ACT 1 – ZERO TO HERO

PUZZLE FLOW

To become a superhero, you must prove that you have what it takes to become one. To do this, you must talk to the heads of the college in the Ancient Justice League’s room. They instruct you that to qualify as a superhero you need to become famous (getting an official, signed poster of yourself), you need a new, original costume (made of spandex, plain red is the only colour still available – apparently a lot of citizens consider it a villain’s colour) and finally a power (you’ll have to make the proper power drink in the lab). Before you are a superhero, the city streets are considered too dangerous for the students whilst there are no superheroes about, so anything you do will have to be kept within the confines of the college. 
OBJECTS
LOCATIONS
PEOPLE

ACTION

Getting the poster

1) Pick up a poster of Captain Flag in your dorm room.

2) (Ignore)

3) There’s a reporter/photographer taking photos of protesting superheroes (Captain Flag) in the campus grounds. As he goes down to his camera to take a photo, walk into the shot.
4) Use coins in photobooth
5) Pick up a Photo of yourself – it too small for a poster!

6) Go to the old elastic woman superhero in the Ancient Justice League’s room.

7) Talk to her and get her to stretch the photo for you

8) Got poster size pic of yourself

9) Use it on the captain flag poster to stick it over his picture. You now have a POSTER!

Alternate idea is, instead of the photobooth, there's a news photographer taking photos of the protesting superheroes. This could be a good timing/positioning puzzle like those in Apprentice or Monkey Island 2 (the spitting contest) where you have to walk in the way of the photo when the photographer gets into position with his tripod to take the photo with his professional camera.
This doesn't require money (the money is already being used for the washer/drier) and is a different type of puzzle.
Getting the costume

1) Talk to the Dean, the old Justice League glam rocker. He talks on and on about his glory days of the 80s. His career ended when he could no longer squeeze into his old spandex costume.

2) His old costume is on showcase in the honours/trophy room – its bright white and you need it to be red. (I NEED A REASON FOR THIS – Perhaps so nobody recognises it’s stolen)
3) His outfit is protected by a brand new, incredibly intricate security system which can only be turned off by using the password. The odds of cracking it first time are 1/531,441! You’ll need to get that password.

4) At the reception, in the dean’s (the old rocker) pigeon hole there is an instruction manual for the new security system. It goes on to say “The password is “HEROES” But you’ll have to be able to get this letter.

5) The receptionist will not let you take this letter from the dean’s pigeon hole, so you’ll have to distract her.

6) Talk to the receptionist and ask the receptionist to look in your own pigeon hole*. Also ask her what the phone number is to the reception desk.

7) You don’t have access to a phone and the receptionist won’t let you use hers.

8) Use the phone in the dorm next to yours, but you’ll have to, in your own dorm room, open the blind, open the window and use the window. You will climb out and across the outside of the building and into the adjacent window to get to it. You’re now in your neighbour’s dorm – a really girly girl room. Before going through the window, pick up your favourite red sweater from the cupboard.

9) Use the phone to call the receptionist, go back down and whilst the receptionist is distracted (“Speak up, please, I can’t hear you! Are you there? Who is this…?”) pick up the instruction manual from the pigeon hole.

10) Use the HEROES password in the security system and go grab the white costume (you still need to dye it). 

10-2) Pick up coins from the college fountain/statue
11) Go to the college utility room/dorm corridor and use the white costume in the washing machine.

12) Use your favourite red t-shirt in there too.
13) Use the coins in the washing machine/drier, go off the screen, come back on and you’ll now have a COSTUME !

*Might be useful later in the game

Getting the Power

1) Talk to Dr Connolly (he has an arm missing) in the science lab and talk to him about getting a power and they will tell you that you need a power. He tells you there is an ingredient list in your study materials.
2) In your dorm room, pick up one of the bottles on the floor. Look at the book on the desk in your dorm room and it will tell you about the ingredient list for a random power:

Ingredients:

     A dash of Sugar (next to the tea)

     A pinch of Spice (old spice - you just pour it in)

     3x Everything Nice (Pink bow, pink flower, pink teddy)

Cooking Instructions:

     A) Mix into a fine paste

     B) Eradiate

     C) Bring to the boil. 

     D) Serve immediately[/b]

3) Pick up a pot of sugar by the receptionist's teapot.

4) Pick up the "old spice” in your room.

5) Pick up the duvet in your neighbour's room and then pick up the pink teddy underneath.

6) In the utility area/corridor, pick up the fork and the mop handle. Use one on the other to make a combined hook.

6) Go outside onto the uni's main outdoor screen and pick up the pink flower. (this may be located at the college entrance instead).
7) Go to the pond screen (somewhere in the gardens - not the same screen as the fountain) where your neighbour is. She has a pink bow in her hair.

8) Push her into the pond. Her pink bow will come off and float on top of the water. She'll be livid and storm off.

9) Use the fork/mop combo to grab the pink bow. You now have all of the required ingredients!

10) Use all of the ingredients in the food blender and use it/push button to turn it on. You'll now have a fine paste. Use the fine paste in the bottle you got from your dorm room.

11) Use the fine paste in the microwave. On a separate screen showing the microwave, turn the settings up to its highest (Megadeath or something) The microwave will glow green, shine green inside, start flashing and making “mutation/radiation noises”, then jolt erratically around. Clearly distressed it finally “pings” and the dented door will creak open, with the microwave slightly smoking from the top. “Must be done.” You pick up the now eradiated hero drink and the door of the microwave then falls off. “Hey, it’s still cold!”, referring to the drink. The microwave grows tentacles and jumps out the window.
12) Your paste is now eradiated. Go to the Ancient Justice League and look at the bellows above the fireplace. Ask the elastic woman superhero to stretch up and get you the bellows. She comes back down and her arm flops back to the floor without stretching back. She tells you to be careful with them.
12-2) Talk to the fireplace at the Ancient Justice League and he’ll be asleep. Use the bellows on him to wake him up.  Talk to him to ask him if he's "Got a light" and he'll give you some matches.
13) Go to the science lab and pour your eradiated fine paste into a heating pot. Use a switch to turn on the gas and light the hob underneath with a match.

