince him to move his cart back to the police station.

How do I find out where they’re meeting tonight?

e Have you seen their drummer anywhere!

® You have a drum book, why not translate the drummer's beat! Give
it a good college try before reading the nex hint!

# Use the Rada Drum hook on the drummer and translate his message. Sebect these phrases: Call
Conclave/Tonighe/Swamp.
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What do | do with the drummer!

o Translate what the drummer is sending.
* You'll rendezvous tonight in the swamp.

% Translare this message: Call Conclave/Tonight/Swamp. Use the drum book on the drummer 1o
select the phrases.

POLICE STATION

The desk sergeant won't let me into Mosely's office. What's the secret?

o The desk sergeant won't let you in? Maybe you should find a way to
distract him.

e Did you talk the beignet vendor into coming by the police station?

* You need o talk o the beigner vendor at Jackson Square and convince him 1o retun to the sta-
tio.. Then, after the betgnet vendor arrives, the desk serpeant will go out to him. Now you can
sneak into Mosely's office. Remember the key!

The desk sergeant is back from the vendor and 1 still didn't get
into the office. Now what!

o Never fear. That sugar will make him sleepy.

* You may need to leave and come back. Then watch the desk
serpeant closely,

¥ The desk serpeant will fall asbeep. You can sneak pagt him and unlock Mosely's dooe. Hurry!

Okay. 1 got inside Mosely's office. Now what am | doing here!

e Neither a borrower nor a lender be, Gabriel.
e Gabriel, you seem to think that the end justifies the means.
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e Wait a minute! Didn't Mosely's note mention that you might find
somerhing useful here? Look around! Open things up a little!

s Open Mosely's desk drawer and take the macking device.

ST. Loulis CEMETERY

It looks like there's some new voodoo graffiti here today. Am 1
right?

% You're very observant. How can you use this new graffiti 10 solve the erime? Use your shetchbook
on the new voodoo message to write it down,

Moonbeam wasn't home. How do 1 translate the new codel

s Hmmm. Do you have anything which might help you in your inven-

wory!

® You do know quite a few letrer/symbol combinations already, don't
you! Look at Moonbeam's translation carefully.

% Use the new message on the old message in your inventory. Gabriel will transfer the letters he
knows from one message to the other.

1 translated the new voodoo message, but there are three letters 1
don’t know. They each have a “?"” underneath them. Do | need to

use these!

® Yes,

o You'll need these letters if you intend to use them in the future.

% Yes you will. You're going to write your own graffiti message with them.
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Well, what are the three letters 1 couldn’t translate?

® The message you need to write uses all three of these letters.

® Did you try breaking up the words and figuring out the letters your-
self!

o The message, broken up, says: “D] keep e’es on GK bt do not har™

& The voodoo symbol in the second row is the lemer *Y.” The voodoo symbol in the thard row is the
letter “U.” The voodoo symbol in the bortom row is the letter “M.”

I translated the new voodoo message. Now how can 1 leave one of

my own!

® Gabriel, that's vandalism.
o Okay! Okay! You'll need something to write with.

# Wair until the watchman leaves, then use the brick on the wall of the Leaveau tomb. Now select
letters from each of the translated messages to leave your own.

Uh oh. 1 have writer's block. What should I write in my first
voodoo message!

® s there anything you want to say to D]!

s The message you want to leave is similar to the first one you saw on
the tomb.

® You need to leave 1) a message about something you want him to
bring to the St. John's Eve ritual. Check your lecture notes on the
recorder for official voodoo names.

% Leave this on the wall- *[¥ brng sekey madoule.”
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Voopoo MUSEUM

What am 1 supposed to do here today!
e Do vou have the tracking and signal devices from Mosely's desk!?

e s there some ideal place to hide one of those signal devices - some-
thing they could take to the ritual!

% |Je one of Mosely's signal devices on the Sekey Madoule (small coffin) beside the door. Now you

cin track the coftin.

Bayou ST. JOHN

I'm lost. How do 1 get to where I'm going!
e s there some sort of police device you could use to help!

o Perhaps there's something you could use o track your progress.

& Use the tracker on Gabriel. This will put the tracker display on the Jower portion of your screen.

Nowe follow the flashing dot. When it's directly in the center of the di:«ufll.'ﬂ.', vourIl be there.
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I'm trying to use the tracker, but it won't work.
o Where did you put the signal device!

¢ Did you make sure that the item you put the signal device in would
make it to the rirual?

* You must leave a signal device in the sekey madoule at the voodoo museum. Then you need to
|eave a message on the romb wall in the St. Louis Cemetery to make sure they bring it.

I'm at the outer edge of the ritual circle, but every time I enter 1
et killed. What am [ doing wrong!

e Of course they're killing you, Gabriel. They know who you are.

o Perhaps a disguise would help. You'll need two things. One of the
items you need is from the voodoo Shfﬂp- The other you gor from
Crash.

% Refore you enter put on your crocodile mask. You'll also need the snake tattoo on your chest
(Crrace must put it on bor you).

[ can't answer these questions correctly. What are the right
answers!

e Have you studied your notes?

& How abour Hart ridf_l,:_":i.’

o The first answer is the snake god.

s The second answer is the other god associated with the vévé,

# Answer “Damballah” 1o the first question. Answer “Ogoun Badagris™ to the second question. Now
you'll get in.
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WHY WoN'T THisS DAY END!
I"m certain I’ve done everything there is to do on Day Six. Why
won't the day end!

® Gabriel wouldn't be caught dead missing the biggest party of the
year!

e And on the sixth day, there was a big party down at the bayou.

% You must atmend the voodoo rinual ceremony at Bayou St. John.

DAY

Seven

“My last ally laid to waste,
| ran towards the light.
| prayed for one to change my path,
to give me strength to fight....”

G ABRIEL'S STUDIO

It's the beginning of the day. What am | supposed to do!

® Perhaps there's something here which will enlighten you. Also, did
vou listen to Grace! (Do you ever!)

o Reach out and touch someone. Be thorough now, and never mind

the phone bill!

# Tike the flashligh, then call Wolfgang Ritver (49-09-324-3333). Ask him about Tetelo,
Talisman (twice), Teredo's Remains, and Africa Homeland.

I've returned later in the day. What now!

® Do you think it's abour rime you got out of town!
o Aren't credit cards great!

% (all the travel azent (385-1130). Tell the agent you want to go 1o Rittersherg Germany. Use
Mosely's credit card to pay for vour tickets. Now go to the airport.
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ST. Louis CEMETERY

Should 1 explore anything here today!

® Yes, you could probably dig up some clues — in a manner of speak-
ing.

® Try the Gedde Tomb.

* Yes, find the Gedde Tomb and enter it. Just press the button outside the tomb to open it

I'm inside the Gedde Tomb, but 1 can’t see anything. Where’s the
light!

* The path to enlightenment is never easy.

L] [‘.,_-[h;.]w there is :-;.,mn:thing in YOour studio I:il'.lT would L'HILL',hIL'L‘I WL

% Usc the flashlight from your studio 1o light the way. Just click the flashlight on the dark wmb
Okay, I can see what I'm doing now. What am 1 looking for inside
here!

o Well, this is a tomb. t

¢ Did you look in the drawers!

% Open the drawer with the vévé pattem on it. You'll find a surprise inside.

|

Hey! The lights just went out...somebody knocked me out. Now
what?

o Standing up would be a good start.

o Now check on Mosely. ||

# Get up and look inside the drawer whert you found Mosely.

(31}

Wow! Somebody took Mosely's body. But 1 think 1 see something
else in the drawer. Should 1 ke it!

® (Gabriel, you'd never take something thar isn't yours, would you?
e YWell, mavbe you should just look ar it
# Yes. Iv's Mosely's waller. Pick it up and open it m mventory to take the credit card out of it. Now

vou can leave the vomb. To exit just press the burton on the right wall.

CASTLE BEDROOM

I'm in Wolfgang Ritter's castle bedroom. There sure are a lot of

interesting things to look at. Should [ notice anything in particu-
lar?

® Yes Look at everything.
e [sn't thar lion's head interesting!

d Look at the lintels (ahove the omare door and undemeath the lion's head)
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I've read the panels in the chapel. Now are there things in this What do I do with the scroll?
. All hel ith the initiation ceremony!
Natioom L il el e i ® Do you remember the chapel panels? If not, go to the chapel, then

- - . 'l L]
& Syre. Did you look on top of the dresser! talk to Gerde.
» Did vou notice the scroll case? ® Perhaps you could find a use for the scroll during the initiation ceremony.
% Take the scissors and chamber pot from the dresser. Open the scroll case 1o remove the scroll # Remember what was on the panels i the chapel! For now, vou can read the scroll. Later, youll
use it m the chapel during the initiation ceremony,

1 opened the window, but 1 can’t get any snow. What am | doing

wrong! How do [ unlock this lion-head door!?
o It certainly is cold here, isn'tit! * Only a Schattenjiger can go in there.
® Are you using the proper cursor! ¥ You'll need to do the initiation ceremony first.

# Use the operate cursor on the snow and you'll wash in it - bt only when it's time.

ASTLE GREAT HWALIL

What do I do with the scissors!

* Cut, Gabriel.
® Cut Gabriel.
% Use the scissors on yourself. If Gabriel doesn't let you cut his hair, you haven't given him a good

enough reason yet. Visit the chapel.

What do 1 do with the chamber pot!

e Do you remember the chapel panels? If not, go o the chapel and
talk to Gerde.

e Perhaps you could find a use for the chamber pot during the initia-
IOnN Ceremony.

What should 1 ask Gerde!?

% Remember the chalice on the panels in the chapel! You'll use the chamber pot as the chalice in

the chapel during the mnitiation ceremony ® Ask her about the portal poem, among other things.
LB 3 klls L

® Ack her abour the L'I"I.:lt"‘t'l ITH['I.L'].H, Among other I!hing:a-
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e Ask her about the initiation ceremony, among other things.

% After you look at the lintel in Wolfgang's bedroom, ask her about the portal poem. After looking
it the panels in the chape], ask her about them. Then ask her abour the initiation cenemony.
What's that object beside Gerde!
® Gabriel thou hast eyes, yet see not. Pick it up!
® Keep the object for later use.

