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The date is the 14th of April 1912, a sunny Sunday 
morning. The place is Hamburg, the most 
important port of the whole German empire. We 
are in our private quarters at the "Inter-Hotel": 
"Nice weather here! We're lucky with our holiday!" 
Wilhelm, the devoted driver and comrade with the 
round face and cunningly shining eyes, remarks: 
"What luxury! First I'll have a bath, then a rest, 
and after lunch I will visit an exhibition. Tonight I 
will attend a concert." The shrill ringing of the 
telephone wakes Wilhelm from bis dreams. The 
porter is on the line, a Mr. Rabensberg urgently 
wants to speak with us. 
"Well ... if it doesn't take too long he can come up." 
Morosely, Wilhelm puts down the receiver with 

more force than is necessary. A few minutes later a 
portly man, who looks approximately fifty years 
old, enters the room. 
Out of his bloated face two strangely glistening 
eyes look at us with curiosity. He seats himself 
down, waiting in vain for us to pour him a drink. 
Then, after a pause, he begins his narration .... 
"Gentlemen, please do not be offended by my 
intrusion, but it is of great importance to me that I 
see you. It all began on the 12th of June, 1884 
when an expedition to Cameroon began to explore 
the inner countries of our new colonies and to 
search for old African cultures. This expedition 
was led by the world-famous Professor Gravelius. 
My father was a scientific collaborator on this 
expedition. 
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"On the 17tb of August the two-master, Prince 
Albert', sailed into the port of Duala. A few days 
later the group, consisting of 20 German men and 
50 local bearers, was on it's way to the Jake 
Dierem, situated 400 kilometres to the west. Until 
then this district was known only by the local, 
orally-spread tales. Thus the German government 
bad given orders to explore and record it 
cartographically. 
"During the journey Professor Gravelius 
discovered a cave-grave containing a mummy. 
The professor took the mummy, intending to give 
it to the Institute of Ethnology in Hamburg for the 
public to see. However, the local bearers refused to 
carry it as they were afraid of arousing the Wrath 
of the Gods. It took much time to persuade them 
to take the mummy to the port. 
"However, the apprehensions of the Bearers proved 
not to be totally unfounded when, sometime later, 
several members of the expedition fell ill with 
malaria and had to return to Germany. Professor 
Gravelius also fell ill. He conferred the control of 
the expedition to my father and instructed him to 
take the mummy to Germany. 
"Shortly after his return to Hamburg my father 
met with the Director of the Egyptian Museum of 
Berlin, who was planning a special exhibition. He 
asked my father to lend him the mummy for the 
duration of the exhibition. Knowing that the 
exhibition would last for two months only, my 
father consented to the wishes of bis colleague. 
"Unfortunately the mummy, along with several 
other exhibits, was stolen shortly before the close 
of the exhibition. Although the mummies material 
worth was comparably small, my father never 
recovered from this blow. Only a collector would 
be interested in that mummy. 
"Yesterday I discovered an announcement in the 
newspaper "Hamburger Morgenbote' from the 
Ammerman & Co. Auction House declaring that 
an important African mummy is to be put up for 
auction. I have come to beg you to discover if this 
is my father's mummy. I will pay you, in advance, 
the sum of 100 Reichmarks!" After a pause I 
spoke: 
"I still have a question, Mr. Rabensberg. Why do 
you call on us? We are a lawyer's office, not a 



private detective's office!" 
"I know that, sir, but I am of the opinion that the 
case should rest in your hands - I heard of your 
great success with the Weisgerber case." 
Wilhelm's anger begins slowly to rise with the 
presence of this obtrusive guest. He thinks about 
the slowly-cooling water in the bath-tub ... 
"Why don't you take the case into your own hands 
as you are so convinced of it's banality?" 
"Gentlemen, you are both aware that my interest 
lies in this mummy only as a keepsake for my 
Father, irrespective of it's small value. Therefore I 
beg you to act as my negotiator at the forthcoming 
auction. Your first task would be to find out if 
this mummy is the one I search for. Please do as I 
ask and inform me as to the result of your 
investigations!" "Very well", we answer with 
resignation, "but we must go to Munich on 
Thursday. The auction will begin earlier. If 
anything is settled, we will inform you in time" .... 

