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MaRTVillE MANOR 

AN ADVENTURE OF JEROI1E LANGE 

A game ' ? .. 
A bit more than that ••• 
A jou r ney, set to the rhythm of your own cur iosity~ your 

taste fOl' adventure;, y ou r caut i on too, but most of all, your 
Judgement. A house~ calm~at the heart of a raging sto rm, 
MORTVILLE MANOR holds a dark secret ••• 

An urgH,t 'tele;gl'am 
The anguished plea for help of an old friend 
The chance to rev isit the uncertain terrain of you r 

ch i 1 dhood past 
••• You slam the doo r behind you ••. 

Hold on there! Not so fast .•• 
OHav e you thought to tEll yo ur girlf ri end you won't be; 

home f o r- dinner this evenjng~ or tomorrow .•• ? 
OD j J y ou r ememG~I' to kiss olummy and daddy goodbye ? 
CI Hav e you put a ll your papers in ol' del'-O-
OH"s youI' solicit ol' got a copy of y our ,.!ill? 

(Tick the corresponding boxes .•• If your t o tal is less 
~han thr' ee~ stay at home •• • it's better not to c hance the 
J ~ngeruus slopes of ~JRTVILLE MANOR.) 

HDw~ver, ,f you passed -the lest wl~h flying c olours. i f 
yC> u :al~e Li ve r' eighteen ( moflths), arid have nothing ~lse to 
lose~ . IJHdl t hE·(r~ •• f1a t hirlg fOf' it but to .... ir. this wa r' ld 
1.'.11-: j ch se ~ms t o h~-\ V E f o ttnd an t?xplanat i on for" all th ings:> one 
IfI / ST£" ' Y rem:3jr,s ~ il'lcr"t?dib l&~ disCDI"'CE-rting 

MaRTVILLE MANOR 

:=.0 he r e; y ulJ al' e or,ce again at MORTVILLE MANOR. It ~"as 
,: ha.f,g ed a y l'"Ecat de~d Ovei " the years . What:>s mOf'e, the sno'J"' 
h ,;-. s ,:ov~ped a~l tl ... ~ces of the p ast:> even tt-,ough I t ha jj been a 
v~ry ~XCE pt lundl spi' ing. T his strange building stands alone= 
Moel ville . What do y ou seek the re? Who can tell! If you knew 
dl(eady ~ tt,E-i ' e wouldn't be Ftn y my stery! You \.IJill . be gi v en 
ac ce ss to all an d eVer" y thing~ the mano r is generous~ so is 
life:> but 1"~lhen the time comes~ as it will:> it I.IJill a.sk that 
you give aCCOuf,t of yourself . Observe~ read carefully 
anyt h in g that y ou feel may be important, and never forget the 
r- eason ~l,Ihy you have ,:ome here ~ it may be the only way not to 
y~t lo ta ll y lost in Ihe dar k labyrinth that is ••• 
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MAKING A BACKUP COPY 
Gi ve n the somel'Jhat unr-el iable (ldtlJj"E- of ,iij '_1 od. " ivt's~ i 1" 

is s tf' onyl y r" ecUffimelld~d th at y ou make a bd(.: kup cCIJ Y of t h E' 
gdme PI::;' :::.l]or·1 A:=; F'G:::,S I BLE. "(ou do thI S In the io lluIJ.li "y '"'.I~Y' ; 

a) Inse r· t the ': a l'"' ir- i,jye MljF:T! i n mi ':r' Cr dr ive j (le:-f "t) 
b ) Jnser"t a BL~~N I< ca r"t .. " jdge in ,l,i ci "ud(" , v t2 ::: ( I " .ght) 
c) T yp e: ~ RUN i' i[lV 1 CLot~E a (, oj p 1'1, ciS ENTER 
d) R ~pi::' at "the ciLIO '",, ~ p r"fJt.: edu l"E' s f ur" (' ilt: La-r"t, i -:I g e j 9 iORT::' 

USE THE COFIES FOR EVERYDAY USE !! ~ 

W)£1Jdl~§ 
r~ ~ 5S the RESET button u)) I h ~ i ' . gt,t si~ ~ of t~,~ QL 
rf,s e r"t the 1'10RT l ca.- t. ,i dyl=' in ll". i ci ' o d( i -~" e 1 ( l ~ft ) 

F'r' ess the k~y F"l Dr" F~ (tu!-, It:: f t uf t h~ k~\t' L'Udl"' d) 

Follu~tJ the ir,str"Llc. ti 'H l s thdt dt=Jpear- on the SLr,H~i r 

PRE:=;EtHATJON 
DUi"' ing toil e tJ~.TH:?~ 

In zo ne 1 wi ll dPp~dr- the n6mes of any ~el"sans pre5 ~(l t 

a t the scene . The c olour will give you an idea of the ir state 
of mi ..... j: bllje~ t? ver-y thing~s co ol; a bit of r- ed~ tt,ing5 ar' e 
getting r.E·a v iel' ; j"' ed -;:· •• a ! If you cd' e a.l one", the message: 
" Y oLt ar-e a larle" I.l.Iill appear-. 

