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INVITATION

~ Solution:
“I need your help, someone close to me is a criminal and | will expose them during

the party.
You need to start at 2.”




LOCKED DRAWER

" Use the letters and numbers found on the key in the left drawer.

Password:; mxr37




NOTE IN THE LOCKED DRAWER

~ Solution: “I'm an Alister” or “I'm an A-lister”

Password: imanalister




COMPUTER

~ Password: imanalister




f( WHAT WAS THE ORIGINAL SEATING?

" Password:
1.You
2. Alf
3.Angela
4. Jennifer
5.Herve
6.Maynard
7.Shontae
8.Alice
9.Caroline
10. Stancliff




Solution:
Password:
You=Z
Maynard = down
Herve = Five
Shontae = Left
Alice = Upright
Caroline = Six
Alf = Down
Stancliff = Left
lennifer = Eight
Angela = Upward

SOLVING THE GUESTS’ CLUES
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SAFE LOCATION

~ Password: undersofa




SAFE CODE

- Password: 3717




—

gﬁ WHO IS WHO - CHARACTER CARDS |

" Solution: -
Herve = The Chef

Shontae = The Judge

Alice = The Ambassador

Stancliff = The Merchant

Caroline = The Lawyer

Angela = The Gardener

Alf = The Colonel

Maynard = The Doctfor

Jennifer = The Heiress
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Solution:

The Carrdener tends to the plawts in
thherr caree with a semee of jev. It i
ot @ mrere job fo them, for the
lants awre Ik children to theme,
Andd wor o anyone who R thae
i heir care.

Seepa:
The Merchant and the Hefrers swap
jelaces but by after the Merchant
s imvived duice already.

ABC

MOVING THE CARDS ARO

THE HEIRESS

Deseription:
The Hedress nses aflers bo do what
they are to lagy fo do thewrselves,
They thiuk they are kivwisdgeable
o ity o, Bt for etk thedr
anly arra of expertine s smakiug
other's lires Rerder,

Srepa:
The Curredener and the Colonel
s places.

DEF

The Divetor s vheifled hands and
a cliuicnl eye. They notice if
amything is oud of place and have
a need fo fi aupthiing they find

Bhard i wet s il shonkd be.

Steps:
The Gardener and the Lawysr
swp places, bt oy after batk

THE CHEF

Drescription:
The Chaf ix always eooking, and
vatiing. Thy bowe finsd arnd ksoss liosw
tor etk aer sr dnudred divher.

sicps:
Thhe Jusdge and the Docior swap
places.

THE AMBASSADOR

Diesaription:
The Ambarsador is always
cliploamatic i therr anterotions,
They will never give a direct
sttt awad if thiy say soanething
egative of sowreons it is always
Sollowed dy a conpliment.

Steps;
The Lasyer and the Chef

MNO

THE JUDGE

e
“Tive Judige ix driven and focnsed. They
sary it for oty mratters s euly
weede the troeth ro trat faretice can be
warrird ourt for the workd fo be a bettrr

PQRi

THE LAWYER
Descripion:

Thee Lamyer kemows hoar fo sse

their words. They have a tharg

tougue for their enemies and @

silver eue for those they want ta get

dlose to. Aud they will always get
wlvat they are owed.

Stepe

The Jredge snaps with the Colowel,
aat ooy after bodl have moved

o alroady,

THE COLONEL

Deseription:
T Codomel doern't minee words,
They awve direct and are wsed fo giving
anders, They hatve little paatience for the
Aot
Stepar

The Hetress and tive Dodtor s

Pplaces, bt anely after buth huave
mared ouce already,

THE MERCHANT

Deseription:
Tive Merchams I gye for riches
and can smiff ont a deal where none
is oboions, They enjoy the challenge
of whiat thay do, but their true joy
comies from msking o profit.

Snpr
The Ambassudor and the Chef swap
[haces, but anly after both have




CODED MESSAGE

" Solution:
“The criminal is the one sitting across from the Gardner”




SOLUTION

~ Password: aliceclark