etntraf \la(ormatio11 
Mystery of the Mummy! is a complex, German 
criminal-adventure. The program is totally 
controlled with the menu. The following items are 
all part of the program: 
Disks 
I map of Hamburg 
1 telephone and address book include a set of 
instructions 
Due to the mass of data involved, which is 
necessary for this game, it may sometimes be 
necessary to reload the program. You may save a 
game at any point if wanted. You do not need to 
start from the beginning each time. 

\Jllfro6urtlo11 
The background story of the Mystery of the 
Mummy! takes place in Hamburg, the most 
famous port of the German empire, in the year 
1912. The harbour surroundings and the 
atmospheric and cultural sceneries are all a 
reflection of this fascinating city. And this is 
where the crime took place - the crime which you 
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must solve! The game gives you several aids to 
help you unravel the mystery: 
- For your support there is Wilhelm, your 
chauffeur. He will safely take you to the 186 places 
in the city. 
- In your hotel room you may use the telephone 
with which you can gain valuable information. 
- Several restaurants provide you with the pleasures 
in life. 
Explore Hamburg! 
You have five exciting days! 
Beside the "normal" adventure there are several 
action-sequences which bring about some changes 
in the game. For example; you have to salvage 
important exhibits from the bottom of the lake; 
you can also play around in a laboratory; you get 
information regarding criminological exhibits 
(blood and poison proofs etc.) in the library. You 
will find the necessary chemicals in the chemist's 
shop ... 

6omt J>rrparatione 
You have, beside the program disks, a map of 
Hamburg dated 1912. This will make orientation 
easier. Every building on the map has a number 
which corresponds to the number in the address 
book. Each number is unique. The address and 
telephone book contain the names of all the 
inhabitants with addresses and, where appropriate, 
the telephone number. To get to the chosen place 
you need only input the appropriate number of the 
house, shop, building, institution etc .. 
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C64 disk: 
Before you start, you should switch your computer 
on and off once to ensure that no virus remains. 
Load with LOAD"MYSTERY" ,8 (ENTER). Start 
with RUN (ENTER) The joystick must be in port 
U2. After a short time the title screen of the 
Mystery of the Mummy! will appear with speech 
and sound. If you do not understand Latin, this is 
what is said: "Happy the one, who looks 
insensitively on things!". Loading continues when 
the Fl key is pressed. Now follows the story of the 
mummy. By pressing RETURN you can scroll 
the text. By pressing the Fl key you can quit the 
story. 
Now the game windows appear and your decisions 
will determine which path the game takes .... 

IBM PC: 
The program supports Hercules, EGA, VGA and 
CGA cards. 
Before the program is begun for the first time, it 
must be installed. If the installation will not take 
place on a hard disk, you will need three 3.5" disks, 
or five 5.25" disks. Do not forget to remove the 
write-protection tabs. It is not necessary to format 
the disks, but the disks should be consecutively 
numbered before installation commences. 
Installation: Insert your DOS disk into disk drive a: 
and turn on your computer. When DOS bas 
booted, insert the "Mystery of the Mummy - Disk 
1" into the disk drive and type 
(Disk Drive): <ENTER> 
install <ENTER> 
The first installation menu will now appear: 
1: Hard disk 
2:Disk 
3: Exit 
If the program should be installed on a hard disk, 
enter "1 ". If it should be installed on disk, enter "2" 
To interrupt the installation process, press "3". 
After you have entered your choice, you will be 
asked by the computer in which disk drive the 
"Mystery of the Mummy - Disk 1" is situated. 
Please enter this source disk drive as follows: 
(Disk drive) <ENTER> 

