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MORTVILLE MANOR

AN ADVENTURE OF JEROME LANGE

A game !T...

A kit more than that...

A journey. set to the rhythm of your own curiosity. your
taste for adventure. your caution too. but most of all: your
judgement. A house. calm.at the heart of a raging storms
MORTVILLE MANOR holds a dark secret...

- An urgent telegram

- The anguished plea for help of an old friend

= The chance to revisit the uncertain terrain of your
childhood past

«osYou slam the door behind you...

Hold on there! Not so fast...
O Have you thought to tell your girlfriend you won’t ke
home for dinner this evening. or tomorrow...7?
Obid you remember to kiss mummy and daddy goodbye?
Q Have you put all your papers in order?
TiHas your solicitor got a copy of yvour will? .
(Tick the corresponding hoxes... If your total is less
than three. stay at home... it’s better not to chance the
dangerous siopes of MORTVILLE MANOR.) 3
However» 1 f you passed the lest with flying colours. if
you are over eighteen (nonths). and have nothing else to
lose:, well then... wnothiog for it bt towew in this world
which seems to have found an explanation for all things. one
mystery remains. incredible, disconcerting ...

MORTVILLE MANOR

B.anREL.ALID B .EOURIER

o here vyou are once again at MORTVILLE MANCOR. It has
changed a great deal over the years. What’s maore. the swow
hes covered all traces of the past. even though it had been a
very exceptionsl spring. This strange building stands alone:
Mortville. What do you seek there? Who can tell! If you knew
already: there wouldn’t be any mystery! You will  be given
access to all and everythings the manor is generous. so is
Life, but when the time comes. as it will: it will ask that
you gcive account of yourself. Observe. read carefully
anything that you feel may be important. and never forget the
reason why you have come here. it may be the only way not to
get totally lost in the dark labyrinth that is...

MO R T WV ILLE M A NO R

And now for mome advices

THE FLAYER"S COoRNER

MAKING A BACKUF COFY

Given the somewhat wireliable nature of miviodiives: il
is strongly recommended that you make a backup copy of the
game AS 00N AS POSSIBLE. You do this in the following ways

=S Insert the caripridge MORTL in micradrive | (lefi)
) Tosert & BLAME cartreidge in microdeive T foaght)
cd Types LALING MEV L _CLONE and press ENTER

b Repeat the above procedures for the cart: idge MORTZ

LURE THE QOFIES FOR EVERYDAY ESE !!!

[ hita

Fress the RESET button on the vioght side of the OO0

o Insect the MORTL carteidge v microdrive 1 {(lefl]
Fress the key F1 or F2 (lup left of the keviboard)
Follow the instractions that appear on the screen

dTATION h
ing lhe gemer the screen 8 divided inte & zones.

‘A(see diagram)

= In zone I will appear the names of any persons present
at the scene. The colour will give you an idea of theiv state
of mindd blue. everything's cool: & bit of red: things arve
getting heaviers red ¥...! If you &are alones the message:
"You are alone" will appear.

- Zovne £ is for the pictures. (and at times, text).

~ The - 3rd zone displays the computer’s responses.
comnents. or any other descriptive information.

Zone 4 is the window for your commands.

- Zone S displays the last wobject you have taken. (You
could say it is whatever you are holding in your hand) .

= Zone 6 is used occasionally. at certain times during
the game. The responses of anyone to whom you are talking
will be displayed there.

= In zone 7 you will be given from time to time:
certain details. Sometimes a "K* will appears: in which
Case...press any key

— Zone & displays the time..



TEXT _EDITOR

- Type your text

- Input that text by pressing ENTER

~ The &key allows you to correct any typing errors

THE WORLD OF MORTVILLE MANOR

The game takes place in three different modes: ACTION.
DISCUSZI0ON, and OBJECT. At the stact of the geone youw will
find yourself in ACTION mode .