Zo ne 2: is fOl' the pictures. (.md at times, text). 
The 3rd zone di s plays the compute r ~s responses, 

c omments, or any other' descr ipti v e infor-mation . 
Zone 4 is the window for your c omma nds. 
Zone 5 display s the last ~bject yo u h~ve t a~erl. ( You 

could say it is ~'halever you a r e holding in your- hand). 
Zone 6 is used oc c asionall y ~ at c e rta in times during 

the game. The responses of anyone to wtlom y ou are talk in g 
will be displayed there. 

In zone 7 y ou will be given from time 10 time~ 

certain details. Sometimes a 1K' will appear: in which 
case ••• press any key 

- Zone 8 displays Ihe time. -
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TEXT EDITOR 7 Ty pe y 01l1' t ext 
Inpu t that te xt by pressing ENTER 
The ~key a llows y Oll t.o -corl'e.: 1 any t yp ing {On'o l' s 

THE vJORL[I OF MORT\! I LL E 11AI'KiR 
~ame t ak'; s ~) l~j;:;--U~r' e-e d I f 'fel ' €11 t lIiod f:s : AC:T IOI~~ 

DISCU:::.'::.ION 1 a nd OBJECT . At th e 'iil'c:l .-· t ( J f tht! gi:tlilt!' ylJl.l "'Jill 
f i nd y ourse lf ill ACTIOI~ Inode. 

I ) I'le. T I ON 110DE 
The ac ti oi l S y a '.l I .~jisr. to t ak e f:ho u ld t o;. ind ; c: 2"t2·j 

.., . rb (I , . t l •• Imp_r-."'""". ) , 

a) The v e l~ b ma y' t, ~ U(fut?f'stoo'J imme d la i. e l y .. ~'-I,j y":"~ 

Will get a r espon s e. 
b ) Th~ v er-b !rti:(Y l" ' f.oq 'J i _"'It? a 

a ' .. j .... o •.• .1 un a (' &d b d(: I.: g r-o und ' ... Iith d ll.lhj1~ 

:":('f, €o ./ elL",d ano t he " it t {'I-,e ' -t:,' 1 1 t i t: u f 
" ( IF-EN" ~ ." " l.I 5 1rl9 t n e cu (' s or- kE")'='~ mOV E: 
I.- 2fti.t:.' Ii ;- t t lt: ~':(t::en tu thE' IJbie •. -: t ,' w l.! 

' puj)dii 'j(;) : i::\ 1. t , u l l \to.i ll 

bOi 'd e( , I'J ill dIJ IJ I:.! b.I: , I I 

'III~ 50 '_ 1 '.::~(t}.. E~' :,: 
th /;.I d(·j" U' 1.1 from tl"t H 

1.'.t I S r , t o ;' ()PE=J'.j" . ( U!;;j " >;J 

t :H~ ':·H IF'! t· .. · )' 'I' ," q (, III,il,- i Ion Ivr th ,tlte ': U l"SO(:; Iriil l dl sp lL~._ t~ 

I h e it r- (' G I,') ITl l' ~ , t? q • .t i ': ~ ~ 1 y J.. IIJ ( I t' (I 1. h!? it ( ' ( ' () l~1 1 S t It t il t2 I" \.,' \.oj 'J I I t: ,j 

P" S I I I CJ""pl.'=sEI~TER . N.B. The poir" of the ar r ow 
should be as close as possible to to the centr~ of the object 
concerned • 

• _ ) Vou d l ' t:' w; iet t:d c\ ,_f tu j ,_ e w f s ·:ret:? fI 1,'.·1 ( I'J'11,'.I ~ ; I,L~t:-

"t IlE hu t i .i:.uh tEd u i ..... cl't i ._Ct l l.Llt s ur ' keys l.j t: P~II,j j lI y wrl I !, e 
I." Ill du.,.JS J I :;pla ye,J):> t 0 ~tJ ll.;" ': t ':Yo lt P ·.:r, o I ,.:e :- i h ell Pi t.: ~ S r:t,~r i. r;: " 

NOTE: i n '': c:.,SQ S to arid .: l: a c, IJ v eJ ~ P(t;.' S S I )II~ E3C. b~fol ' t: 

..::or, fl l l1 l li" I Y'~ .: h o l c tl 1.1) 111 e s .: ape f(' ulll til e Ct\ I I' e., ·t i't.,_I't.HI . 