The computer now asks to where the program 
should be installed. The source and target drives 
can be the same. Please enter the target disk drive 
as follows: 
(Disk drive) <ENTER> 
Now the second installation menu will appear. The 
graphic modes will be chosen here: 
1. VGA 
2.EGA 
3. CGA 
4. Hercules 
5. Exit 
After you have entered your choice, the installation 
begins. The computer will instruct you when you 
should swop disks. 
To start the program from the bard disk please 
type: 
(Disk drive): <ENTER> 
cd mystery <ENTER> 
mystery <ENTER> 
To start the program from disk please type: 
(Disk drive): <ENTER> 
mystery <ENTER> 
If the game is to be played with the mouse, the 
appropriate mouse driver must be installed before 
the game is begun. It is, of course, also possible to 
play Mystery of the Mummy with the keyboard. 

Amiga (500/1000/2000): 
When the workbench screen appears, insert the 
start disk (Disk 1) into the disk drive. The program 
will begin automatically. 
The game is controlled with the mouse. 

Atari ST. 
Press the reset button on your computer and insert 
disk 1 into the disk drive. The program will begin 
automatically. 
lf you have a disk drive with only 360 KB of 
memory capacity, the program can still be played 
normally. However, the graphics will be slightly 
reduced. 
The game is controlled with the mouse. 



In the first point of the 
menu you find the 
commands for moving, 
along with some special 
commands. 

With this command you 
can get into the car. 

With this command you 
can get out of the car. 
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--~ -----
are beside each other. 

You may only use this 
command in your hotel 
room. If you use it, 
yourself and Wilhelm 
will lie down to sleep. 
You must enter the 1
number of hours you 
wish to sleep for. After 
this time the porter will 
wake you up! 

This command is 
followed by entry into a 
chosen place on foot. 
Obviously this takes 
longer than going by car. 
Therefore you should 
only use this command 
to move to places which 

You will find the number of 
o to in the address book. the place you want to g 

~ 

~~ 
fl) 

After having chosen this 
command you are asked 
for the place you want to 
go to. The number of 
the place corresponds to 
the number of the house. 

•
You may only use this 
command while using 
the car. 

After clickling on this 
symbol, ten minutes 
(game-time) will go by. 

The second point of the 
menu puts together the 
commands which are 
necessary for getting 
statements from people. 

J 

1 

? can ask a person who is 
in the room about 
another person. To do t 
With this command you 

• this you have to enter the 
first name and the '--1••••••• .. surname. A vowel with 
an umlaut (two vertical 

dashes above it) should have an "e' added behind it 
(ae, oe, ue etc.). The ·von' of "de' in a name should 
not be included. 

®? 
Here a person is asked 
for alibi for a certain 
time period. 
You can ask for an alibi 
beginning Saturday 
morning, afternoon or '--1•••••••111111 evening. You can ask 
back in time until the 

evening of the day before. This means that on 
Sunday, the "kick-off' day, you can ask for an alibi 
for Saturday evening, not before. Choose with the 
cursor keys. 

After many text-messages, the chauffeur, 
Wilhelm, asks if you would like to make notes. If 
you answer with ·y• (J' in the C64 version), notes 
are made in your notebook. These notes can be 
used afterwards, at the end of the game, as 
material proof. 

Delete the notebook. 

/@ 
With this command you 
can look at all notes that 
have been written down. 
Selection is made with 
the cursor keys. If the 
text is longer than the 
screen, you can continue '-m•••••• .. scrolling with ENTER. 

5 

t • + 

t 
~ 
t • 
J 
• 

• • • ••• t 
... 
··II·· ••• • • • • • • 

The third point of the 
menu is for dealing with 
objects. 

Pick up an object. You 
may carry around several 
objects at once. 

Put down an object. 

Use an object. 

With this command you 
can show an object to 
another person. This also 
acts as a possible answer 
to a question from 
Commissioner Vantkin. 



The fourth point of the 
menu is for the 
examination of places 
and objects. 

With this 
obtain 
regarding 
position. 

option you 
information 

your current 

Examine an object. 
Either a picture or 
description of the object 
will appear. 

The fifth point of the 
menu is for telephoning, 
but only from the hotel 
room. 