# It's a salt shaker. Pick it up. Il come in handy during the initiation ceremony. (You can't pick it
up until Gerde tells you about the iniriation ceremony. )

CASTLE CHAPEL

This is a beautiful chapel. Should 1 take something?

® Gabriel, are there no depths to which you would not sink!
e Why not simply admire the beautiful paneling!

% No, but there are some good clues here. Be sure to book at each of the six panels on the walks.
T2

I'm ready to perform the initiation ceremony, but I don't have a
knife. Where can | find one?

® Did you look ar the weapons in the grear hall?
o Did you look just above the lion's head in the grear hall?

% You can find a knife ar the foor of the atairs i the great hall. It's mounted on the wall Just abaye
|h|.' ]II'I'II'- |'||.'.I.j.

Okay. I'm still not sure how to perform the initiation ceremony.
Could you tell me what I'm supposed to do!?

® The first two panels you'll need o do in Wolfgang's bedroom.

® Then, use the chamber port, the salt, the knife, and the scroll.

® Are you using the correct cursor to do panel #5!

% Betore you art, you'll need o cut vour hair and wash vour hands in Wolteang's bedroom then po
hack downstairs. When you'ne before the altar, set the chamber pot on it. Pur some salt in the cham-
her pot. Use the knife on CGabrel. Use the Operate cursor on the altar. Use the scroll on Gabriel

I still can’t figure out how to do what's on panel #1!

® |n Wolfgang's bedroom there's no water, bur there is something
close to water,

o Have you -.1["1:|‘|L'n.| the window!

* "l']"-'"- r|'||.- “‘IR-J-I“ in "-":'-':1.'..‘.I:'|~,"~ |"ﬂ.|:m|n. ll'.‘i.'l'l OpCrake on rhr ST 10 '-|-"."|'I your hands.

I still can't figure out how to do what's on panel #2!
® You need a mirror and scissors to cut Gabriel's hair.

* (o to the bedroom and use the scissors on Gabriel. You have to ask Gerde about the panels and
initiation first!
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Wait a minute! I don’t have all the objects for the initiation
ritual. Where do 1 find these objects!

¢ The chamber por is in Wolfgang's bedroom.

¢ The scroll is in Wolfgang's bedroom.

® The salt shaker is beside Gerde in the Grear Hall.

o The knife is mounted on the wall at the foot of the stairs.

% You'll find the chamber pot in Wolfgang's bedroom (on the dresser). The scroll is also in
Wollzng's bedroom in the case above the dresser. You'll find a salt shaker beside Gerde in the
Great Hall. The knife is mounted on the wall at the foot of the stairs,

WHY WoN'T THIS Day END!?

I'm certain I've done everything there is to do on Day Seven.
Why won't the day end?

& How many times have you asked yourself that very question!
» Perhaps you should go through a ceremony before the day will end.

% You need to comectly perform the initiation ceremony ar the Castle Chapel. If the ceremany
doesn't end the day, you've missed a step or two.
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EIGHT

“Inside a hidden chamber where [ had no right to be,
[ found the wheel at last or, could it be,
the wheel found me...."

CASTLE BEDROOM

I'm in Wolfgang Ritter's castle bedroom at the beginning of the
day. What should 1 make sure to do?

* You should go where Scharttenjiigers only are allowed.

o [s there something in the chest beside the bed!?
* Pick up the kev trom the chest beside the bed. Use it on the locked door.

CASTLE LIBRARY

I've found the Castle Library. Which books are essential reading?
o Check out all of the bookcases. Use your Look cursor.

e Check out the back wall center bookcase. If you see something of
interest, pick it up.

* Start by locating *People’s Republic of Benin."lt's on the Jower shelves of the center hack wall
bookease. Look at the shelves, then take the book 1o read it. Find the hook it mentions. Continue

in this manner.
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Okav. I get the way it works, but I'm having problems finding the
right books. What's the order!?

o Back wall center (lower shelves), back wall right (upper shelves),
left wall (upper shelves), back wall left (upper shelves), back wall
right (lower shelves).

# Look ar the hack wall center bookcase (lower) and take “People’s Republic of Benin™ Look at the
hack wall right bookease (upper) and take “The Primal Ones.” Look at the left wall bookease (upper)
and take “Ancient Roots of Africa.” Look ar the back left wall bookease (upper) and rake “Sun
Worshippers.” Finally, look at the back wall right bookease (Tower) and take “Ancient Digs of
Afnca”

HALL

CASTLE GREAT

After reading the five must-read books in the library, 1 realize I've
got to get out of here. Now how can 1 get Gerde to help!

e Gerde wants to know where Wolfgang is even more than you do!

s Money talks.

% Show her the snake mound ook, then give her Mosely's credit card. Now you'll be on your way
to Africal

WHY WoON'T THIS DAy END!

I'm certain I've done everything there is to do on Day Eight.
Why won't the day end!

e How many times have you asked yourself this question, Gabriel!

& You must give Gerde two things.,

# You must give Gerde the snake mound book and Mosely's credit cand. The sniake mound book is
in the library.
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NINE

“And then the wheel went round and round,
I could not find my way.
Twelve and three and turn the key,
| heard the madman say...."

ARRIVAL AT THE

SNAKE
MOUND

| can see the snake mound in the distance, but I'm not sure

whether 1 should leave my driver. Will he be waiting for me when
I get back?

e You can't be sure of everything, Gabriel.
e You'll have to risk ir.

% Maybe. Maybe not. Bur you've ot 1o explore the snake mound. It's crucial to your investigation.
Do’ waste another second. Get going.
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MOUND

SNAKE

I'm wandering around in these caves of the snake mound. How do
I make sense out of where 1 am!

® There are twelve cave rooms.
1 P ¥ - - s ll =
o Fach room is numbered 1 through 12. Think of Grandad’s clock.

£ |r|1.|--||1|_- 1]!,{- \]1_|._I|._|_ |'|'|.'-|||'|d fIRg & just ||L i -;|.~.j|-:_ T|.'||.= r-,-,,_-';l,.; CHYE TOOME Connalt m a LI[{|-.'.
Each room 15 numbered | through 12,

So there are twelve cave rooms. How do 1 know one room from
the next!
e Two of the rooms have something stuck on the walls, That means
those items belong there.
# ook at those rtwo ivems and count.
# [id vou notice two of the rooms have tiles stuck on the walls! These tiles are the key to answenng

S L
YO uestion. Just look at them and count the number of smukies.

i8

Okay. | found two rooms where the tiles were stuck on the wall
and I counted the number of snakes. 1 still don’t get the connec-
tion. How do | know what the other rooms are numbered?

e Picture a clock face.

e Imagine that the rooms form a clock face. You know now where the
7 and the 12 are, don't you?

* Again, imagine these twelve roms are arranged just like the numbers on a clock face. Moving
clockwise, the rooms hetween 7 and 12 would be 8,9, 10and 11, Between 12 and Twould be 1. 2,
34, 3and 6.

Where do 1 find the tiles for the other rooms?

[ ] I_l.:l'l.'PL:. L!H'-'-.TI.
® Look for an incorrect number of snakes on the walls.

* Just book on the cave floors and walls. Sometimes vou'll find a tile with the incormect number of
smakes on it ['}.'IEL-J in the wall, ".':1r|'|rr-.|p all the riles vou can,

All right. I've picked up every tile that 1 could. Explain to me
again, where do 1 place them!

® Picture a clock face.
L [r11:ILEll'|l.' that the rooms form a clock face.

¥ Apin, imagine the rooms are organized just like numbers on a clock face. Look at each tile in
inventory before vou place it in a room and count the number of snakes on it, Moving clockwise,
the rooms between 7and [2 would be 8,9, 10 and 1. Between 12 and Twoukdbe 1. 2.3 4 5 and
. Place each tile in its comect room. For example, place the 8 rile one room clockwise from 7. the

Y pile ome room clockwise brivn 8, .In.i &1 1, iifitil l.'.'-_|".'|'- Fl'l"."-"l ||] rh,_- ||E.;-....
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1 placed all the tiles and nothing happened. What am [ doing wrong!

¢ You need one more thing.
® You need the snake rod.
% Did you find the snake rod? It was lying on the floor of cne of the cave rooms.

I found the snake rod, but now what do I do with it!
# Push the snake rod through the hole in the wall tiles.

1 used the snake rod on one of the wall tiles and nothing happened.

e Remember granddad’s clock?
¢ Remember dad’s sketchbook ! His painting? Your dreams!
® Why do the Ritter folk dream of three snakes!

% After phacing all the tiles, go 1o cave room number 3 and save your game. Push the snake rod
through the hole in that nle.

Whoa! The dead came back to life. How do 1 outrun these zombies!

o Remember the strange snake mural in room 7!
e Walk clockwise to get to room 7 the fastest from room 3.
® Avoid the guards until you can't any longer, then use the vines!

# This is real micky and may take a lirtle practice. Your goal is 1o walk clockwise until you reach
room 7. I room 3, head through the opening quickly. In room 4, first walk to the left (click walk
about midway on the left wall) unil the sombie starts to follow you, then head through the open-
ing. In room 3, first walk to the right (click walk about midway on the right wall) until the zombée
starts to follow you, then head through the opening, In room 6, you'll face several guards, To get
past them, use the Operate cursor on one of the ceiling vines. In mom 7, you'll meet up with
Wolfgang. Save your game.
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| Em:d Uncle Wolfgang, but we're still being attacked! Now
what:

® Look around.
® He told you to try to close the secret passageway door, right!
* Use the snake rod on the hole just mside the secret passageway,

All right. I got past the zombies, but now I'm inside some kind of
ritual room with Wolfgang. What am 1 supposed to do?

® Look around. Talk to Wolfgang.

® |sn't thar table interesting!

% You can interrogate Wolfgang if you wish, then explore the room, Have you found the stone table
yet! Just walk to the right.

Okay. | found the stone table. Now what?
o Look ar it closely, top and bottom.
® Are there markings anywhere!
% Examine it. Look at the carvings on its bottom. Look at the trough on the table top oo,

| see. There's some kind of lid on this snake table. How do I get
the top off!?

® There are tools you can use for such a purpose in this room. Whar do
you imagine those holes near the lid seam are for?

® Are you using the correcr cursors?