I I ) D I :i.;CUS:::, I ON I'IODE 
Afte l tl't t: dcl' iul l ItllJde i,',::it' .u c t i clIl TP,LI<, c:i l',d lIfo;;.' 

.: ho I C E:- 0 f 1,'.1"10 1u talk t o, I ( , • .: ~r' t a in C ~:5e5~ t:Jl'iBY' t:.' y uoJ 1, ,;1,1, E: 

t. ~ e fl r 0 ' .. .. I d s o Hi e 1.0.' h e (' e ., U U '.:i h G tJ 1 ,J ( I ' '1 b eo ~ y O I..l l ,,1 ; 1 I Y u i I! l \.I 

Dl :';CU::;,S ION mude . The head of Ot'I€! uf th t:' .:hdl ·a,..: tef' S ','.1111 
e\ppear- Ofl the.- S(.le efl. Y ud s hu dl J l t pe in (' r, e SU bj E • .:: 1 u f youl ' 
c on v ers a t i on. 

e ~ g : Bob ' s o cc upatio !"1 (<:t:5 d s u b j ec t o f J , s c I.l s si ":I1 '\ 1J.litll 
Leo or on e of t he ottler cha ra c te rs) ~ 

When y ou hav e finisheJ yo u~ disc u sslon~ - to retu r n to ACT ION 
mode , yo u should press ESC ~ 

III ) OBJECT MODE 
Cunning detecti ve that y ou a r e ~ y ou a r e going t o 

unea r th a l l the ob j e c ts hidden i n the deepest nook s and 
cra nni es of the mano r . Fl'om the time yo u discover y o ~1' fir s t 
object . you wi ll be in OBJECT mode. Cerlain ve r bs c a n be used 
to refer to these obiects. To pass f l' om on e object to th e 

next. you should pl'ess simultaneousl y 
~,and CUI' !iior key). At Hie er,d of Hie 
which you are standing will I'e-appear. 
a hu l'l'Y. the ESC key will retul'n you 
mode. 

HELP 
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SHIFT and '-." (I'ight 
sequence. the room in 
howeve r . if you a~' e ii"I 

i mmedia'tel y to ACTION 

~At H ie point of y ou r- d<?parf'.lre for Hie Inano r. oJe 

equlped y ou "lith a pistol and Ihe teleg r am that YOll l' e c ei ved. 
I t 's luck y th at we we r e h er e to pack y ou P sUl 'tease f or y ou! 

B ) '3 0me in f' or'matio n on tht:? fdlrt ll y c O'I·,ne..:ti ons o f the 
c l)ara c t~rs y ou will m~et at th e ma n o p : 

EVA 
I 

;,:! 

31 

l - ... -
GUY 

Cuusins: 

.JULIA LEO 
~IL-______________ ~I _. J 

PAT 

BOB ;: DA LUC 

~_J 

I'IAX 

C) Fop t he ct Ct l Ot t 5~ 1,I,' t:? ''::u ''-t ldi'I ~1 fur-nish Y Oli 1J.l i 1tl d 

~J "' t:" ci st? dictioniil" Y io )"' thdt llio ul d r- e \/ t:?a l '-~f' t a i n S i: ._" ~til 
conl : e~ l)i .)g th~ Mano r . We hav e tl~e r~fo~e de c id ed to ~t a~ ~ ~ 
g ame w i thin 1h e gan,e~ We ha v e p P (J v i ·jEtd tht:' fi l"' !:51 It:'1 1e, "Jf 
ECt ,.: h 0 f the v e r, t·s r-e..:ogn I sed by the cu mpiJ t el" :> t oge t her '_'-' i I h 
t h el f' leng th s,. for y ou to .: omplete .. On e e x cept iu ll; "Li ~ t" 