After this you must enter 
the telephone number 
you wish to dial. Look 
up numbers in the 
telephone book. 

Stop phoning. 

n 
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The sixth point of the 
menu is for using the 
disk drive. 

Save the score. 

Load the score. 

Show all saved scores. 

Delete all scores. 
WARNING: All data is 
then lost! 

'tl)t c&amt 
It is Sunday, 14th April 1912, around 9.00 a.m .. We 
are in our hotel room near the Alster, together 
with our friend and chauffeur, Wilhelm. A certain 
Mr. Rabensberg wants us to find out more about a 
special mummy. The Sunday issue of the 
"Hamburger Morgenpost' contains a very 
interesting article. It tells us that there is a 
mysterious secret surrounding this mummy. It also 
becomes clear that other people are extremely 
interested in this mummy. The following days 
bring an exciting development in the form of a 
crime. This requires caution and all the resources 
that you have at your disposal. You have until 
Thursday evening, 6.00 p.m., to solve this crime! 
Then you must meet with Mr. Rabensberg again. 
Commissioner Vantkin will also be present and he 
will ask you 16 questions which you must answer 
referring to statements and proofs. (See "End of the 
Game"). 

E5'ptriaJ Jktas in tl)t c&amt 

bioing 
In this exciting sequence with superb sound you 
plunge into the freezing cold waters of the Alster, 
where two important exhibits are thought to be 
lying. For diving you need special clothes which 
you can find in the city. Under water you must 
escape the dangers and find the exhibits. 

Jn tl)t laboratory 
You can experiment in the laboratory to obtain 
"proofs'. You must find out the corresponding 
ways of experimentation in the library. You find 
the necessary chemicals in the chemist' s shop in 
the city. When you have all you need, go to the 
laboratory. .... you're on your way! 
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Surtl)tr E5'ptria1 Jlrtas 
As well as the above mentioned "special areas', 
there are other interesting places all over the city 
(for example; you can visit the opera, or listen to 
Konrad Roentgen's explanation about the 
mummy ... ). Further information can be obtained 
with the help of Detective "Luchs'. With him you 
can observe every building - you receive an 
observation report from him the next day. Don't 
forget the 'Hamburger Morgenpost' newspaper 
which appears each morning. 

fob of tl)t c&amt 
At the latest at 6:00 pm on thursday evening you 
must visit Mr. Rabensberg' s. Commissioner 
Vantkin will be there and will ask you 16 questions 
which you must answer. You can answer in any of 
the following ways: 
a) Show statements in your notebook 
b) Show objects 
c) Mention names 
If you answer all questions correctly, 
Commissioner Vantkin will be satisfied and will 
take you to see the Head of Crime. This man will 
tell you whole story and end any further 
uncertainty. 

Tips anb Trids 
- The client is paying you! 
- Newspapers report about things you normally 

wouldn't hear about... 
- Eat in restaurants ... 
- There are no public telephone boxes ... 
- Cars need petrol! 
- Take care of yourself! 
- Sometimes waiting is better ... 
- Take advantage of cultural offers ... 
- You have 5 days to solve the mystery ... 
- Be on time for Mr. Rabensberg! 
- Remember where you parked the car when you 

go by foot! 



INTRODUCTION: 
L'histoire preliminaire du mystere de la Momie a 

lieu a Hambourg en 1912 dans le port le plus 
celi:bre de !'empire germanique. Le decor 
portuaire, le paysage atmospherique et culture! 
sont le reflet de cette ville fascinante. Le crime, 
qui vous est demande d'elucider, se deroule 
d'ailleurs a Hambourg. Le jeu est la pour vous 
aider a decouvrir le mystere: 

- Comme accompagnateur, ii y a Wilhelm, votre 
chauffeur. II vous conduidra en toute securite dans 
186 endroits precis de la ville. 

- Dans votre chambre d'hotel, se trouve a votre 
disposition un telephone vous permettant 
d'obtenir des informations Ires precieuses. 

