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A 9-Part Campaign

Part 1: Always Begin At Night

Objectives:

 There are signs that a mysterious organization—different from the Thieves Guild—is

planning something. Investigate the circumstances.

 You are a Master Thief, not a murderer. Don’t kill any humans.

Walkthrough by Ricebug

Details such as where to employ moss and water arrows are omitted.

Same with other strategy issues. It’s assumed that anyone playing JIS

missions are experienced enough to figure out the simple stuff.

Intro: This short mission sort of introduces the player to the story. There’s one key to find and an

exit to get to. The player has a chance to sight-see, admiring the well thought-out architecture.

You begin with a guard in front of you. Follow him as he turns right. He will go right again.

Hide and wait til he returns to his starting point. See the crates? Jump upon them and mantle

upon to the wall. Go around and jump onto the balcony. Open the French double doors and snag

the blue key from the woman’s waist.

Below the woman’s balcony to the left are a set of double wooden doors guarded by a female

sword guard. Enter and descend the stairs.

Use the blue key to open the gate.

At the top of the ramp, keep going

straight and turn left as you follow the

brick walkway.

Enter the archway on your right and turn

left again.



Here’s the well. See the archway? Go through it and look left.

Get past the guard and through the opening indicated by

the arrow.

Follow the walkway around until

you see a fountain on your left

with one of those fairy lights

flying around a water well.

Turn towards the well, but take the

archway to the right. Look left and see the

guard in the brightly lit area. You want to

go left from the archway and pass in front

of him.

Once you get through the archway, take

the elevator up to end the mission.

Part 2: A Doubtful Corridor

Objectives:

 You must report what happened at this mansion to the Keeper.

 There is a famous sword, called Masamune, which the mysterious organization says

is valued as much as life itself. Steal it.

 There is evidence of a book—unheard of until now—called Pyonchan's Book. Take

that as well.

 Don’t kill anyone.



Intro: This mission is an exercise in maze work, key hunting, and trying to find switches to open

doors and gates. There’s one optional goal, but it’s a red herring—it doesn’t exit. Certain doors

can’t be opened. Certain rooms can’t be visited. These tactics drive the unsuspecting player to

forever search for non-existent keys and buttons.

Getting Your Lockpicks

You see a guard in the distance. Grab the water arrows from the basin to your right. Angle to the

right and take the ladder down. (Don’t waste your water arrows dousing the fire, since Garret

will still get burned.) Escape the fireplace flames as quick as you can and find a good hiding

spot. Go left and then through the door where an elevator waits. Bring up the elevator.

The elevator will skips the next floor down, but there’s nothing of interest there. Pass through the

spider room into the next elevator. Go down again.

Go through the hall. Ignore the locked gate on your right. Climb the crates up to the walkway.

There’s an archer looking through a window. Enter the double doors on the right and sneak

around the archer. Throw the switch on the wall on the archer’s right. Leave and descend back

down to the lower level.

Return to the hall where you first entered. The gate is now open. Sneak past the guard going

right. Throw the switch on the electric box. Exit the room and return to where the crates are.

Further down the hall another gate has been opened.

Follow the archer around and snatch the Kitchen key from the jewelry box. Return all the way

back up to the kitchen and open the double metal doors with this key.

Take the ramp down into the next room. You’ll see a metal door in the floor. Return to the

kitchen and keep going straight across through the wooden door. Inside is a floor lever. Throw it

to open the door in the floor.

Drop down into the room below. There’s a man standing there wearing red-and-white striped

bloomers. There’s also a large globe in the middle of the room. There are two doors, one wood,

the other metal. Go through the wooden door. Go through this room and across the blue-tiled

floor. You’ll see a couple of Hammerites standing in front of a set of French doors. Ignore those

doors and go through the door on the right instead.

Descend into the well, where you’ll see a couple of zombies fighting off spiders. There’s a

footlocker tilted at an angle. Open it to snag one of your lockpicks. Use it to pick the metal door

to your left.

You’ll pass through a room with a woman in it. Go on through the next door. Take the wooden

door straight ahead of you. Halfway down this hall on your left is a set of double doors. Enter, go

to the end of this hall, and turn left. Go to the end of this hall, where there are two doors on the

right and left. Pick the right door. Descend down into the well.



Take the left branch of this hall. At the end is a generator room to your left. There’s a guard in

here, with a chest. Although most AI will die in this mission if you BJ them, this guard will not.

Pick the chest to retrieve your second lockpick.

The Cathedral Key

Return to the hall and ascend the ladder. Go left, then right, and right again through the double

wooden doors. As soon as you step onto the green floor, go right. Take the stone steps up, sneak

past the Hammerites if they’re still there, and return to the room with the big globe and Mr.

Bloomers. (You can safely BJ the Hammerites.)

Take the metal door on your left. Drop down and head all the way across to where the man and

woman are staring at themselves. CALL THIS THE TEDDY BEAR ROOM.