~,~~:eiO: h is riot a vel' b) g i v es y: '~. J)a~ li st iJf ~~ tro" 1 bie c to~YDU , 
I _ v in y0 1l1' po session . ~~d l ~~~ t 

~~~~ 
cb~SY 
d 

fo~cC~:f~~ 
g1) 
hl Y£ t-II (l( 
iI:!1!£:r 
ktUS.k 
19.9_" list 1 15ft.tol l iEf 

,~t 

'( 

~-~~ 

-eJ\1-
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In some 
The" messages 
st,owlng th.at 
t I lie • 

cases. cert.aln known verbs will not function. 
U?_ or "No. not jUlit now" will be displayed, 

the Action 15 not .appropri.ate.at the present 

0) For discussion subjects, 
problem. We h.ave decided therefore. 
bury the recognised words amongst 

there .again the same 
for ~ 1 ittle v~riety. to 

a more vast range of 
voc.abul.ary. 

NOTE: The names of ch.aracte r s have not been included in 
the diction.ary. lout . m.ay be used jro Que .. tlons (fil'st names 
ani yl • 

Thti words .are In singul.ar but used 
plur.als. 

A Actions Alarm Ammunitlon An Ashtay Assassination Attic 
B .. rn Batt, Bedroom 8etoind Blackm"ll Bla'ior, Body Bullet 

J!urtiau Burial 
Cell ar Ct,.api>l Church Chry." ... t he,rium (:1 o c l'~ Call ~c t C.or~s" 

Crime Crypt 
D .. y [oe;l t h D i s .. pp .. al' .nCI! DuwI'y DI' ;I,ha 
Eat Eng c .. ving E <c u~. 

Fi"'9~ rprint Firsl For F r onl Fune r .. l 
.:. i ft 
H.ll.J.d r' HalTl{lui t 
rihCage Iii Irlttitl~i tance 

..J .... luusoy' 
i·: ,d(,oiJP IllY;'" i I \..il~1I 
L~dde( Last LOUfIY~ L~ve Lo ~ ~r 

11ar,a,' Ma .. ,u .. ·" M;I\' I, MoO,·,uio ,c I if'! M., Mo;s".age Mis! i'ess 
H~ul ' njiIY MOv~fu~~t Mu ~ Jer 11y My~~lf 

to"g .. t i vo; Niglot 

St .. i ... 

O '-L u.,:. .. tiufl 01 011 O"iyir. IjUI" 

P"SS"';jli PI,oto Pill Pill .. ,- Pis;tol Palscm PI' ostituh 
F ... i f. t jill=, 

RoO ... R"l a I ,011",1, i P Rc."m Rope 
;cd~f S~cr' wl S~~~IJI. Sc r ~wdriv&r Sh~t Sl~n Sil~rlc~ 511811t 

Th~ Theft Their To T"il"t Tomb Tow~ r Tracks TutTut 
LI •• der U .. uwry,"olJlld 
WoOll W"rJrob~ Wdtch W~.a~on W~ll WholR~~I~r Wit~ Wound 
Your 

TO FINE·H 
11 RIt,. i rode", 

t~ S"l& c t i on of ... . ' 1 i cally pl;lced windo ..... & 

Hov&m .. nt of .arrow ( for Indic~ting o~jRctsl 

SelRclion'of horizont~lly placed window5 
Hovem"nt of .. rrow (fur indicating object~1 
To ch~nge the la~t ch .. r.act~r typed 

SHIFT~: R.apid mov.ment of .arrow wt •• n lrodic.tin~ 
SHIFT +. Move to nut object 

• 
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NOTE: The .abovR actions are executed by &Imult.an.ou&ly 
press I ng SHrFT .and tt,e key cor,cerned. 

ESC: exit OBJECT mod~ 
,,"it DI SCUSS ION mode 
a~andon ARROW (pointln~1 

abandon choice of window& 

ENTER' To co n f irm ypur choice 
To "nt~r your te.t co~munication 

2) Details: 
The .~"ctle" keV. «wi th ...... 

F l: En,j of game 
F2 : LJlsplay of da y , t i m& , .I,d g~ni'{'al 

F3: Action s c orl cerrling ones~lf (e.g: 
"Hide m y se! 'fll )~ UY' lIJlttl I"efe r" ance to otlJectii 
Q,l red.ay I i, ~1lJ5:i e ss ion fJ f . 

F 4: R" - '.lse lh" l a st v ,;,)' b 
1=5 : F;"--u;;,, tt,., last ub j e c t pointed to 

II.I C' TE; T h t: 1I '; Hl FT " L~.,· s Cd', b~ f OU'IId tOIJ,'iI. ,ds 1h& 
ht::/ L, CJ c1 .... .j un ~ I tllt:"r" =- i d ~ . 

" .... f .... 

.~fJiO Sph8re. 

"HIDE"-••• F3 
tl,.d yo.u ""-w 

