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1. A word from Benoit Sokal

I've always liked stories where the policeman cleverly uncovers the devious
operations of criminal intelligence. Methodical inquiries is only one scientific
explanation that can unravel the web of horror’ The implacable fogic of a good
sleuth seems to leave little room for improvisation, yet the killers6metimes has
such strange motives and often, the well-oiled procedures that we like:to believe
exist in criminal processes are not enough to restrain the Lm_fathomziblé darkness of
the human soul. .

Benoit Sokal
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2. Walter Jones, an extraordinary destiny

New York, 24th October 1929. Otherwise known as Black Thursday. The start of
the Great Crash in the United States. Walter Jones is just five years old as he studies
the pensive figure of his father looking out of the windows of the Jones Company
offices, gazing at the port of Manhattan covered in fog. Samuel Jones is ruined. It
will take him more than twenty years to rebuild his fortune. Along the way, he’ll
teach the young Walter all about the principles of American success. Walter will
learn his lesson well: today he is one of the wealthiest people in America. It is said
that everything he touches turns into dollars. It is also said that when it comes to
business, he cares neither for scruples nor mercy and that he shows no compassion
for his family either.

Walter Jones is egocentric, a manipulator and paranoid. A fascinating ogre who seems
only to love one thing: New York. The city in which he grew up has always been
an endless source of energy for him; an environment in scale with his oversized ambitions.

So it is hardly surprising that the colossal project he began some years ago on the
atoll of Sagorah, in the middle of the Indian Ocean — an atoll that he bought for
next to nothing from illiterate natives — brings to mind the art-deco architecture of
Manhattan skyscrapers.

His project is a gigantic tower, used both as a hotel and a palace; a monument to
the glory of its megalomaniac owner. A huge lighthouse in the middle of the ocean.
This is where Walter Jones has decided to retreat from the rest of the world and to
live out his life.

This week, the billionaire has invited his heirs to join him on the island. It would
seem he wants to inform them of his will. Well, that’s what his grandchildren, who
quickly replied positively to the invitation, want to believe in any case.

Today, there are eleven people on the isle of Sagorah:

. Walter Jones.

. Sonia Jones, his granddaughter.

. Martin Abruzzi, Sonia’s husband.
. Billy Jones, his grandson.

. Clara Jones, Billy’s wife.

. Marco Jones, his grandson.

. Cristina Bromski, Marco’s partner.

o TS T NIV N O VR )

. Lorenzo Battaglieri, the architect of the tower of Sagorah.

o

. Hubert de Nolent, Walter Jones’ lawyer.
10. Kolio Jumhu, a native fisherman.
11. Baina Jumhu, the fisherman’s daughter.

Latest news: the weather in the sector is bad: violent storms are forecast for the
following days.



G D

3. Introduction to the story

Jack Norm was enjoying a well-earned holiday when his friend and colleague,
Victor Reeves, tied to a hospital bed for several days, asked him to lead an inquiry
for him into the death of the ultra rich Walter Jones. The latter had'died after a fall
in his wheelchair in dubious circumstances. Jack Norm packs up his things and flies
directly to the isle of Sagorah and its huge tower, the dead billionaire’s second home.
Was it murder? The answer to this question is the prelude 10 Jack Norm’s inquiry,
and his ultimate mandate/objective.

4. Precisions on the inquiry’s development

Jack Norm’s inquiry is divided into several mandates. Each one represents a step/an
objective of the inquiry. For each mandate, the player has to collect a certain amount
of evidence and statements.

The police and Jack Norm, give a lot of importance to material evidence. It serves as
the basis for a fact. This does not mean that statements/declarations are not important
too. They are used to support or interpret material evidence. Most mandates will be
solved with a combination of physical clues (material evidence, fingerprints, photos,
documents) and statements/declarations.

5. Configuration

System Requirements

Windows® XP (Home & Pro) SP2/Vista™',

Pentium® 11T 1.5 GHz or higher (Pentium IV 2.2 GHz or equivalent recommended),
512 MB RAM (1 GB RAM recommended),

16x DVD-ROM drive or faster,

3 GB free hard disk space,

800 x 600 16-bit color display,

DirectX* 9.0c (included on disc) compatible or higher 3D video card with 64 MB
of video RAM (3D video card with 256 MB of video RAM rccommended) (ATI
Radeon 9600 series or NVIDIA GeForce 6 series recommended),

DirectX* 9.0c or higher compatible 16-bit sound card, Keyboard & mouse.

'Administrator privileges are required to properly install the program on Windows
XP and Vista.
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Installing the Program

1. Exit all programs and insert the Sinking Island DVD into the DVD-ROM drive.
The Installation window opens automatically if Autorun is enabled on your system.

Note: If you have disabled Autorun on your computer, choose Run from the
Start menu to open the Run dialog box. Type D:\Autoplay.exe and click on
OK. (If your DVD drive is something other than “D”, substitute the correct
drive letter.) 2. Follow the instructions on the screen to complete the installation.