# Do you see a pair of iron bars on the wall? Use the Pickup cursor on both iron bars. Then wse
operate on the hars when both are in the table.
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Uncle Wolfgang helped me place the iron bars into the snake
table, but the top won't budge. What are we doing wrong!?

e Did you listen to your Uncle, Gabriel?
® You must place a heart in the table.
® You must put a human heart in the table.

% You need 1o find 2 heart to place in the table. Did you notice the dead guand on the west side of
the room! Go there and use your knife on the dead hody.

1 got the talisman but Unecle Wolfgang died! What did 1 do wrong?
® He's in a better place, Gabriel.
® [r was his time, Gabriel.

# Nothing, He's made the ultimate sacrifice to get the talsiman back into Ritter hands, and there’s
nothing you can do to change that fact. You must press on and complete your case.

WHY WoN'T THI!S DAY END!

I'm certain I've done everything there is to do on Day Nine.
Why won't the day end!?

® How many times have you asked yourself that, Gabriel?
o There's something you must open for the day ro end.

# You must open the stone table in the center of the snake mound.
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Day
Ten

“Deep in the earthiLfaced & fight that I could never win.
The blameless and the base destroyed,
and all that might have been."—Gabriel Knight

ST. GEORGE'S Book SHOP

It's the beginning of the day, but nothing’s going on. Have 1
missed something?

® Done any reading lately?

* You do like to stay current on daily events!

® Have you looked near the cash register!

# Read the newspaper on the table, then pickup and read Malia's note on the cash register.

Wait a minute! But I thought...
o Mosely was dead?
o Naw,

% That's right. He's alive. But why not let him tell vou all about it! Ask him abour Make a Plan, Fill
him In, Fill me in, Grace and Voodoo Hounfour.
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What should T ask Mosely?

s Well, what would you ask someone you thought was dead!
s Aren't you curious about what's happened to him!
% Ask him about Make a Plan, Al him In, Fill me in, Grace and Voodoo Houndour.

Okay, Mosely left, now where do 1 find the hounfour!?

® Remember the view from the plane!?

* Remember Crash said the hounfour was underground!?

« The way under Jackson square is not in the square itself, but close by.
# You need to per under Jackson Square. Your “elevator” is in the cathedral

ST. Louilis CATHEDRAL

I'm at the cathedral, but I'm not sure what to do.

® Pray, Gabriel.
o Confessing is even better.

# Enter the confessional on the far right. If you can't get inside, you've missed something ar the

hook shop.

But I don't have anything to confess! What am 1 doing in this
confessional?

® Come now, Gabriel, don't think you've committed a few sins in this
game!

» Maybe you aren't in there to confess. Look around. Look at the back
wall. Does it remind you of something!

% [hovou see the knothole at the back of the confessional! Use the snake rod on the knathole.
B4

Whoa! 1 stepped out of the confessional booth and I'm now in
some basement hallway. Is there anything 1've missed before I go
explore the hounfour!?

e Did you leave anything in the confessional for Mosely?

¢ He'll need a way to find the elevator, and a way to start it running,

¥ Leave a signal device and the snake rod under the bench in the confessional. Then open the door
to the right. (Use the Operate cursor on the keypad.)

I've just entered a circular hallway full of locked doors. Where am
I and where should I go?

® Well, you're going to find out soon enough.

® You're in the hounfour. Save your game! Then explore every room
vou can find.

% You're in the hounfour's underground network of offices and rooms. Are you sure all the doors are
bocked! You might try opening several of the doors - only 3 are locked,

I notice there are some funny red lights above the doorways.
What's their significance?

® Remember how the cave rooms were arranged at the voodoo snake
mound? Thar was a sacred place for the Geddes - they modeled the

hounfour on the snake mound.
® Have you tried looking at the lights on the displays?

% Remember how there were twelve cave rooms in the voodoo snake mound! Each room was
arranged like numbers on a clock face. By booking ar a tike on each wall, you could rell what rom
number you were in. This circular hallway is laid out similarly, When vou look ar the displays
above each door, youll know what the room number is.



I'm in room 7 and it looks like a supply room. Should I take
something from here!

® Stealing does seem to be your forte.
® Do you see anything you could use!?
# Yex Take two robes from the clothes rack on the back wall. You'll also find two masks [‘1|L’d up om

wome bowes .

1 entered room 4 and found a bunch of desks. Should 1 search this room!

® You could sit down, but you're not the office type.

# Think you miglﬂ find 5.-[1:|'|_‘|11thin§_l, of value here! (Make sure this is
room 4 - room 5 looks similiar)

* Yes. Look at the surfaces of the desks then use the Pickup cursor on them. On one of the desks
vou'll find a Recoed Book. Take a book ar this recond book.

Hey! 1 went through a door in the center of the circular hallway.
What is this chamber I'm in!

® What does it look like!
e They probably don't do any praying down here.

# Uh oh. You've just entered the voodoo-ceremonial-hiding-under-the-Catholic-church room. Be
careful what you do in here. Okay! By the way, did you notice the drums! If you're feeling musical,
you might try your hand at them.

1 was playing on the drums and Dr. John killed me! How come!

® Perhaps you should have a goal in mind before you try those drums.
» Perhaps you need 2 drum books!?

% You need to play a specific message - you'll get to play 3 times before Dr. John gets suspicious. Try
“Summon Brother Eagle.” You'll need the book from room 4 firss
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Is there any way I can open these locked doors!?
® Yeah, are you good at picking locks?
* Well, maybe you'll find a key.
* Sure. Find a key card. Have vou tried room 27 {Save firg!)
I entered room 2 and met Dr. John. He's not very friendly. When

I tried to steal the key card hanging on the wall, he killed me.
What am 1 doing wrong?

®* [Don't you just hate that!

II .
o Well, you're going to have to outsmart him.

% (iabriel, you've 2ot to figure out a way to get him 1o leave the room.

I give up. How do 1 get Dr. John to leave his room ?

e Have you been in the center voodoo ceremonial room!?
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& Have you taken something from room 4!
o Mavybe you can call him with those drums.

* (o into the center voodoo ceremonial room. Use the Operate cursor on the drums. Construct this
message: “Summon Brother Eagle.™ Now exit the room being careful not o go throwgh hallway 3
{ You'll need the record book from room 4 first).

Hevy! 1 called Dr. John with the voodoo drums, but he caught me
and killed me. What am 1 doing wrong!?

+ Mavbe you should just aveid this characrer.
o Perhaps you can march through a different hallway.

% After playing the drums, exit the room through a difterent hallway {either one or five). Dr. John
will always come through hallway 3.

After summoning him on the drums, [ went back into Dr. John's
room and stole the key card. But then when 1 left, he caught me
and killed me in the hall. How rude! What did 1 do wrong!?

e Gabriel, do you get the feeling he just doesn't like you!?
» This guy's really bad news. Avoid him ar all costs.

% He will always go check the drum call on a route: Room 2, the hall outside Room 2, the hall out-
side Room 3, the Spoke Hall 3, the center ceremonial room, and back on the same path. Just
avoid being where he is!

Okay. I successfully ripped off Dr. John's key card. Now where
should 1 go!

e Have you tried to open some of the locked doors!?
® There's a really pood one worth checking out nearby.
# |Jse the kev card on room L.

B8

Wow! 1 found a room full of money. What should 1 do in here!

® Count the cash? No, you don't have time.
o Do what your truest heart desires.

% Steal the money. Take as much as you can carry.

So now that 1 have pockets full of money, where to next?

® Look through some more rooms.
® You'll find room 11 interesting.

% Have vou been in room 11 ver! Check it our.

[ still can’t find Grace! Where is she?

® She's behind one of the 3 locked doors.

# Try room 8. Save your game first!




I found Grace! How can 1 revive her!

o Talk sweet to her like you usually do.

e That didn't work? Maybe she's under a spell. Do you have anyway to
combat evil in inventory!

% Use the ralisman on her.

Grace is awake, Mosely's not here, and 1 keep getting killed by
Dr. John!

* You need a disguise.
e Did you pick up anything from room 7!
#% You'll need to put on the wolf's mask and robe from room 7.

Mosely never showed up, the bum! And I keep getting killed by
Dr. John in the ceremony! What now!

® You have to have thar extra set of hands, Gabriel.
o Unless Mosely is here, Dr. John is fated o kill you.

% Restore hack to just before you found Grace. Now make sure to leave both the signal device and
the snake rod under the bench in the confessional

After Mosely entered Grace's room, 1 revived Grace. But now we
keep getting caught by the voodoo clan. What am 1 doing wrong!

e Have you considered a disguise!

¢ Did you pick up two robes and a couple of masks from the supply
closet (room 7)1

#* You and Mosely need to disguise yourselves. Give him the boar robe and mask that you took from
the supply closet, then put on the wolf dissuise yourself,
Tetelo is going to kill Grace! What do 1 do?

e Distract her.
¢ Can you think of something she wants?

# Use the talisman on Terelo. (Note: Mosely must be here for you to survive this puzzle ar all.)

Tetelo is going to hurt Mosely and Grace! Now what?

e Protect them.
o Give them something thar will protect them.

# LUse the ralisman on Mosely.

Mosely and Grace left, now Tetelo wants to slit my throat! Help!

® There's something close by that will help you.

o She stole your family power source, why not do the same!?

# (rab the idol from inside the table.

Malia is hanging over a pit! What should 1 do?

® Do you love her or not!?
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e You can do what Gunter did or be a better man.

% Save your game. There are 1 endings - try both. You can betray Malia by using the knife on her to
get one ending. You can try to save her to get another ending - use pickup cursor on Malia.

Okay, what all do 1 do at the final confrontation in the
Ceremonial Room again?!

 This is tricky. You need the Talisman, among other things,
o Have you looked inside the ceremonial table lately!