toy I-h" iI\'I' OW 

fr' prot of tt,e 

TI , ,, ." E·~.C" h ,y is UII th e l,ad: r ow tp'.'.I"I' .;j1ii II',. left. 
TI ,,, 5 i'.Ii" ctiui, ke 'ys al'e ;along the left t,.n·d liiidft of 

t ; I ~ I. ~ Y t 'lJ i.t r' d • 
ltlF' OG:TH;"IT: - Wt. e n ' / Ul.! PI E'!i.!S !IF 1" ( En d of (Jco.1meJ, I f yOU cH' i 

U~I"'~ ~ c~~y of I~fr ~~r lrid9~ MORTI. your 9 .. me will be s~v~d 
I '.' 1I1 i .: f"U1j ," I vi:' ~Ot3 e1 11t.,·"'· l,oIj 'tt. cdl ttla p f' eseflt factor •• Thus , 

' .... h12i l IIcAi YOIJ ("t; '· lud,d t he g ame .. you ll)ill be able ta cont Iflue 
"..!):!;\t:l l $' li' wll, 1,IJI"lt::: r ' t: ,/ UU PI' e"Ylous l y It?tt Clt' f. 

• TI, ~ ke y : F4 ",\"j F5 ' d\' I> fToutel.ally "x c lusiv'L 

3) L..:::t :: t ,h, ll l.i,e a d '/ i ce: 
Bt:1 ·: i:lI' E TI_ll! 

- fit? .j i s 'cr I£'et ! 
Pd , dtt~nl ion s o • • nat to be 5u r p r! &ed .h.n ygu 

.=I I ~ !;iuifl t l,.;i.e.-,' whL'I"' e "y u u st lol.Jld not be! 
Nate methu dl~ ~l l y ;any info r mation or .advice th;l' 

'fOU ut, t i.l j:l . 

So then ••• be .. good detecti v w. 

••• Boro c our' ~ge and ~o_':h.aroce, .,Jerpmw L.ange! 
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.u..z .......... ~ 

Not much to tell you really. my dear Jerome. concerning 
the dl' av.lings , apa r t f 1' om that they will, I hope , pl'ovide a 
pleasant and helpful framewor k for your stay at Mart v ille 

' Mano r . Ah ye s ! I near ly forgot: the objects in the game are 
somet i mes p1' esented in a n att1'a c tive way. with varied colou r s 
a nd s hapes , but it is onl y the obje c ts themsel v es that hav e a 
v al u e to the game ... the de c o l"at ions , the c olou r s c hEmes etc. 
a r e supe 1' fluo us. One last thi ng: diffe r e rot sc r eens / TV' s et c . 
do no t a ll have the s ame deg r ee of co lou 1' d e f i nition, wh ic h 
is a sh a me , sin.:e often H,e y '!,1ill fail to do jus t i c e to the 
qua l i ty of H ie d r-a (.,li ngs . Ho (o ev e,' , t he s u b tlet y of Hie co lou 1' s 
s~, ou ld not s po i l th e int p ig ue , and i s n ot ess enti al to the 
pIo t. No thi ng l eft t o s a y, e x.: ept to v.l is~, yo u good l uck, an d 
t o ho p e yo u don't lose t o o mu ch o f y o ur c olou r, along wi t h 
y o uI' lif e ! Ha p py inves tigat ing . 

:;: mu l t i ta ~k i ng pr'\JgparTIs .) .. ,.. itt en i 1"1 PASCAL. 
1'he managenlent o f t t.e va rious ~ D nes a l lows t he 

e)c h ange of jnf0 r mdtio~ be t w e ~ r l 1 tle two p~og rams . 

:='~v~r-al s u b- po l/t i n e s lll i"' j t ten in AS:=.Et-'IBLER. 
~ f& w fllun tl)s o f s ~ l eal. 

If you have written a program and woUld like to have it 
publ ished. contact us at the address given below. stating 
youI': SURNAME 

CHRISTIAN NAME 
ADDRESS 
TOWN 
COUNTRY 
TELEPHONE NUMBER 

If you require any assistance regarding Martville 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 

only be dealt Your enquiry will 
accompanied by this sl ip 
stamped envelope. 

(original) and 
with if it is 
a sufficiently 

SURNAME: 
CHRISTIAN NAME: 
ADDRESS: 
TOWN: 
COUNTRY: 
TELEPHONE NUMBER: 

A 

D I A G RAM 

\. 

I 

(6) 
2 

1 
3 

4 1(7) I 
L 5 1 8 I 

• 
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