LEVEL 1 – MARDIS GRAS

SETS
CHARACTERS
PLOT 

PROPS
WORLD PROPS
STATUE
RECEP-TACLE
TRAPS
VISIONS
SECRETS
NOTES

A. Tomb of Marie Laveau
Voodoo Torchbearer (1)

Dogs

Bats

Rats


Tomb offerings 

(statue clues), ceremony ingredients
Statues and Angels, tombs, urns, coffins, skeletons.
In Zombie crypt under Marie Laveau’s tomb.  


None

Ceremony of removing statue – vision of plantation surroundings for receptacle ( flipmap of statue room)
1. If statue ceremony is performed differently 

(ingredients, a shrunken head,   tongue, a rooster foot etc) then a different vision opens up – 

2. Link to Paddleboat 

(showboat) – bonus level. Very musical! Small theatre  on board, rooftop fight.

3. Something simple! – eg a secret small tomb in A., or Mardi Gras
Possible jeep for sections A and B. 

Possible split into 2 load sections, AD and BC ( too many characters)

Section C – really the ‘blues’, i.e. in blue!

Music – Jazz/blues, voodoo chant



B.  Basin Street – Houses with verandas, a square, hotel, Spanish barracks
Dr YaYa’s  Henchmen (bald, shades, suits)

Voodoo Torchbearers

Dogs

Mummies – zombies (a few)

Rats


Written clues – eg books, apothecary potions, a rooster’s foot.
Verandas, hotel sign, statue in square ( jazzman)







C.  Mardi Gras Warehouse -  carnival floats and heads, fish factory, cranes


Dr YaYa’s  Henchmen (bald, shades, suits)

Voodoo Torchbearers
As above – Beauregard memoirs, civil war 


C. giant floats and heads









D.  Church leads to underground Voodoo Jazz Club and Labyrinth under tomb


Voodoo Torchbearers

Bats

Ghosts – zombie spirits

Flying snake Woman – ghost of Marie Laveau

Mummies – zombies

Scorpions – voodoo-like creepy crawlies – induce visions


Jazz instrument, ceremony ingredients, eg a tongue.


Flaming torches, bonfire, skulls and skeletons, plus A.