% This scene is tricky. First, use the Talisman on Tetelo, then on Mosely. When Terelo grabs
Gabriel, pick up the stone idol undemeath the ceremonial table. At this point you will have rwo
choices: to betray or ot to betray Malia. Save your game and try both to se< the wo dufferens
endings. Use your knife to betray her. Otherwise, try to rescue her when she’s hanging from the

pit (using the pickup cursor).
I'm certain 1've done everything there is to do on Day Ten. Why
won't the day end!
# You need 1o find the hounfour, find Grace and attend the hounfour ritual.
In the voodoo ceremonial room, you need 1
a) Use the Talisman on Tetelo, then Mosely,
b) Pick wp the stone idol inside the ceremonial cable,
¢} Use either your knife or the pickup cursor on Malia,

YOoOu'veE
SINS

CONGRATULATIONS!
woN GABRIEL KNIGHT:
OF THE FATHERS.
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A NOTE ABOUT VooDoGo:

This is a fictional story and, like all stories, it takes some creative
license with its elements. Voodoo is practiced in many forms in
many countries, and this story is but one possible thread of one pos-
sible line from the old country. Most Voodoo is not “black
Voodoo," but then, very little in life is truly black-and-white—a fact
that poor Gunter, a man of his times, could not see. It was this very
shortcoming that lead to the Sins of the Fathers.

A NOTE ABOUT
NEW ORLEAMNS:

Some of the locations in the game are actual locations in New
Orleans. If you ever get thar way you can visit:

* Jackson Square

* 5t. Louis Carhedral

* Napoleon House

Lake Pontchartrain

* Bayou St. John

* The Garden District

* The French Quarter

w

There IS a Voodoo museum in New Orleans, and more than one
“drug store” of the Voodoo variety. You won't find Dr. John ar the
museum, however, and it most likely is NOT a front for a nest of
black Voodoo. We also doubr highly that any of the confessionals at
St. Louis Cathedral descend to Voodoun hounfours, so don’t go pok-
ing your fingers into any knotholes.
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AFTER YOU'VE COMPLETED DD Yoy TRY?

THE GAME... The following are just a few of the things you can do in the game

which are not required to progress in or end the game, but which
may provide some measure of amusement. You may or may not have

tried them. Use your save games to jump around and see things you
might have missed if you're so inclined....

DiIp YOU FIGURE OoUT!

* That the Gedde family established (starting with Marie Laveau)
and supported (through the museum) the venEl:rlﬂf New Drleqns
Voodoo (fortune tellers and gris gris) in order to hide their practice
of true African Voudoun in the darkest tradition?

% That it was really Gerde that left the key for Gabriel? She wanted
him to get into the library and hopefully discover something that
could help her beloved Wolfgzang. |

* That Wolfgang KNEW the table would only open with a fresh
human heart and that he made the ultimate sacrifice of himself in

ANYWHERE:
* Using all your icons on Gabriel! Talking on him repeatedly?

BOOKSHOP:

* Operating the ladder

* Reading the snake book (in the top shelf to the right to the ladder)?
* Reading Heinz Rirter's book (in the top shelf to the left of the ladder)?

- * Showing Grace:
order to begin to right the 300-year old wrong and get the talisman By s 9 l‘f‘l“'-"-'
back into Ritter hands! - Moscly's Sadga?
# That Malia really did love Gabriel but knew that she needed to - the priest disguise?

= the magnifving plass?

- the tweezers!

- the hair gel!

Talking to the gargoyle!?

Using all your icons on Grace!

Trying to take the money in the cash register while Grace is here!
On day 107

Asking Grace about snakes twice!

Reading the newspapers on day 1-7 and 107

Reading the German/English dictionary under the window!
Trying all the dialogue choices during the snake tattoo scene with
{race!?

die in order to stop the evil that ran through her family line?

How do you think Gabriel will do in the role of Schattenjiger! As
the heir to Schloss Ritter? Will Grace go to Germany, too! Will
she and Gerde get along? Will Gabriel freeze his buns off! And
what stories lie in the generations of Shadow Hunters that now
gather dust in the family cemetery?

& B

& & &8 @

If you want to see more in the saga of the Shadow Hunters, write
and let us know.

STUMO:

* Dinling random numbers!

* Dialing all of the Cazaunoux numbers more than once!
* Asking the travel apent about other destinations?
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* Operating the typewriter!

* Operating the radio!

* Oiperating the bed!

* Opening the refrigerator!

* Asking Wolfgang abour Schattenjiigers on day 7!

* Asking Mosely about Fill Me In and Fill Him in and Grace on day
10?7 About the Hounfour! Try to insult him!

* Showing Mosely his wallet and credit card on day 107

Napoleon House:

* Talking to the other patrons!

* Trying to pick up the girl! _

* Hanging out and listening to Sam and Markus's conversations!

* Asking the bartender about Street Musicians and about Bar Patrons uniil he talks

about you!

Voodoo Shop:

* Looking at all the cases and the back wall!
* Trying to get the garlic and hanging bags!
* Looking at the sign on the counter!

Voodoo Museum:

* Showing Dr. John the messages from the tomb wall?

* Showing Dr. John the murder photo!

* Tuming on the fan before day 57

* Rubbing the wishing stump (keep rubbing!)?

* Asking Dr. John about Marie Laveau until he tells you abour the
cemetery! Asking Dr. John about Historical Voodoo until he tells
vou about Marie Laveau!

* Trying to take what's in the donations basker!

* Trying to pick up the snake while Dr. John is here!

* Dwing during the snake attack on day 57

Grandma’s house:

* Moving the clock and opening the trunk!

* Trying to pick up the tennis racker. golf clubs, and dress form!
* Trying 1o select Grandma's house on day 107

Police Seation:

* Talking to Franks and trying all the dialogue paths?

* Using all your icons on Franks!

* Asking the desk sergeant abour Black Voadoo! About Mosely on
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day 6—maore than once! About the crime scene until he repeats
on day 17 About Himself?

* Showing the desk sergeant:

= the unopened photograph envelope from Mosely!
« the murder photo?

- Mosely's photo!

* Serring the temperature gauge 1o 60 or below, then entering

Mosely's office!

* Asking Mosely all about the Voodoo Murders? All about Himself?
* Mot getring the badge and continuing to ask Masely for Coffee?

* Talking to Mosely on days 1 or 2! On day 4 or 5!

* Telling Mosely about Crash’s Death and Hartridge's Death?

* Selecting all of the possible dialogue choices during the phowo

shoot dialogue box!

* Looking at Franks through the window of Mosely's office? Trying

other icons on her from the office?

* Looking in the one-way mirror of Mosely's office from the lobby?

LAKE PONTCHARTRAIN:
* Walking into the lake!
* Magnifying the bloody sand? Looking at it?

JACKSON SQUARE:

* Rubbing the mime off on the bands and the drummer! The pedestrians!
* Asking the little boy to do “Saints"!

* Picking up the forune teller while she’s dancing!

* Talking to the fortune teller and asking about her snake!

* Magnifying veil in inventory before giving it back to her!

* Magnify the fortune teller's snake scale in inventory!?

“ Talking to the second fortune teller thar shows up on days 4 and 51

* Translating the drum message on days 4, 7, and 107

MaLia GeEpDE"s HoUSE:

* All the vartous dialogue paths with the butler on day 27
* Knocking on the door on day 37
* Flirting with Malia repeatedly before getting thrown

out! (Save Lake Pontchartrain topic for last).

* Looking around the room at:

the fire!
- the paintings of women!
- the statue near the right wall!
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- the bookshelves!

- the book on the mble by Malia's chair?
* Using all your icons on her! Talking to her until it repeats?
* Showing Malia:

- Mosely's badge!

- your “Voodoo" related items!

MacenTIA'S HOUsE:

* Asking her about St. John's Eve!

* Asking her about Voodoa, then about Gris Gris until she repeats!
* Asking her to dance, then grabbing the snake skin!

* Magnifying the snake skin in inventory!

Cazaunoux's HoUSE:

# All the dialogue choices at the door?

* To get in wearing the priest's disguise but no hair gel! :

* Asking Cazaunoux about Voodoo and Voodoo Murders and Marie
Laveau before truanriru{Eahlzr:;ga?s cor!

* Looking at the painting of t yl

. ﬁ!lc'rt‘iTﬂh:!.lr Srnﬂalr.:s? Continuing to ask about Real Voodoo

Queens!

Jackson SguaRe OVERLOOK: .
* Looking at the buildings for some historical rrivia?

S1. Louts CATHEDRAL:

* Entering the confessionals on days 1-7 and selecting the
confessions and blessings until they repeat!

* Asking Crash about everything before he dies {save Hounfour for
last). —Try everything before and after you ask about Drummer.

# Taking money from the cherubs!

* Looking in the mirror in the priest’s ready room!

TULANE:

* Asking Hartridge abour Himself!

* Showing him the marks from the cemetery!
* Talking to the fish?

* Trying to pickup his garbage can!

* Trying to open his file cabinet!
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ST. Louis CEMETERY #1:

* Asking the warchman about Marie Laveau and Other Voodoo
Marked Tombs! About Himself?

* Showing the watchman the romb markings?

* Looking at all the tombs?

* On the middle screen, did you find Gabriel’s family tomb? Did
you look at all 6 plaques on it? TALK on all 6 plaques!

* Inside the Gedde tomb, looking at the broken glass on the floor
and the broken light in the ceiling? At the other plaques (look at

the p:llaqm on the drawer when you have each close-up drawer
VHEW ),

SCHLOSS RITTER MAIN HALL:
* Asking Gerde all abour Wolfgang? The Ritter family? Herself?
Schattenjigers! About the key on day &7
* Looking at and talking to the dragon’s head?
* Showing Gerde:
- Wollgang's letter!
= The photo of the 3 Ritters!
- Gunter’s journal !

SCHLOSS RITTER CHAPEL:
* Talking to the stained glass window!

SCHLOSS RITTER BEDROOM:

* Looking in the mirror on day 7—before and afrer cutting your
hair! On day 8!

* Looking ar the fire on day 7! On day &?

* Trying to use the scissors on Gabriel before you know about the
initiation ceremony! Trying to pick up the scissors again after
cutting his hair?

AFRICA:

" Gerting killed by the guards in rooms 3-6! Getring killed in room
7 with Wolfgang!

" Interrogating Wolfgang in the center room? Asking him about
Tetelo? About Charrenjigers!

Y Opening the table when there were no bars in it!
" Looking at the stone rable base and the top!




Housrpouns:

* Getting the key in Dr. John's room while he's there praying? Save WALK-THR OUGH

first!
* Playing the wrong drum message three rimes in a row (anything WARNING: DO NOT read this section unless you've finished the
without “Brother Eagle™). Save first! game!

* Giving the wolfl dispuise to Mosely!?

* Entering Grace's room and going to the ceremony WITHOUT
setting up Mosely? Save firse!