- Plusieurs restaurants vous peremettent de deguster 
de "bans petits plats". 

- Explorer Hambourg ! 
Vous allez passer 5 jours excitants. 
En plus de l'aventure proposee, ii y a differentes 

sequences d'actions qui entrainent quelques 
changements dans le jeu. Par exemple : vous serez 
peut-etre amenes a recuperer des pieces a 
conviction dissimulees au fond du lac, vous 
pourrez egalement obtenir des informations 
concernant des documents criminels (notamment 
des traces de sang et de poison) dans la 
bibliotheque. Vous trouverez le necessaire 
chimique cbez le pharmacien. 

PREPARATIONS DU JEU : 
Vous possooez, en plus du programme sur 

disquette, un plan de Hambourg datant de 1912. 
Celui-ci facilitera vos deplacements. Chaque 
batiment du plan possi:de un numero unique qui 
correspond a ceux inscrits dans votre carnet 
d'adresses. Le carnet d'adresses et de numeros de 
telephone contient le nom, l'adresse et le numero 
de telephone de chaque habitant. Pour vous 
presenter au lieu prealablement choisi, ii vous 
suffit d'introduire le numero correspondant a la 
maison, a la boutique, au biitiment OU a 
l'etablissement... 
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CHARGEMENT: 
Disquette C64 Avant de brancher, allumez votre 
ordinateur et eteignez-le aussitot pour vous assurer 
que le programme precedent a bien ete efface. 
Tapez ensuite LOAD "MYSTERY" 8 (ENTER) 
Puis tapez RUN (RETURN).Le joystick doit etre 
en position 2. Le titre "Mystery of the Mummy" 
accompagne d'un fond musical apparait sur l'ecran. 
Si vous ne comprenez pas le latin voici ce qui est 
inscrit "Heureux soil celui qui regarde les choses 
insensiblement". Le chargement continue, une fois 
apres avoir tape sur la touche FI. Des a present, 
l'bistoire de la Momie commence. Appuyez sur 
Return, pour obtenir le texte. Appuyez sur FI, 
pour abandonner l'histoire. Enfin le jeu apparait. 

IBM PC : 
Le programme est compatible avec Hercules, VGA, 
CGA. Lars de la premiere installation, le 
programme doit etre installe. Si !'installation est 
compatible avec un disque dur, vous devez disposer 
d'une disquette 3.5(trois) ou 5.25(cinq). N'oubliez 
pas de retirer I' etiquette de protection. II n' est pas 
necessaire de formater Jes disquettes, mais ces 
dernieres doivent etre numerotees avant de 
commencer !'installation. 
INSTALLATION : 
Inserez votre disquette DOS dans le lecteur de 
disquettes et allumez votre ordinateur. Lorsque le 
DOS est en marche, inserez la disquette 1 du 
Mystere de la Momie et tapez 
(Disk Drive) "RETURN" 
install "RETURN". 
Le menu de la premiere installation apparait a 
present. 
1. disque dur 
2. disquette 
3. Exit 
Installation du programme sur disque dur, tapez 1 ; 
ou sur disquette, tapez 2. Pour interrompre le 
deroulement de !'installation, tapez 3. Apres avoir 
determine votre choix, l'ordinateur vous demandera 

mi vous avez place la disquette 1. Introduisez 
ensuite la disquette de commande de facon suivante 
:(Disk Drive) RETURN 
Precisez a l'ordinateur, !'emplacement du 
programme. Les disquettes de donnees et de 
commandes peuvent etre identiques. Introduisez 
ensuite la disquette de commandes de facon 
suivante: 
(Disk Drive) RETURN 
Le menu de la deuxieme installation apparait a 
present. 
Cboix de grapbique: 
1. VGA 
2. EGA 
3. CGA 
4. Hercules 
5. Sortie 
Apres avoir pris votre choix, !'installation est en 
marcbe. L'ordinateur vous indiquera ensuite le 
moment mi vous devrez changer de disquette. 
Pour commencer le programme avec le disque dur, 
tapez 
(Disk Drive): RETURN 
cd mystery RETURN 
mystery RETURN 
Pour commencer le programme avec la disquette, 
tapez 
(Disk drive): RETURN 
mystery RETURN 
En cas d'utilisation de la souris, celle-ci doit etre 
installee avant le debut du jeu. II est egalement 
possible d'utiliser le clavier pour jouer avec le 
Mystery of the Mummy. 
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AMIGA (500/1000 I 2000) 
Lorsque I' image de l' ecran apparait, inserez la 
disquette 1 dans le lecteur de disquettes. Le 
programme se declencbe automatiquement. Le jeu 
est commande par la souris. 