1) ACTION MODE
~ The acticus you wish to take should be ind:cated
- verb €I the Imperative) .
a) The verb may be understooda immedialely. and oo
will get a response.

by

) The verkh wmay reguire & "pointing’ At tun can
arvow on a red bhackground with « white bovrder. will appean n
zone 7 oand another at the centie uf The soieeni. E.qgs

"y
1.

EN" e WSing the cursor pma move  the  arvvoew  from  the
centre of the scieen to the object you wish to " Y Koy
the SHIFT key (v congpunction with lhe Cursors m.11 iy
the arraow Mmure guick . Woen  Ahe accow e e the reguwnr e
position. press ENTER N.B. The point of the arrow
should be as close as possible to to the centre of the object
concerned.

| You are wifered a choice of screen wind 35 L

the horizontal our vertical CUrsUT keys (dependiag i the

windows Jdisplayed)s lo select your Znotces then press CTHTER.
NOTE: in cases b and ¢ {(above), pressing ESCL belore

confirming s choilce will escape from the cucrrent aclian.

11) DISCUESION MODE
- After the aclion moude instiwction TALE: and the

cholce of who to talk tos o in cevlain cases. uwhere youd have
been foynd somewhere you shouldn™t  bes you  will  gu (RTRET
DISCUSSION mode. The head of one of the characters will
appear on the screen. You shodld lype in the subject of your
conversation. =

e.g: Bob's occupation (as a subject of discassion with
Leo ar one of the other characters).
Wher you have finished your discussion. ®to return to ACTION
mode, you should press ESC.

I1I) OBJECT MODE
- Cunning detective that you are. you are going to
unearth all the objects hidden in the deepest wnooks and
crannies of the manor. From the time you discover your fTirst
object. you will be in OBJECT mode. Certain verbs can be used
to refer to these obtjects. To pass from one object to the

.

next, you should press simul taneously SHIFT and """ (right
hand cursor key). At the end of the seguence. the room ?n
which you are standing will re—appear. however, if you are in
a hurry. the ESC key will return you immediately to ACTION

mode .

HEER

a) At the point of your deparfure for the manor, we
equiped you with a pistol and the telegram that you received.
[t°s lucky that we were here to pack your suitcase for you!

B)  Some information on the family connections of the
characters you will meet at the manor:
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servants PAX

) For the actions. we couldn™t furnish vyou with a
precise dictionary for that would reveal certain secrets
concerning the Manor. We have therefore decided to make «
game within the game. We have providdd the firsi lette: of
each of the verks recognised by the computer. together wilh
their lengths. for you to complete. One ex-eptiun: hist®

(which is noet a verkb) gives you a iist of all the neLtb you
have in your posession. W g
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In some cases,» certain known verbs will not function.

The messages "“?" or "No, not just now" will be displayed.
showing that the action Iis not appropriate at the present
time.

D) For discussion subjects. there again the same
problem. We have decided therefore, for a 1little variety, to
bury the recognised words amongst & more vast range of
vocabulary.

NOTE: The names of characters have not been included in
the dictianary, but may be used in questions (first names
only) .

The words are in singular form, but may be used as
plurals.

— —

A Actions Alarm Ammunition An Ashtay Assassination Attic

Barn Bath Bedroom Behind Blackmail Blazon Body Bullet
Puregau Burial

Cellar Chapel Chuych Chrysanthemum Clock Collect Lorpse
Crime Crypt

Day Death Disappearance Dowry Drama

Eat Engraving Excuse

Fingerprint First For Front Funeral

aift

Hallmar Hamme

Image In Inheritance

Jealaousy

Foadaapping fitoihien

Ladder Last Lounge Lave Laver

Manay Manure = Mark Manusc)ipt Me Message Mistress
Mowirning Movement Murder My Myself

Negative Night

Occupation Of Qo Origin Qu

Fassage Fhotou Fill Pillar Fistol Foison Frostitute

Fainting 5

Rape Relationship Room Rope ‘ "