15) Use the bottle on the boiling, eradiated fine paste and use it again and now you have a POWER! Since you drink up in the lab, Dr Connelly can confirm you now have a power.

Main Outdoors area (outdoors)


College Campus Entrance (outdoors)


Pond (outdoors)


Statue/fountain (outdoors)


Dorm Corridor/Kitchen *


Hero’s Dorm Room *


Neighbour’s girly girl dorm room *

Reception



College Corridor




Science Lab




Trophy Room




Ancient Justice League –
Big Shark

Captain Flag


Other Protesting Heroes

Miss Stretch

The Rock

Invisible Man

Flame Man

Receptionist

Dr Connolly

Penelope Pink



CAPTAIN FLAG DIALOGUE


“Hello, Captain Flag!”


“What can I do for you, young man? As the people know, Captain Flag is always ready to help.”


“I just wanted to say that you are my all time favourite star of the Super Defence League!”


“And I’ve read all of your autobiographies!”


“And I’ve never missed an episode of your TV Show!”


“Kid, kid, kid, you’re in the way of the shot!”

“Oh, sorry sir!” *shifts sidewards* “I just wanted to say – “


“So what can I do for you, scout?”
Kid, Junior, Champ, Tiger, Kiddo, Chuck, Sport, Scout
Need roughly 11 locals for act 1 – and got exactly 11!

After completing all of these puzzles, you are granted a Provisional Superhero License by the Ancient Justice League and you are now free to leave the campus and go into the city.

CHARACTERS
Percy Powers

Captain Flag

Big Shark (intro only)

All sorts of NPCs standing behind captain flag

Receptionist

Reporter/camera man

Girly neighbour

Dean King – Old Rocker

Stretch Armlong – Old Stretchy Woman

Fire Man – Old Flame Guy
Invisible Woman – Old Invisible woman
Security Guard – On the gate to the campus entrance. Not an important character
Janitor

Dr Connery
ACT 2 – BREAKING THE LAW
CONCEPTS
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Now that you are fully qualified Superhero, you’re granted permission to tackle the dangerous streets of Manhattan. Act 2 allows you to travel to certain locations in the city in order to break Big Shark’s restraining order. Whilst this is still in place, his tyrannical reign of terror over the citizens of New York cannot be stopped!

There are two objectives to this areas:

· Break the law

· Gather evidence that that Big Shark was behind the heist committed at the start of the game

· Beat the crazy bureaucratically system at City Hall to get the required form.

· Find the villains lair – I’m thinking this could be done like a Batman styled “detective mode”
Locations:

MANHATTAN

City Hall


City Bank


City College
Main Outdoors area (outdoors)




College Campus Entrance (outdoors)




Pond (outdoors)




Statue/fountain (outdoors)




Dorm Corridor/Kitchen (blocked after being trashed)




Hero’s Dorm Room *





Neighbour’s girly girl dorm room (locked)



Reception





College Corridor






Science Lab






Trophy Room






Ancient Justice League –

To get through City Hall:

The target in City Hall is to talk to whoever can get the restraining order rescinded. (Who that could be I have no idea) Then you have to present him with the evidence that Big Shark is behind the crimes currently striking the city.

Go to the reception, where the man behind the desk is deliberately unhelpful. He will ignore anything you say and simple ask his own questions say things like:

Name?

Age?

Take a number. Someone will see you shortly.

There are people ahead of you in the queue and the number you’re given is much higher than that on the ticket counter. A woman at the front of the queue is jabbering on endlessly. The ticket machine shows the queue is at number 050, your number is 150 in the queue. You turn the screen upside down so that the number still reads 050, but it beeps and jumps instantly to 150 (in reality it’s 051). Clever thinking! 
As soon as you get to the front of the queue, the unhelpful employee will put up a sign saying “Out to lunch”, and promptly kick his feet up and eat some noodles as he reads the paper. You’ll have to ruin his meal whilst he reads the paper (timing puzzle). 

Head back to the college campus to find that the protesting heros have all been taken hostage by Big Shark and his cronies. Left behind is Captain Flag’s megaphone. Take the megaphone and go to the college pond, where the grumpy janitor will be fishing (you’ve already ruined his day by destroying the kitchen). If you speak to him he’ll repeatedly say “Shhh! You’re scaring the fish!” If you use the megaphone on him, you’ll scare the fish away. He’ll rant and moan and walk off, leaving his bait behind. Worms. Take the worms to the unhelpful desk clerk and put them in with his noodles. When he sees, he’ll stop his lunch and moan about cheap meals.

Talking to the clerk, he’ll still be as grumpy and unhelpful as possible, but will inform you that to see [the important person] you’ll need to fill in the white form. You fill it in and give it to the man. He’ll tell you to wait for him to come back and set off out the back of the room. You follow him onto a zoomed out overhead map room with many dots (symbolizing people) running around the corridors. You cannot see the clerk and eventually will admit you’ve lost him.
Go back to reception and this time grab the blue form and give that to the clerk (who’s reappeared). This time he’ll head off and when you follow him, he’ll appear as a blue dot amongst the white dots on the screen. You follow him as he wanders around aimlessly for a while until he goes to the next area.