* Unlocking and entering room 117 Room 17

* Taking money from room 1! (three times) Talking to the money
in rowom 17

Bi#lF-W you'll find one efficient way to complete Sins of the Fathers.
This is not necessarily the most fun way to do it, just the fastest. If
you don’t want to know how to do everything in the briefest possible
manner, please don't read any further. It will spoil the game for you!

* Rescuing the animals in room 107 Talking to the goarts, chicken,

and snake! Using all your cursors on the snake?

* Opening the bathroom doors in guest rooms 9 and 12!
* Entering room 3 to see Malia? DAY 1 Operate clock
* Walking behind the screen in room 3 after Malia leaves! [rakes you to clock inset]
* During the rinual, giving the talisman to Tetelo instead of Mosely GAME STARTS: St George's Book shop
when it's time to rescue Mosely and Grace? Use ! on Grace to get ALL messages CLOCK INSET
* [During the rirual, using the dagger on Tetelo when it's time o [Mosely's message puts Police icon on Move hands 1o 3:00

rescue Mosely and Grace!

map, Grandma’s message puts Gran's fcon

Move outer circle until dragon is at the top of

* Dying in all three spots by doing nothing during the ritual with on map] clock
Grace and Mosely; while Grace is on the table, while Mosely and ]I:“:L"F TECIEE ‘:‘_l*m" on windup key{opens secret drmwer)
Grace and together on the right side of the room, and while m"‘“";ﬁm“rﬁ :_”'::“F' Exf'
v s _Hin ¥ (=] )54 - up r
Tetelo has her knife at Gabriel's throat! Read book on B it b

Both game endings; ending the game by trying to kill Malia with

Uiet gift cenificate from cash register

[puts “Heinz Ritrer” on Gran's topic]

the dagger or by doing nothing while she's hanging over the Read day 1 "5l
crevasse! Ending the game by trying to rescue her (pickup on ﬁﬂ: mr;dr:ﬂpamn Map, sclect E_:I::] wiger” on Global
Malia while she's over the crevasse)! Greater New Orleans Area) Leave attic
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GREATER NEW ORLEANS AREA MAP
Selecr Crandoa’s House

UGRANDMOTHER ENIGHTS HOUSE

Lise ! eursor on Grandma

Ask about Knight family

Ask abour all ¥ fmily members
[Cemetery reference, can ger on day 2

GRANDMOTHER KNIGHT'S HOUSE
Ask Gran about Heinz Rirter
g0 o French Quarter Map)

FRENCH QUARTER MAFP
Select Police Station ioon

POLICE STATION LOBBY

from D, John, abso] Ask desk serpeant about Mosely
Llse walk cursor on stair [reference vo crime scene]
[Gabe goes up to aric) Ask about photographs

GRANDMOTHER KMNIGHT'S ATTIC
Pick up sketch book
Read sketch book in invennory

(Purs envelope in inventory)
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Open photo envelope in inventory
[puts murder photo and grad photo
in iventory]

{go 1o French Quarter Map)

FRENCH QUARTER MAFP
Select Jackson Suame icon

JACKSON SOUARE
o to the WW room of Jackson Square
Walk close o the mime
[this attaches mime o Gabe]
Go 1o the SE room of |5,
Walk close 1o the cop
[this anaches mime o cop|
Operate mdio on cop's motoscyele
[purs Lake Pontchartrain on map]
{go to French Chsarmer Map, select
Cireater Mew Ovleans Arca)

GREATER NEW ORLEANS AREA MAFP

Seleer crime scene icon

LAKE PONTCHARTRAIN,
Crime scene
Look ot vévé marks on ground
[adds “patterns” ro Mosely's ropics]
Use magnifying glass on marks in grass near
tree
Lfse rweesers on snake scale in grass inset
[adds “snakes” topac]
Llse sketch book on parern in sand
[puts Lake Partern in inventony]
Pickasp clay
{go 1o French Quarter Map)

FREMCH QUARTER MAF
Select Police statwm icon

POLICE STATION LOBBY
Ask desk sergeant abour Mosely
Open on Mosely's office door
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MOSELY™S OFFICE

e T on Mosely

Ask Mosely about patterns surrounding body
[this adds topic “other six partems”)

Ask sbout other six patterns

[this puts “pattem file™ on Franks dialogue

choices]
(g to police starion lobby)

POLICE STATION LOBRY
Lise ! cursor on Offficer Franks
Selecr dialogue choice 1o get file
Ger fibe, put file in Franks' inbox
Gio back to Mosely's office

MOSELY'S OFFICE

Use Tom Mosely

Select ropic Photographs

Request for a CopfAuthor phato for book
Select dinlogue choice to leave the room
{check my haic)

POLICE STATION LOBBY
Pickup police file from inbox
Llse file on copy machine

[puts vévid copy in inventory]
Put file back in Frank's inbox

® Yoy are also able to steal the file bust
will get less podnts and will no longer be able
o comverie with Oficer Franks.
Ohpen on Mosely's office door

{0 to French Ouearter map)

FREMCH QUARTER MAFP
Select Vioodoo Shop

VOODOOD SHOP
Lk ar skpn om conemiter
[adds “St. John's Eve” on topic]
Lise marder phaoto on Willy
[adds *Cabrit Sans Cor™ on topic]
g vor French quareer map)

FRENCH QUARTER MAP
Select St. Georpe's Book shop

ST. GEORGE'S BOOK SHOP

Request research on Malia Gedde
[ehis will erigger the end of the day car
woon|

DAY 2

ST. GEORGE'S BOOK SHOP

Cier Malia's address {opening cartoon)
Puts Gedde mansion on map

Llse pickup cursor on

REwspaper
{ge to French Quarter Area Map)

FREMCH QUARTER AREA MAP
Select the Police Sotion icon

POLICE STATION LOBBY

Meed 1o ik v Desk Sergeane first

Ohpen swinging door

Llse the operate cursor on the temp contrals
Change the temp to 75 or hotter

Enter Mosely's office

MOSELY'™S OFFICE
Llge ! on Mosely
Request coffee
Llse pickup cursor on Mosely's jacket while
he's out
lputs Meomely's badge into inventory)
(g to French Chunrrer Map)

FRENCH QUARTER AREA MAFP
Select Jackson Square icon

JACKSOMN SOUARE

o v the NE section of |5-leave sereen and

re-gfter

Warch arrist lose piciure

g0 1o the SW section

s gift certificate om lucky dog vendor
|puts kot dog in inventory]

Chive hor dog o liede boy dancer
[boy offers to do something for you)

Use | cunsor on little bay

Select from dialog chobees "get through bars™
[Crabe gets pech drawing from boy]

o oo WE secrion
Llse tech drawing on the tech aris
Lise & patterns (from police file) on artist
Lise like pattern on armist
(g0 to Cireater New Orleans Map)

GREATER NEW ORLEANS AREA MAFP
Seleer Gedde’s Mansion

GEDDES MANSION

Lise operare cumor on door knocker
Zelect dialogue choice 1o "see Malia™ and
“official business"

Lise badge on butler

Enter the Gedde's Mansion

GEDDES MANSION INTERIOR
Lise ! cursor on Malia
Ask Malia abour *Voodoo™ |, twice
Ak Malia abour “Lake Pontchartian®, once
“Flirt™ with Malia, once
[this will get Gabe thrown out]
(g0 to French Chaarter Map)

FRENCH QUARTER MAP
Selecr Woodoo Museum

VOODOO MUSELIM
Ask D, John about Voodoo

[adds "historical/modern voodoa” topics]
Ask abour modern voodoo, unnl message
repeats

[puts Moonbeam's on French Chearer

Magp]
Ask about historical voodoo, unil message
FEpals

Jackds “Marie Lavesu™ o topic meni]
Ask abour Marie Laveau, unril message

(& ]
Jasdbds S, Lowis Cemetery to French
Quarter Map]
igo to French Quamer Map)

FRENCH QUARTER MAP
Select St Louis Cemetery
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ST. LOUIS CEMETERY
Ask watchman abour Marie Laveau, until
MESsERE Tepeats
[mdds “cabier voodoo marked wombs™ o
topic menu
Ask warchman abour other voodoo marked
tomibs
Lise skerchbook on crosses on tomb wall
[purs voodoo code | into inventory]
(o to French Chanrter Map)

FREMCH QUARTER MAP
Select Moonbeam's House

MOONBEAM'S HOUSE
Ak Moonbeam about voodoo
Ask Moonbeam abowst St John's Eve
[adds “animal masks" on topie medl
Ask about Snakes
[ndds "Grimwald” on topic mena)
Ask abour Grimwakd
Selece the demonstration reguest
Llse pickup on snake skin in open cage
Use coded voodoo message on Moonbeam, to
gt translation
Compare sruke skin to snake scale from Lake
{in rventory by using the mag glass on
bt}
(g0 to French Quaner Map)

FREMCH QUARTER MAF
Select Vioodoo shop

YOODOO SHOP

Must witch Madame Cazaunoux in shaop
[adds “Cazaunoux® to ropic menu|

Use [ cursor om Willy

Ask Willy about “animal masks”

Ask him about Willy Jr.
| can now sell farher’s painting]
{go to French Quarter Area Map)

FRENCH QUARTER MAP
Selece St George's Book shop
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ST, GEORGE'S BOOK SHOP
Use !on Girace
Request research on Madame Cazsaunous

DAY 3

ST. GEORGE'S BOOK SHOP

Olpenimg cartoon
[puts Cazunoux’s phone # in inven
tory]

Ak Cirace for messages and more mesiges
[adds “Ritter’s phone #" on Grace topic]
[puts “Wolfgang Ritter” on Gran's
tnpil:ll

Ak Gruce for Rierer's phone numiber.
[puirs Ritrer’s phone = in inventory]

Pickip day 3 newspaper
[adds Tulane U. to GNOMap |
{0 o Ciabe's studio)

GABRIEL'S STUDIO
Use pickup cursor on hair gel
Use operite on tebephione
Read tom our phone page in invenoory
Call Mudame Cazaunous {555-1250)
Call Cajun Critvers Veserinary Clinic 555-
6170
Select request for Madame Cazaunoux's
address
Selec “I'm worried abowt Casoro. He's missed
three dance lessons.™

|adds Cazaunoux's to FQ Map |
Call Walfamg Ritter

(go to French Quarmer Map)

FRENCH QUARTER MAP
Selecr Jackson Square

JACESON S30UARE
Gio to the ME section of Jackson Square,
Talk o vech artise
[puts seconsiructed vévé in inven
tory]
Cioto MW section of Jackson Square

Lhse pickup cumsor on Fortune Teller , while
she's dancing
Pickup veil on ground
Lise mag glass on veil in inventory
Llse look cursor on veil close-up, on the scale
Exit clse-up
LUlse rweezers on vell in inventory
Ipurs fore scale in inventony]
Lise veil on Foroune Teller
I5he reads Gabe's formune]
Compare the snake scales in inventory
(g0 o French Quarer Map)

FRENCH QUARTER MAFP
Select Book Shop

5T, GEORGE'S BOOK SHOP
* Florist will enter the shop trying 1o by the
painring
Select the right dinlog choices o sell the
painting “how much™ “stay out of this" and
#fine it's yours™

[pues 100 dollars into inventory]
Ack Grace 1o research the vévé pattern

{go o French Chaarmer Map)

FRENCH QUARTER MAP
Select Voodoo Shop

VOODOD SHOP

Give 100 dollars 1o shop owner
Iputs croc maskfgambling oil into inven
tory]
(o to French Chaarter Area Map)

FRENCH QUARTER AREA MAP
Select Jackson Square feon

FREMCH QUARTER AREA MAF
Select Police Station icon.