Scarf Secrel Semame Screwdriver Shot 5ign Silence Silent
Stain

The Theft Their To Tailet Tomk Tower Tracks TutTut
Under Underground "
Wall Wardrobe Watch Weapon Well Wholesaler With Wound
Yaur
-
T3 FINIZH
1)Reminders: .
2 sSelection of vl tically placed windows
Muvement of arrow (for indicating objects)
6-’ Selection of horizontally placed windows
Movement of arrow (for indicating objects)
& To change the last character typed

Rapid movement of arrow when indicating
Move to next object

SHIFT PN

SHIFT -»:

)
|

—

NOTE: The above actions are executed by simultaneously

pressing SHIFT and the key concerned.

exit OBJECT mode
exit DISCUSSION mode
. abandon ARROW (pointing)
abandon choice of windows
ENTER: To coufirm ypur choice
To enter your text communication

2) Details:
The functieon keyw

confirmation by ENTER)

are used fwitheus

far the fellewingsss

reed fer

Fi: End of game
Fiz: Display of day, time. and general atmosphere.
F3: Actions concerning oveself (e.g: "HIDE"...F3 =
"Hide myselt"): or with reference to objects that you are
alreaay In posession of. »
F4: Re-use lhe last verb
F%: FRe—-use the last uvbject pointed to by the arrow
NUTE:  The "SHIFT" beys can be found towards the freont of the
keyboard oun el ther side. iy
The "EZC" key 15 on the back row towards the left.
The % Jfunction keys are along the left hand side of
the Lheyboard. .
IMPOETAMTS - When you press "FL"  (End of game). 1 you are
Usinyg @ copy of lhe cariridge MORTL: your gane will be saved
Lo mieredetve toegether with all the present factors. Thus,
whigi next you re-lead the game. you will be able te continue

exaclily 1rum where you previously left off.
» The keyz F4 and FS are mutually exclusive.

e advices

- Re careful!

- He discreet!

-~ Fay, attention so a® not to be surprised when ypu
sudicwhere where you should not ke!

cMote methodically any information
you obtain.

=~ a0 then...be & good detectiva.

3) Last

woe

or advice that

«..Eon courage and bommchance. Jerome Lange!



Not much to tell you really. my dear Jerome. concerning
the drawings. apart from that they will: I hope. provide a
pleasant and helpful framework for vyour stay at Mortville
‘Manor. Ah  yes! I nearly forgot: the objects in the game are
sometimes presented in an attractive way, with varied colours
and shapes. but it is only the objects themselves that have a
value to the games the decorations. the colour schemes etc.
are superfluous. One last thing: different screens/TV's etc.
do not all have the same degree of colour definition, which
is a shame. since often they will fail to do justice to the
qual ity of the drawings. However. the subtlety of the colours

should not spoil the intrigue. and is not essential to the
plot. Nothing left to say. except to wish you good luck. and
to hope you don’t lose too much of your colour. along with

your life! Happy investigating.
The Demigner

TECHNICIAN"S CORNER

= 2 multitasking programs written in PASCAL.
- The management of the wvarious z2ones allows the
exchange of |nf0rmatiun.betweuu the lwo programs.
Several sub-routines written in ASSEMBLER.
A few munths of sweat.

If you have written a program and would like to have it
publ ished> contact us at the address given below:; stating
yours SURNAME ;

CHRISTIAN NAME
ADDRESS

TOWN

COUNTRY
TELEFHONE NUMBER

If you require any assistance regarding Mortville Manor:
send us this enquiry slip, completed: accompanied by a
stamped addressed envelope to:
Bruno Gourier
KYILKHOR CREATION
77> rue des Plantes
75014 Paris
FRANCE

Your enquiry will only be dealt with if it is
accompanied by this slip (oriiinal) and a sufficiently
stamped envelope.

SURNAME :
CHRISTIAN NAME:
ADDRESS:

TOWN:

COUNTRY:
TELEPHONE NUMBER:

DIAGRAM

N

(6)

(7

| 8]
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