Ali\RI ST : 
Tapez RESET et inserez la disquette 1 dans le 
Iecteur de disquettes. Le programme debutera 
automatiquement. Si votre ordinateur a une 
capacite de 360 KB seulement, le jeu peut 
neanmoins etre joue normalement. Cependant, la 
qualite des graphiques sera roouite. Le jeu est 
commande par la souris. 



!t 

Sur la premiere icon du 
menu, vous trouvez les 
commandes de 
deplacement et, en plus, 
des commandes speciales. 

- Vous permet d'entrer 
dans la voiture, 

- Vous permet d'en sortir, 

- commande utilisable 
seulement ii l'hiitel et qui 
permet ii Wilhelm 
comme ii vous d'aller se 
reposer. Indiquer le 

...._••••••••nombre d'heures de 

--t -----

sommeil choisi. Une fois 
le temps ecoule, le 
gardien viendra vous 
reveiller, 

- Permet le deplacement ii 
pieds dans un lieu 
determine. Utilisez 
seulement cette 
commande pour vous 

rendre dans des endroits proches les uns des autres. 
Vous trouverez le numero du lieu choisi dans le 
carnet d'adresses, 

Vous permet de vous 
rendre en voiture au lieu 
choisi . Le numero de 
I' emplacement 
correspond au numero de 

"-.••••••• .. la maison. Cette 
commande implique 

(' utilisation obligatoire de la voiture, 
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Une fois apres avoir 
choisi ce symbole, un 
laps de temps de 10 
minutes sera ecoule, 

--.------•(duree du jeu) 

La seconde phase du 
menu englobe les 
commandes permettant 
d'obtenir les declarations 
des temoins. 

D 

t? -Vous permet d'interroger 
quelqu'un succeptible de 
vous donner des 
informations sur d'autres 
personnes. Inscrivez 
notamment le nom et le 
prenom de la personne 
concernee. 

®? - Demande d'alibi d'une 
personne pour un temps 
determine. Celui-ci est 
acceptable ii partir du 
samedi matin et au plus 
tard samedi soir. Utiliser 
la touche curseur, 

- A la suite de plusieu rs 
messages-tests, votre chauffeur Wilhelm demande 
si vous voulez prendre des notes. Si vous repondez 
par Y ( J pour le C64 ), ces notes seronts inscrites 
dans votre bloc-notes, afin d'etre utilisees corn me 
preuves materielles ii la fin du jeu. 

I& 
D 

- Vous perrnet d'acceder ii 
toutes vos notes. La 
touche cu rseur 
selectionne votre choix. 
Si le texte est plus long 
que l'ecran, tapez 
RETURN, 
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La troisieme phase du 
menu concerne 
('utilisation des objets. 

- ramassage d'un ou de 
plusieurs objets, 

- Depiit d'un objet, 

- Utilisation d'un objet, 

- Vous permet de montrer 
un objet ii une personne, 
ou de repondre ii une 
question posee par le 
commissaire Vantkin. 



La quatrieme phase du 
menu permel une etude 
approfondie des lieux et 
des objets. 

- Cette option vous 
permel d'obtenir des 
informations concernant 
votre situation actuelle, 

- Examen d'un objet 
(!'image ou la description 
d'un objet peut 
apparaitre). 