Take the double arches to the right (past the teddy bear). Ascend the stairs. Cross over into the

room with the lantern and money box on the table. Pick it open to get the Cathedral key.

The Sword Room Key

Return to Mr. Bloomers’ room and take the wooden door again. Go through the Hammerite

room, through the double doors and right. Down the stairs. Cross the green tile and go through

the double doors you see in front of you.

In the distance is a guy holding a spiked mace. Sneak around him and continue to the metal door

at the end of this hall. Pick it open.

NOTE

If you want, you can descend one of the two ramps before you get to Mr. Spiked Mace.

There’s a door down there that couldn’t be picked before. There are a couple of mines in there,

but the No Kill objective makes using them somewhat futile.

This next room may prove a bit tricky. There are two guards flanking an empty pedestal. The

pedestal acts as a switch to open the big wooden door directly opposite. I’ve scoured the halls

and rooms of every place previously explored, and cannot find a single crate, rock, or anything to

lay on this pedestal to open the door.

Thus, one way is to alert these two guards and lead them on a merry chase. Once you think

you’ve gotten them lost, return, stand on the pedestal, and exit through the door before it has a

chance to close on you.

BJ the two-headed ape in the next room and pick open the sea chest to retrieve the Sword’s key.



Getting The Sword

Return to the room with the big globe and Mr. Bloomers. Now go through the metal door on

your left. Drop down. Go right and then left through the first metal door. Go behind the civilian

staring out the window. Go right and down the stairs.

Sneak behind the guard and continue to the metal door at the end left. Pick it open. Go through

the wooden door, down the ramp, and into the room with the two statues. Use the Sword’s Key

on the lockbox. Enter the room and open the chest to get the sword. OBJECTIVE COMPLETE.

Getting the Open Space Key

Return to the TEDDY BEAR ROOM. Go through the double arches and stop. See the wooden

door? Hack it open with your sword.

Ignore the wooden door facing you. Sneak around the guard who is standing at the bottom of

some stairs.

Go up the stairs to an INTERSECTION. You have 3 options: right, left, or straight ahead. Let’s

go straight into the cathedral. As soon as you enter, go right. There’s a guard staring out a

window. Go through the wooden door and behind him to get the flashbombs from the footlocker.

Leave and head to the opposite side of the room.

Pick the door. There’s a sleeping priestess in here who awakens easily. Snag the speed potion

and invisibility potion from the two chests. There’s a small button next to her bed. Push it to

open a door.

Return to the INTERSECTION and take either stairs up. They’ll both take you to a set of

wooden double doors. Go through, and you will see an open door thanks to the button you

pushed in the priestess’ room.

Wind your way down until you come to another intersection. To the right is a guard who will

hear your approach. Don’t bother investigating his room. If you want, you can turn on some

lights by going straight and pulling the electrical box lever. Return to the intersection and go

right.

Descend the stairs. You’ll come upon a couple of weird-looking beings locked up in two cells.

Pass them by and keep going down the hall to your right. Wind your way down the tunnel until

you see a Bram guard standing before a pedestal. On the pedestal is a money box. Open it to get

A key to an open space.

Return to the TEDDY BEAR ROOM. Head out across the walkway and toward the metal door at

the end on the left. Enter and take the elevator on your immediate right. Open the door with the

Open Space Key.



Getting the Devilish Key

Head through the double doors and down the spiral staircase. You’ll end up in a town area. Wind

your way until you see the red scarecrow. See the big crates in front of you? Climb them and go

onto the roof of that building.

Descend one of the two ladders. Mantle the crates in this room and pick the chest hidden

between them. You now have the Devilish key.

Ponchyan’s Book

Exit through the metal door and go right.

On the left is a guard. There’s a big floor

lever that opens the large wooden door

before you. This door opens up the area

that you’ve previously investigated.

Return to the scarecrow. See the double

metal doors? Use the Devilish Key to

open them. Enter this cathedral-type area

and take the first left. Wind you way

around, staying left. Go all the way around

to the back of the cathedral until you see a

guy with red fog around him. On the

ground, beneath the stair landing he’s on is

Ponchyan’s book. It’s hard to see.

OBJECTIVE COMPLETE

Optional Objective

Return to the cathedral entrance and look for another haunt with the red fog. To his left is a

button. Pushing it opens a metal door suspended against the wall. Opening it reveals a gearbox

Return to where you first entered the cathedral. This time, take the right wing. As you wind

around, you’ll see 4 metal doors. There’s nothing in them, so keep going. Head right and take the

stairs you see to the left. Enter this room and push the button on the floor beneath the coffee

table. The fireplace slides away to reveal a secret cache of flash bombs. Return to the stairs. This

time, go left, and take the stairs with the red mechanist flags flanking either side of a set of metal

double doors.

You are now in a prison area. Pick the first lockbox on your left. Take the water arrows from the

footlocker.

Pick the next cell’s lockbox. Inside, you’ll see another lockbox in the pass-through. Pick this to

open the next cell door.

You can barely see Ponchyan’s book lying on the

ground beneath the raised stairs.