POLICE STATION LOBBY
Enter Mosely's office

MOSELY'S OFFICE

Witness the interview berween Mosely and
Crashi,
g0 o French Quarter Area Map)

FRENCH QUARTER AREA MAFP
Select Bt Louis Cemerery

ST. LOUNS CEMETERY
Gao o the “Gedde tomb™ screen
wateh the Malin/Gabriel cartoon

GREATER MEW ORLEANS MAP
Select Tulane Undversicy

TULANE UNIVERSITY

Watch slides/sit through lecture
|ackils “amimal mask” topic if not
already there]
(g0 1o Harrridge's Office)

HARTRIDGE'S OFFICE
Llse reconstructed vévé on Harmidge
Use Murder photo on Hamridge
Jackds “Black voodoo™ o topic menu]
Ask Harrridge about *Cabrit Sans Cor™
Ask Harrridge abour *Black Voodoo™
{go to French Quarver Area Map)

FRENCH QUARTER AREA MAP
Seleet St Louts Cathedral

ST. LOUIS CATHEDRAL
Open door in back of Cathedral
Enter Priest Ready room
Puckup white priest collar
Pickisp priest shirt
{po to French Chiarrer Area Map)

FRENCH QUARTER AREA MAP
Select Camnunoux icon
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CATZALUMNOUXS EXTERIOR

Use priese’s shirtfeollar on Gabriel

Use hair gel on Gabricel

Usee opernte cursor on door knocker

Sebeer "Farher MacLaughlin® dialogue choice

{enter Caraunonx's)

CAZALNOUX'S INTERIOR
Ak Caz about "Cabrit Sans Coe™
Select “goat without horna” dinlogue
[adds “human sicrifice™ on tople
|1:|:'|'|u|:
Ak Cas aboait "himan sacrifice”™
fadds “real voodoo queens™ on wopic
|
Ak abour “real veodoo gqueens”™
ludids “voodon hounfour” o Global
mver)
Ak about voodoo hounfour
ICaz shaows Gabe snake braceler)
Use thve elay om braceler close-up
Iputs braceler maold in inventory]
lif s cast roken, “snake braceled™
topic on menul
(g0 to French Ouarter Mop)

FRENCH QUARTER MAP
Select Mupoleon House boon

NAPOLEON HOUSE
Ak Bamender about “voodoo™
Ask Bartender about “Bar Patrons™ twice
Ask Bartender aboot “Sam and Voodoo™
Ulse gambling ofl on Sam
Sam wins Chies game
Lise clay impression on Sam
(g0 o French Chaarter Map)

DAY 4

BOCK SHOP
et wied i.'l'i[lflll'l.g:ﬁ'l-‘ll'rl Circe
[if requested on day 3]
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Pick up newspaper
(g0 to French Quarter Map)

FRENCH QUARTER MAP
Select Mapoleon Hose

NAPOLEON HOUSE
Program control, petting the snoke braceler
{po 1o French Quarter Map)

FRENCH QUARTER MAP
Select Jackson Square Owverlook

JACKSON SOUARE OVERLOOK
Use operate cursor on binoculars
{choose first on left)
fwmch Crosh wath Jackson Sguare
Deurmmaes]
{goro Cathedraly

ST. LOUIS CATHEDRAL

st smake bracelet on Crash

Ask Crash pbout “Drummens”
[adds *Rada Drums™ to topic menu|

Ask Crash abowg “Hounfour™ alter

“Drsmmers™

Look ar dead Crash

s open cursor on Crash's shin

Lhse sketchbook on Crsh’s mttoo
[puts taztoo tracing in inventory]
(g to French Cuarter Map)

DAY 5

T GEORGE'S BOOK SHOP

Cret Gunter's joumnalfletter from Cirace

Llse pickup cursor on newspaper

Read Wolfgang's letter in inventory

Read Gunrer's joumnal in inventory

Request research on “Rada Drums™
(g0 to French Quarter Area Map)
[go to Greater Mew Orleans Area

Map)

GREATER MEW ORLEANS AREA MAFP
Sebect Tulane Undversity

HARTRIDGE'S OFFICE
See dead Harrridge
Llse pickup cursor on Hartridee's notes on
desk
(g0 1w French Charter Arep Map)

FRENCH QUARTER AREA MAP
Select Vioodoo Museum

VOO MUSELM
Ciabe gers armscked by the snake
Ulse operate cursor on the fan swirch

o o French Quarter Area Map)

FREMCH QUARTER AREA MAP
Select St George's Book shop

ST. GEORCE'S BOOK SHOP

[Grace puts snake scale in ashirmy]

Llse tweezers on ashiny
[puts museum scale in inventoey]

Lise mag glass on Museum scale {inventory)
[ihis shows the scales are identical]
[puies 2 savike scales combined in invento

]
(o 1o French Quarter Area Map)

FREMCH QUARTER AREA MAFP
Selece Se. Louis Cemetery fcon

&T. LOUIS CEMETERY

Lise skerchbook on new voodon code

Use new voodoo message on translated
voodoo message{inventory)

Llse brick on tomb wall, after codes have been
vranslated and wanchman is gone

Seleor message “Df bring sckey madoule™ in
cixle

{ger ta French Chuamter Avcea Map

FRENCH QUARTER AREA MAP
Select Jackson Square kon

JACKSON SQUARE
g to W section)

Use talk cursor on Formune Teller
[fimsds our ir's different formune reller]
(g0 to French Quarter Area Map)

FRENCH QUARTER AREA MATP

Selecr Palice Starion icom

POLICE STATION
Use open cumsar on Maosely's office door
[Gabe enters Mosely's office]

MOSELY™S OFFICE
Lise ! cursor on Mosely
Ask Mosely about “Reopen Case™
Lise recomstmucted vévé an Mosely
Lise Hartridpe's notes on Mosely (proved legi
cule)
Llse [810 siews on Mosely {proved direeat)
U 2 snake scales on Mosely (proved lead)
[this caiises Mosely o reopen the
case]

DAY &

ST, GEORGES BOOK SHOP

Gt dram book from Grace

Llse pickup cursor on newspaper

Use pickup cursor on envelope

Use open cursor on envelope in inventory
Iputs letrer and key from Mosely in
inventory]

Read beter from Mosely in inventory

Llse matton tracing on Cirace

Select correct dinlogue chodces 1o get matmoo

“costume party” and "if you're jealous®
(o to French Chearver Arca Map)

FRENCH QUARTER AREA MAP
Select Jackson Square joon
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JACKSON SQUARE
Llse talk cursor on Beignet Vendor
Select comect dialogue to retum vendor 1o
Police Seation "havent | scen you before™,
"you say you were at Royal and Conri”, "why
don't you go back there”, and 1 definately
think you should”

{goto French Quarter Area Map)

FREMCH QUARTER AREA MAP
Select Police Sration icon

POLICE STATION

[Beignet vendor shows up and desk sergeant

leaves)

Use open cursor on swinging door
[rhis only works o Sergeant is JXHNE O
asleep]

LUse Mosely's ey on Mosely's office door
lenters Mosely's office]

MOSELY'S OFFICE

Use open cursor an desk drawer

Lise pl.l:hq!l CLSE N open drawer
[puns eracker into mventory]
(g0 to French Carter Area Map)

FRENCH QUARTER AREA MAFP
Select Jackson Square

JACESON SOUARE
Llse Rada Drum book on Drummer
[this will interprer drum messages]
Construct this message: call Conclave,
tonight, Swamp
[puts Bayou St. John on GNO map]
{go 1o French Quarter Area Map)

FREMCH QUARTER AREA MAP
Select Voodoo Museum

VOODOO MUSEUM
Lise signal device on Sekey Madoule {ritual
colfind
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{go to Greater Mew Orleans Map)

GREATER NEW ORLEANS MAP
Select Bayou Si. John

BAYOU ST, JOHM
Use tracker on Gabriel
[tracker, now on, appears borom right
cofmier, follow signal through maze 1o get 1o
rituial entrance]
Ulse croc mask on Gabriel
Walk Gabeiel into the fiizal cinche
Select correct diabogue choices
[“Damballah™ and “Oypoun
Badagris"]
[eartoon will hegin]

DAY 7

GABRIEL'S STUDO
Lse pickup cursar on flashlight
Lise operate cursor on phone
Punch in Rirter's # 49-09.3124-3333
Ask Wolfgang about *Tetelo®
ladds *Talisman" to topic)
Ask Wollgang about “talisman®, twice
[adds “Tetelo's Remains” 1o topic)
Ak abour Terelo's Remains
[adds “Africa Homeland" ro topic]
Ask about “Africa Homeland™
{go to French Quaner Area Map)

FREMCH QUARTER AREA MAP
Select St. Lowis Cemetery jcon

ST, LOUIS CEMETERY
(g0 1o Gedde tomb screen))

Lse operate cursor on button under plare
[Enter Gedde's tomb]