Uninstalling the Program
1. Choose Settings from the Start menu.
2. Choose Control Panel from Settings.
3. Double-click on Add/Remove Programs.

4. Select the name of the program you want to uninstall and click on the
Add or Remove button.

5. Click Yes to confirm file deletion.

Running the Program

To run the program, double click on the title’s desktop icon. You can also run
the program from the start menu. Click on Start, Programs, and select the
Sinking Island folder. Click on the Sinking Island menu item to start the program.

Technical Support

Technical Support and Customer Service is provided by visiting our website at:
http://support.encoreusa.com

Limited Warranty information is available at:
http:/support.encoreusa.com/limitedwarranty.asp




NIKHG ISLAD

7 Play Sinking Island

7.1 Game menus

Start /Quit :

Click Start to run ﬂqe:gmna
Click Quit to-close the.game.

Profile screen

Continue: only accessible if a profile has
already been created and saved. Runs the default
profile (the last profile used. A window shows
its name.)

Create a profile: used to create a new profile —
simply enter the name for the profile using the
keyboard and click ok.

Load a profile: choose a profile from the list of
existing profiles and load it,

Delete a profile: choose a profile from the list of
existing profiles and delete it.

The main menu
New game: start a new game from scratch.

Load a game: choose a game from the list of
saved games. On the left, the time at and date
on which the game was saved is shown. On the
right, the type of game (personal or automatlc)
shows if the game was saved by the playur or
sstul completion
of a mandate. Under the i 1mage the time at and
date on which the . game was saved i SﬁO“ﬂl.
Choose he game and click Load. -

Options: show the options menu.
a. Subtitles: show or hide the game’s subtitles.

b. Video options:

i. Antialiasing: set the antialiasing level
(smoothing of contours. Uses the machine’s
resources.)

MGG ISLAD

ii. Level of detail: each bar, starting from the end, removes a graphic function
for enhanced performance. It removes, in order: reflections, shadows (and
replaces them with discs), particles (smoke, rain, dust, fire effects) and
animations (which become static).

iii. Mode: adjust the default game display. Check 16/9 or 16/10 according to
the configuration of your screen. For standard display, don’t check any box.

o

. Sound options: move the tabs to change the volume of music, sound effects
and voices.

Credits: See the game’s credits.

See cinematics: See the cinematics that have already been viewed during the game.

Choose your game mode

Adventure: classic mode with no time constraint.
Play takes place at player’s own pace and events
are triggered by his/her actions.

Race against time: Real-time mode. You have
obligations and the enquiry has to make progress
quickly (each mandate must be solved in time)!
In the event of failure, Norm is taken off the
enquiry and the game is lost. As for the other
characters, they will live their life and events
will happen at precise times.

7.2 Game menu

During the game, the player can access the game menu via the PPA (Personal Police
Assistant) or by pressing Escape. The following
options are available:

Resume: resume the game from where you left it.
New game: start a new game from scratch.

Load a game: load a previously saved game;
see above.

Save: save the game in progress. Choose a
location from those available in the left-hand
column and click Save. On the right, the image =

shows the player’s screen. The date in the game and the actual date are shown
respectively above and below the image.

Options: access the options menu; see above.
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A single click enables Jack Norm to walk to the place indicated by the cursor.
A double click makes Norm run to this place. The player can change screen when the
cursor shows a direction to follow. This is shown as follows:

To climb a ladder:

7.4 Actions

Take a photo: the player can sometimes take photo evidence and
view it later in the PPA.

View Close up: when the player wants to see certain elements of
the scenery in close-up.

Interaction: when interaction is possible between the player and
a mechanism or between an object owned by the player and
a mechanism.

Doors and keycards: as the game takes place in a hotel, most
doors operate with keycards. So, if the door doesn’t open, you
need to use a keycard. Keycards do not all have the same access
authorization, which means that all doors cannot be opened with
certain keycards. When a door can be opened (by default if it is not
closed or after using a key or keycard), the “door* cursor is shown.
When a door cannot be opened, Jack Norm informs the player.

Taking/picking up an object: when the player can take an object
or evidence, the “hand* cursor is shown.

Using an object in an interactive zone: when the player can use
an object from his inventory, the cursor takes on the form of this
object. The object is transparent and becomes opaque when the
player can use it somewhere.

For example:

Talk/interrogate: when the player meets a character and he can talk to
this character, the “talk” cursor appears.

Fingerprints: Jack Norm was assigned the inquiry while he was on holiday, so he
doesn’t have any police equipment with him, except his PPA (see below). To take
fingerprints, he needs graphite powder (pencil lead powder) and paper. The aim is
to compare the suspects’ fingerprints with fingerprints found on clues or on parts of
the scenery (see below).