La cinquieme phase du 
menu permet de 
telephoner, mais a partir 
de l'hotel, 

- Composez le numero de 
telephone cboi si. 
Consultez l'annuaire, 

- Raccrocher. 
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La sixieme phase du 
menu concerne 
!'utilisation du disque de 
commande. 

-

-

Sauvegarder les donnees, 

Enregistrez les donnees, 

Lisle des resultats 
sauvegardes, 

Effacer les resultats. 
Warning : loutes les 
donnees sont 
abandonnees. 

Le dimanche 14 avril 1912 aux environs de 9 
heures, nous sommes dans notre chambre d'hotel 
pres de Alster, en compagnie de notre ami, le 
chauffeur Wilhelm. Un certain Monsieur 
Rabenberg s'attend a ce que nous Jui procurions de 
nombreux renseignements concernant une momie. 
L'enigme de ce dimanche, extrait d'un quotidien de 
Hambourg contenant un article tres interessaot, 
dissimule un mysterieux secret au sujet d'uoe 
Momie. D'aulres personnes s'interessent egalement 
de tres pres a cette Momie. Au fil des jours, 
!'elucidation du crime devient de plus en plus 
excitante. A vous de meltre en valeur, les atouts que 
vous possedez. Soyez ingenieux ! Vous devez 
imperalivement resoudre l'enigme jeudi soir, a 18 
beures au plus lard. Vous devez ensuite rencontrer 
Monsieur Rabenberg. Le prefel de police Monsieur 
Vantkin sera egalement present afin de VOUS poser 
16 questions auxquelles ii vous sera possible de 
repondre a raide des depositions et preuves 
recueillies prealablemenl. (consultez la fin du jeu) 

LIEUX SPECIFIQUES: 
Fond marin 
Cette passionnante sequence vous fera plonger dans 
les eaux glaciales de Alster, afin d'y decouvrir deux 
pieces a conviction. Pour plonger, vous avez besoin 
d'un equipement adapte achelable en ville. Une fois 
sous I' eau, vous devez eviter le danger et trouver ces 
pieces a conviction. 

Le laboratoire 
Vous y trouverez probablement des preuves. Vous 
serez amenes a elaborer un plan d'experimentation 
dans la bibliotheque. Vous trouverez le necessaire 
chimique cbez le pharmacien de la ville. Lorsque 
vous avez obtenu tout ce dont vous avez besoin, 
allez au laboratoire. Vous etes dejil sur la bonne 
piste! 

Autres endroits 
Plusieurs autres lieux sont mis a votre disposition 
(!'opera ... ). Des informations supplementaires 

peuvent etre obtenues en presence du detective 
Luchs. II vous demandera d'observer chaque 
batiment et de Jui en envoyer un rapport detaille. 
N'oubliez pas de lire le quotidien "Hamburger 
Morgenpost" qui parait tous Jes matins. 

Fin du jeu 
Vous devez rendre visite a Monsieur Rabenberg le 
jeudi soir a 18 heures au plus tard. Le prefet de 
police Vantkin sera present pour vous poser 16 
questions auxquelles ii vous faudra repondre. 

Repondez de la fac,:on suivante : 
- Montrez les declarations inscrites dans votre 
camel de notes, 
- Montrez les objets, 
- Mentionnez des ooms. 
Si vous repondez aux questions correctement, le 
prefet de police se fera un plaisir de vous devoiler 
l'enigme du crime. Cet homme doit vous resumer 
l'histoire et meltre fin a toute incertitude. 

CONSEILS ET ASTUCES : 

- Votre courtier vous paie, 
- Consultez les journaux, 
- Mangez au restaurant, 
- Aucun telephone publique n'est mis a votre 

disposition, 
- L' essence est chere,. 
- Soyez toujours prudent, 
- Soyez patient, 
- Ne negligez pas les evenements culturels, 
- 5 jours vous sont accordes pour devoiler le 

mystere, 
- Soyez a l'beure chez Monsieur Rabenberg, 
- Garez votre voiture en lieu silr lorsque vous allez 
a pieds. 

SOYEZ TRES ASTUCIEUX !!!! 
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