GEDDE TOMB INTERIOR

Select flashlighe and elick it on room o mm it
on.

use flashlighn in center of room to show center

erypt drawer
Use open cursor on center crypt drower
[G'Ibe firds Ml.ﬂl'!lllj- 'l'n;llp in draw
er]
[ Gabe is knocked out eold]
[He wakes up, stands]
Lise Open cursor on center ervpt deawer again
Llse pickup cursor on wallet
|puts Meosely's waller in inventory]
Llse open cursor on wallet in inventory
Iputs Mosely's credit cand in inven
rory]
Operate button to open tomb door
(g0 1o French Ouarter Area Map)

FRENCH QUARTER AREA MAP
Select 5. George's Book shop

GABRIEL'S STUDIO

Use operane cursor on phone dial

Call rravel Agene = 385-1130

Select dialogue

“Rittersberg, Germany™ and “credir card”
|puts New Ovleans International Airpore
o GNC mnp]
(o to Gireater MNew Orleans Map)

GREATER NEW ORLEANS MAP
Select Mew Orleans International Adrpomn
b[=s

[Gabe's om his way to Germany]

WOLFGANGS BEDRCOM
Llse look cursor on lintels {ir's above the
omate door beside the bed just underneath
the lion's head)

[achds “Portal Poem™ to Gerde's

topic]

[go to chapel)

CHAPEL

Use look cumsor on F-.nul':
[adds "Chapel Panels™ 1o topic]
(o to Girear Hall}

GREAT HALL
Ask Gerde abour “Portal Poem"
|.-she translates poem o English]
Ak Gerde abour Chapel Panels
[adds “Initiation Ceremony™ on
Cierde's topic]
Ask Gerde about initiation ceremony
[Gubriel can now start preparing for

ceremony]

WOLFGANG'S BEDROOM

Lise open cursor on window

Lise operate curmsor on show outside

Llse pickup cumsor on scissors

Llze scissors on Gabriel

Use pickup cursor on chamber pot

Ulse pickup cursor on scroll case
(g0 ta Great Hall)

GREAT HALL
Use pickup cursor on knife on wall above
lion's head
Lise pickup cursor on sl
(goto Chapel)

CHAPEL
Lise chamber pot on aleur
Lise salt on chamber po
Lise knife on Gabriel
Iblood drips into the bowl wirh sali]
Lise operate cursor on altar
[Cabriel kneels down)
Use scroll on Gabriel
[Gabriel reads the scroll]

DAY 8

WOLFGANGS BEDROOM

Pickup key from the cable

Use key on the locked door
[go o library)

LIBRARY
Look at center backwall bookcase, bower
shhves
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Pickup book 1 on "People’s Republic...”

Lise look cursor on far right back wall book-

cise, upper shelves
Pickup book I “The Primal Omnes™
Lok at left wall bookease, upper shelves
Fickup book 3 cumsor on “Ancient Roats of
Africa”
Lowsk mt far left back wall bookemse, upper
shelves
Pickup book 4 “Sun Worshippers”™
Lovk wi far right backwall bookease, lower
shelves
Pickup book 5 “Ancient Digs of Adricn™
[this puts the Snake Mound book in
inventory]
[igon tor Cireart Hall)

GREAT HALL

Lise snuke mound book on Gerde

Selecr Mosely's credic card response

[this puts Africa on global map]
[Ginbrie] flies vo Adfrical

DAY 2

SMAKE MOUND EXTERIOR
Walk Gabriel down to smake mounsd

SHAKE MOUND - OUTER RING
Lise pickup cursor on all snake tiles in all
rooimas | 12 pibes)

[tiliss are in varkous rooms/positions]
Lise pickup cursor on snake rod in room 9
Put all snake riles in the right rooms

[clock positions 1 - 12]

Lse snake nod om snake tile #3
Baun Gabe clockwise ro snake tile #6 poom

[Gabe must outrun the dead guards,

ar die]

Llse opermie cursor on vine to knock over
demd juand blockimg way o &7 room

[Gubriel meets Woligang]
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Ulse snake rod on hole inside secrer passage-
wy
{enters secret pasage)

SMAKE MOUND . INNER CIRCLE
Walk EAST

Llse ksok cunor an carvings on Stone
Table

Use book cursor on table wop

Use pickuploperare cursor on igon bars on the

wiall, twice
Ulse operate/miowve cursor on bars in
Stone Table
Walk Gabriel WEST
Llse Rivter knife on dead guard
[Wolf dies, Gence gets kidnapped]
[Giabe returns 1o New Orlizans]

DAY 10

ST. GEORGE"S BOOK SHOP

Lise pickup cursaor on newspaper

Lse prckup cumsor on Malia's note
|H.-ia:l'5' cimmes ouat of Sl:u.]:lul
[program conrol mkes inno Stsdia]

GABRIEL"S STUDIO

Ask Mosely abour "Make o Flan®
[Exit imtermogmtion]
[Mimely leaves ook shop]
g to French Chearver Area Map)

FRENCH QUARTER AREA MAFP
Select 5. Louis Cathedml icon

ST. LOUIS CATHEDRAL
Enter far right confessional

ST. LOUIS DOMFESSIONAL
Llse snake mod on knothale
Lise stake rod on bench
Lise signal device on bench
Exir confbessional
[Cabriel & mow in the Secrer
Honarfour]

ELEVATOR ANTE CHAMBER
Llse operate cursor on keypad

OUTER HALLWAY
Gio o Supply Roomn =7

SLIPPLY ROOM =7
Ulse pickup cursor on both Masks and on the
rushes Rwice

[this will pur 2 Masksi2 Robes in
inventory]

Lo to Outer Hollway)

CIUTER HALLWAY
Chov po Careel Business Raoom =4

CARTEL BUSINESS ROOM =4
Uise pickup cursor om record book
[this will put Record Book in inven

tory]
(g0 to Ceremonial Room)

CEREMONIAL ROOM

Lise operate cursor on drums

Comstmsct message “Summon Brother Exgle™
[this will ger Dr. John our of his
o |

Exit this noom by any hallway except #3

OUTER HALLWAY
Aevoiding Dy, John:
Cio o D John's room =2

DR, JOHN'S ROOM #2
Llse pickup cursor on key cand
Exit the room

o o Meney Room =1 )

MONEY ROOM =]

LUse key cand on Room = | door

Lkse pickup cursor on stacks of money 3 times
(o o Body Disposal Room #11)

BODY DHSPOSAL ROOM =11
Lse key card on Boom & 1] door
(g0 to Guest Boom =8)

GLUEST ROOM =5

Lse key card on Boom =8 door

Llse Talisman on Cirace

Lise boar Mask/ Robe on Moscly

Lise walf Mask/Robe on Gabe
[program control takes game o
Cereemory]

CEREMOSIAL ROOM
LUlee Talisman on Tewclo
Llse Talisman on Mosely
Pickup the stone idol
[esther of the following com be done]
Ta berray Malia, use knife on her or do noth-
ing
T st berray Malin, use pickup cumsor on
Mnlia whibe in pix
[either of thise cholces will tke you ta
the ENDING CARTOON]
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ABRIEL K
OINTS:
DAY 12

Bookshop:
Kead day | newspaper

Ask Grace for messages—Omanny's mesage
Ask Girace for messages—Mosely's message

Ciet rweezens

Get magnifying glass

Read Heine Ritter book

Read snake book

Get gilft cerificate from cash register

Ciranmy's

Ask Granny abour Hamison, Margarer, Philip

Giet Dod's sherchbook

Read Diad's sketchbook in inventory
Ohpen secret drawer on chock

Get Rister photo

Get Rister leteer

Read Rivver letver in inventory

Ask Gran abour Heinz Rimer

Police Seation:

Auk Frick ahoui Mesely

Get photo envelope from Frick
Ohpen pheoto envelope in inventony

Jackson Square:
Atrach mime 1o cop
Opemte Radio while cop is gone

Lake Panacharrrain:

Ulse magnifying glass on marks in grass
Ulse tweezers to get scale from inset
Ulse sketchbook 1o copy paitemn on sand

Get clay
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Police Station:

Ask Mosely about “nther six parrerns™
Franks hands Ciabrie] the police file
Ask Mosely for 0 "copfauthor™ phoao
Xerox police file

Put file back in Frank's inbox after the xerox

Viexdoo Shop:
Look a sign
Use musder photo on Willy

Bookshop:
Ask Grace to research Malla Gedde

DAY 2

Bookshap:

Cirace gives Gabriel Malia's addness
Read day 1 newspaper

Palice Seation:

Chamge remperaure gauge oo 13 of
hotier & exit inset

Ask Mosely for coffec

Get hadge while Mosely gone

Jackson Square;

Ciet bt dog

Citve hot dog to listle hoy

Giet technical dmwing

Ciive technical drawing o artise

Arist gets second of {Lake P and police) veve

parterns and agrees o do reconstruction

Ciedde Mansion:
Ciet mio fansuon
et thirciwn ot of manskon

Wowsdhous M isseame

1
2
2
5
|

|
1

1
1
[
l

3

Ask Dr. John about modern voodoo
uentil he gives Moonbesm info
Ask D, John about historical voodoo
untl be gives Laveau info

Ak Dy, John about Loveaw until

he: meentdons cemetery

%1, Louts Cemetery:

Auk watchman abour Laveaw unril be mentions

ather marked rombs

Ak waichman abour other marked tomibs

Lise skerchbook to ger voodoo code =1
Get plece of brick

Moonbeam House

Ask Moonbeam about Se. Jahn's Eve
Cier Moonbeam ro dance

Giet snake skin while Moonbeam dances
Ulse vosodos coude o Moonbeam to ger
eranslation

Magnify snake skin in inventory

Voodoo Shop:
Ask Willy about Animal Masks twice

Borkshop:
Ak Grace to research Camanoux

DAY 3:

Bookshogp:

Warch opening carmoon

Ciet Wolfgang's phone number

Read day ¥ newspaper

Tulare Univensity goes on GNOA map

Sewsdic:
Get hair gel
Call ver and ger Cazumoux’s address

|
i
i

-

Call Walfgang
Bookshop:
Sell Pruno the panting and get $100.00

Vaodao Shop:

Give Willy the $100.00
hee hands Gabe the mask
he hands Gabe the ol

Jackson Square:
Chet reconstmucted vewe from aft b

Fickup an formune teller while she's dancing

Get veil from ground
e seabe from vell in mventory
Crive veil 1o fortune teller

Magnify formune reller’s scale in inventory

Bosikshop:

Ask Crrace to research veve pattern
Police Saation:

Warch Crash Interview

St Louis Cemerery:
See Malia

Tulane:

Wanch Lectiure

Lise reconstracred veve on Hartridge
Ask Harrridge about cabrit sans cor
Lise marrder photo on Harridge

St Louis Cathedral:
Gt peiest's collar
et priest’s shire

Cazmro;
Use priests shirt/eollar on Gabriel
Use hair gel on Gabeiel

= = i B3 =S ==

Ted s el Bl
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Giet inside lvouse
Ak Camanoin about cabelr sans cor and
eramalate it correctly for her

Cazsiinionin hands Gabsiel the spake bracelet

Get cloy mokd of braceler

Granmy’s Houise:
Ask Granny ahowt Wolfgang Bimer ofrer
Heing Ritrer

Mapolean House:
Ask Bartender abous Sam & Voodoo
Uie ganibilin’ ol o Saoe

Sam wins ches gime and Sam agrees o do

something for Gabe—end of soene
Give clay impression to Sam & he mkes it

DAY 4:

Boolechop:

Get 1810 clipping from Grace
Read day 4 newspaper

Hlprﬂd.ri!'hhnm
Ger sake broceler from Sam

Jackson Square Overlook:
See Crash talk to drammer

Cashedrul:

Ask Crash about Drumimser

Ask Crash abour Houndour after Dinimimses
Lise snake broceler on Crash

Take skeich of Crash's tatton

Bookshaop:
Ask Grmace to reserach Fada dnems
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DAY 5

Bexskshop:

Giet Rada Drum book from Grace
Gt jomirel letrer from Grace
Read day 5 newspaper

Read Wiligang's lerter in invemory
Resd Crurirer's jourmal in inventony

Harmidpe's Oifice:
Giet Hartride's notes

Wondoo Musewm:
Oiperate fam switch to ecape snake xitack

Posokshop:

Get mameum snake scale friom ashioray
In invensory, magnify musewm scale and
gt two scales o combine

Cemetery:

Take skerch of second voodoo code
Ulse v code | om voodoo code 2
i1 Attty

Complete correct wrinten meg on tomb wall

Jackson Square:
Talk o Males s formune teller

Mosely's Office:

Prove there's o legit, Yoodoo culr
Prove the cult's a thres

Give Mosely the lead

DAY e

P

Read day & newspaper
Pickup Mosely's envelope

= R . . s

E=

B BaF Pl

Oipen Mosely's envelope in mventory
Read Mosely's letter in inventory
Gier Girace to tattoo Giabriel's chest

Jackson Square:
Talk beignet vendor into returning
to police station

Police Searion:
Uise Mosely’s key vo get into his office

Mosely's Oiffice:
Cher iracker & signal devices

Jachson Sqaare (or any drumnser):
Interpret drim code to ger Bayou
Bt John on the map

W oo M userimy
Pur signal device m coffin

Bayou Maze:

Comectly find screen with rinaal
circle entrance

Use Crocodile mask on Gabriel on

sAme sCreEn

Bayonus Ritual:
Answer Damballab question comectly
Anawer Ohpoun qisesthon correctly

DAY T

Soudioe

Ciet flashlight

Ak Wolfgang about Africa Homeland

Book Shop:
Read newspaper

Cemetery:
Press button to open tomb door

Gedde Tomh Interios:

Opemte flashlight in inventory
while in this room

Finding Mosely's bedy

Ciet wallet

COhpen wallet in inventory

Stuclus:
Sucoesfully get tickets 1o Germany

Crermary—Civeat Hall:
Ask Gierde about Portal Poem
Ask Cende about Inigtation Censmony

Germany—Wolfy's Bedroons:
Wash hands in smow

Laet selssons

Cur Giabe's hair

Ciet chamber pot

et scroll

Germany—rest Hall:
Cien sal
Clet dageer

Crermany—Chapel:
Gabriel completes ceremony comectly

DAY &

Cermany=Wolfy's Bedroome
Goet key

Open Shattenjiger door
Giermany—Libmny:

Firsd srunke mosined book

_— e B

E— o e
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Cermany—{irear Hall
Giet Gende to buy tichets to Afrea
with Mosely's credit cand

DAY o

Snake Mound Outer Ring:

Cret smake rod key

Par all 12 viles in correct rooms

Use snake rod key on tile #3 when
all riles are coerectly placed
Operate on Vine m mom 6 o knock
over puard in doorway

Ll snake rod key in secret passage
in room T o close door

Snake Mound Ceremonial Room:
Look st stone able carvings
Pickup each iron bar

Ciabriel grabs the ealisman

DAY 10:

Bookshop:

Read day 10 newspaper
Cret Makia's mote

Seudin:

Finish making plan with Mosely & he leaves

Confessional;

LUlse snake rod key on knothole
Put snake rod key under bench
Put signal device under bench

Supply Room:

Ger 1 pe each for each OCOMPLETE disguise

formied
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Brusiness Raoom:
Giet Gedde eribal book

Ceremaoniall Room:
Play comrect “call Dy. John™ msg on drums

[¥. John's Foome
et ey

Hl.'l'z'f H-ll:l'n.:
Unleck door #1
Get money

Baoxdy Faooem:
Unlock door =11

Eraﬂ:'infum:

Unlock door #8

Llse talieman o wake up Grce
Give disguise to Momely

Pur disguise on Gabriel

Ceremanial Room:

Save Grace (use talisman on Terelo)
Thieow talsman 1o Moskey

Zenash stome idal

Try to save Malia from Falling

TOTAL GK POINTS:

—_ =

342

CREDITS

Designer/Director

Jane Jensen

Produces/Composer
Robern Holmes

Lead Programmer
Tom DeSalvo

Programemers:

Bob Andrews, Sean Mooney,
Cireg Tomko-Pavia, Jerry Shaw

Mustration Director
Johin Shroades

Animation [Hrector
Michael Hutchison

Backgrounds and Hlustrations
Darleas Cams
John Shroades
Chras Willlis
Deanna Yhalkee

Animation
Michael Hutchison
Chres Willis
Deanna Yhalkee
Darlow Gams
John Shroades

Text & DHalogue
Jane Jensen
Bridget McKenna

3D Rendering and Animation
Michael Hutchison

Lead QA

QA

Judy Crires

Judy Crires
Mutt Genesi
John Ratcliffe

Audio Engincers
Rick Spurgeon
Eelly Spurgeon

Brand Manager
Sherry Shost

Dan Rogers

Sound Effects
Chris Brayman
Robert Holmes
Orphieus Hanley
Rick Spurgeon
Mark Seibert

Music Conversions
bleal Gramdseaff
Jay Usher
(_hiris Brayman

Additional Art
Terry Falls
Ciloria Crarland

Additional QA
Robin Bradley
Duave Clingman
Susan Frischer

Dhirector of Technology
Bill Crow

Eyatem Technologiss
Dan Foy
Brizn K. Hughes
Larry Scott
Charis Smith
Mark Wilden

Systems Programmers
Ed Critchlow
Ken Eoch

Temy McHenry
Martin Peters

“The Making of Gabriel Knight™:

Written, Diirected, and produced by -

Ball Crow
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Video & Photography
Bob Ballew

Customer Service
Diebbie Catanin

Video Capture Actors
Dave Artis
[oma Dean
Max Deardorff
Terry Falls
Robert Lindsley
Wik Parker
Lorelei Shannon
Avpesha Tidwell
Mike Weiner
Eoirin Young

Beta Testers
Fr.ln.l: Bartnlotia
Lewece Champetier
Pere Fisher
B fackson
Crtf Besghlbey
Tl Loarcires
Lirsk Linfley
T My
Do ik
Mk Schey

Spocid Thanks
Wity Prochctions
[ Kehler
Mathan Gams
b {0 T .."‘-|111l|-.|l.'l'
Jimsh Mandel
Sabine Duvall
Mark Hooxd
Bill Skirvin

QA Configuration

Team Lead: Jon Meck

Dhave Clirgman, Daryle Smith, Roper Clendenning,
Lynne Davron, Doug Wheeler, John Trager,
Leoremd Sabws, Ken Earon, Sharon Simmons, Mike
Jomems, Catie Aneleens
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Mapoleon Houose Music
Vieakdi from “Lute Conceno i [O°

Hollywood Voice Owver Production (CTF only)
Wiosce-over LHrector

Stuart M. Bisen

Amh.'l:l'lt' Prlhilﬂ'l'l

|1 shin E. 1._7:'.1!, e TE 1]

S

Cinbrie] Kndghe: Tam Curry

Detective Mosely: Mark Hamill
Cirace Makimura: Leah Remim
Marraror: Virginia Capers

[k John: Michael Dom

Malia Gedde: Leiland _|111'||.'*~
Walfimng: Efrem Zimbaltst, )

Willy Wilker: Rocky Careoll
Madame Coznunounx: Susan Silo
Crash: Chris Lytton

Desk Serpeant Frick: Jim Cummings
Creede: Mary Kay Berpman

Cirmndina P-:l:l.l}:'hr' Linla Crary
Harmmdge: Momre Markhom
Magennia Moonbeam: Nancy Lenchan
Sroncwall King: Monite Markham
Tonssaing Gervatss Dorian Harewood

Additional YVidees:

Sam: _IL'I"T Benaneti

Murke: Monte Markham

Terebs Linda Gary

Lartle bow, O bady: Sory Kay Bergman

Blues band leader, Cajun band leader, Jazz band
leader, muscle man, Dragon, Gunter: Jim
Cummings

Techmical Arist, Bruno, Untformed Officer,
Lucky Dog Yendor, Motoreyvele Cope Jelf Bennetr
Priest, Phone Guy =5, Beignet Vendorn Stanst W
Hosen

Gedde Budler: Tim Curry

Jeep Driver: Mark Hamill

SN AKE

MouwnDp Macrp

Exit to Snake
Mound Exterior.
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GEDDE HOUNFOUR

Anirmal
Uapes
‘I I.I L= |£|,'\.J 1

COurer Hall

Elesvatoe
Ante
L hamber

16)

d/ To Confessional
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