7.5 Dialog

The player starts dialog mode afier meeting a character. He can choose 4 topics of
conversation according to the icon chosen.

Magnifier icon: talk about evidence found. Display all evidence and documents that
the player has and enables the player to ask questions about them.

Speech bubble icon: talk about statements gathered. Display all statements/
declarations that the player has gathered and enables him/her to ask questions
about them.

Person icon: ask a character’s opinion on another character. Display all characters
known (met or for which the player has obtained information) and enables the player
to ask questions about them.

Puzzle icon: talk about mandates in progress. Display all mandates opened by the
player and enables him to ask questions related to them.

Note: when an object (or statement, character or mandate) no longer enables
questions to be asked, it disappears from the list. If an object does not disappear
after asking a question, it means you can ask further questions.
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7.6 The inventory

The inventory contains all the player’s objects. All objects that do not provide evi-
dence for the inquiry, but are tools that trigger mechanisms, open doors, etc., are
in the inventory. The inventory is-opened by

on it. When youtoll over the object, its name
appears on the cursor and the deseription is
displayed at the bottom of the inventory in
the description box.

To close the inventory, click anywhere in
the screen, outside the inventory window, or
press I again.

The inventory can also be opened and closed
by right-clicking with the mouse.

7.7 The PPA - Personal Police
Assistant

The PPA enables the player to manage
the inquiry. It lists all pieces of evidence,
statements, suspects and mandates. The
player can open it by clicking on the icon
at the top right corner of the screen or by
pressing P or TAB on the keyboard.

When the player recovers a new clue or new
information or a mandate opens, the PPA 7
flashes this clue/mfo/mandate

The PPA frame there are two bu{tons m

back to the g me

PPA home page provides access to

Day and time frame: shows the day and time in the game. -
Characters database: to access the suspects’ file.

Clues database: to view the clues manager.
Progression: to display the state of progression of the enquiry.

NI d
Suspects’ file

Everything the player learns about a character will be shown in this file:
* Name, age, where he/she is residing in the tower or nearby.
* Where he/she is right now.
+ His/her links with the victim or other characters.

+ All charge elements (everything that incriminates the person).

All acquittal elements (everything that proves the person’s innocence).

Available characters are shown in the left-hand column. To view another
character’s information, click on the person or click on the arrows above and
below the portrait.

Clues manager

This is divided into two parts: the left
concerns the selected mandate (the one in
progress) and the right concerns all the clues
the player has found.

Left — solving the mandate: the selected
mandate is shown in the top left window
in the form of a puzzle piece.

Below, in the form of empty boxes, the
number and type of clues required to solve the mandate are shown.

The gauge under the puzzle piece shows how much proof the player has gathered
to solve the mandate. A full gauge means that the player has everything he needs
to solve the mandate; an empty gauge shows that, up to now, the player has not
gathered any information to solve the mandate.

Right — clues: all the clues that the player has gathered are here: material
evidence, photos, traces, fingerprints, documents and declarations. Their name is
shown on the cursor and their description in the frame at the bottom. Each piece
of evidence can be dragged and dropped into the mandate solving part on the
left — then click ok to solve the mandate.

Viewer: double-clicking on a clue that has a small magnifying glass in the top
right corner, or clicking directly on the magnifying glass, displays a close-up
view of this clue in the viewer. If arrows are shown, this means you can turn

over pages. You can scroll the image if it is bigger than the frame by holding
the click down.

The declaration “pop up”: on the declarations/statements line, double-clicking
on an icon or character opens a “pop up” showing the list of statements that the
player has obtained. By clicking and holding a portrait with a number, the player

11
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can drag and drop the declaration to the mandate solving part, or listen again to
the declaration by clicking on the text (loudspeaker cursor) or double- chckmg
on the portrait.

“Compare” icon: on the bottom right is the * compam icon that opens the

comparator. This enables the player to compare certain clues. Choose a clue in

~each column and click compare. If the clues match (for example;ifa fingerprint

found somewhere is identical to that of a suspect), the comparator s shows this and
updates the clue definition. This also changes t"he appearancc of the icon of the
clue compared in the clues manager.

Progression

This screen shows the players’ progression
in the inquiry.

Each piece of the puzzle is a mandate, and
each mandate {s a question to answer of
objective to reach. Each solution clears up
part of the inquiry.

The grey pieces are mandates which are not yet
open. When several mandates are open at the
same time, you can choose the mandate you
want to solve by clicking on it in this screen.

When a mandate has been solved, the piece Lhanges color and reveals part of

a white silhouette.

Double clicking on a piece of the mandate opens the page of the mandate in question,

Whether the mandate has been solved or not, it shows: the question or solution to
this mandate, the image of the solved or unsolved mandate. If the mandate has been
solved, the image shows a section related to the enquiry.

7.8 Keyboard and mouse shortcuts
Escape: access menu. -
P and TAB: access the PPA.

1 and right-click: access the inventory.

i
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