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WARNING TO EPILEPSY SUFFERERS : To be read before the use of any video game by yourself or your child.

Certain persons are susceptible to epileptic fits or loss of consciousness upon viewing certain types of ﬂashmg lights or hxgh—
speed displays within their daily environment. These persons may be at risk when watching certain televised images or
playing certain video games. This phenomenon can arise even when the individual concerned has no medical history of such
a reaction or has never suffered an epileptic fit. If you or a member of your family have ever displayed symptoms linked to
epilepsy (fits or loss of consciousness) brought about by electronic simulations, you are strongly recommended to seek
medical advice before using this product. We would advise parents to closely supervise their children when they are playing
video games. In the event that you or your children do display any of the following symptoms: dizziness, vision problems,
contraction of eyes or muscles, loss of consciousness, problems of orientation, spasms or convulsions; you should stop
playing immedial d seek medical advice.
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“Right now we are wondering what the third millennium holds in store for us.

What will become of humanity? Which direction are we taking? What if some of the answers to
these questions could be found by looking into the past? By understanding where we've come
from, we may get an idea of where we're heading. Revisiting the great eras in history is, after
all, a way of getting to know ourselves better. .

So why not come with me on a journey of discovery — to find out how we got here.

Throughout history there have been decisive steps for mankind. In Genesys you can be there

be able to play your part!

to see these great events unfold— and who knows - mnybe Jou

Let me tell you a great story -
the greatest story of all, the advances made by mauémd t])mu ch tbef ages




INTERFACE AND FUNCTIONALITES

- The main menu screen

* New game : Click on this option to begin a new game.

* Saving : Click on this option to come directly back to the place
where you left the game. Write a name in the appropriate box Click on
“OK” or press “enter” or “return” on your keyboard.

The name you chose appears in a box with the date and time y:

saved the game.

* Loading : To take up a game at the point where you last saved it, click on “load a game” then on the
name of the relevant game, then “OK”, or press “Enter” or “Return”.

* Volume : adjust the volume by placing your cursor over the
“Volume” arrow, click and hold your finger down on the mouse.

* Credits : select this option to access the list of people who designed and produced
GENESYS, along with a list of iconographical sources.

» Exiting : you can exit the game at any time. A pop-up box will always appear, asking you if you wish to save
your game and if so, under which name.

« Solving mysterys
To solve the mysterys, you must first find objects or characters. Search everywhere, look closely at every little
thing ... Most of the characters can talk: so question them! They will give you precious clues.

1. Looking for characters and objects

_ When moving your cursor over the various scenes, watch out for |t turnmg into a “mouse” or a “hand “.

add an object or a character to your inventory.

& “Mouse” cursor : use the cursor to pick up an object or make a character talk.
L
k: make a character talk - he has clues you need (on Mac, press CTRL and click on the mouse).

NB: during the first mystery, a red help message “Left click: pick up/Right click: listen” appears in the top
left hand corner of the screen.
This help message diisappears at the end of the first mystery.

I-:wr “Hand” cursor : the hand cursor makes it possible for you to pick up objects and place them in
. your inventory, and to take them out agam and place them in the “Mystery” screen (see 3 below).

2. Accessing the “Mystery* screen
You should go to the “Mystery” screen located next to the scenes, in the top right hand corner of the screen.

3. Take the objects/characters you have in your inventory
and place them in the “Mystery” screen.

“Mystery” screen

- Recogmsmg the “Mystery” screen
The “name of the mystery” icon appears in the bottom left hand cnmer of the “Mystery” screen. By
clicking on this icon, you make the name of the mystery appear. By clicking on the words written in red,
you will access the GENESYS document base and obtain further mfurmat;on on the particular wbject
of interest to you. ‘ ‘
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A gauge appears at the top of the screen. It tells you how many steps are required to solve the mystery.
Each time you correctly introduce an object/character from your inventory, the level on the gauge rises.

< Placing an object or a character in the “Mystery” screen.

You will notice in the “Mystery” screen that the cursor changes into an “arrow pointing towards a circle”
in certain zones. A “you must place an object here” message appears in the message box in the
bottom right hand corner of the screen. These means that you have to place one of the
objects/characters from your inventory here. To move one of your objects from your inventory to the “Mystery”
screen, click on it, holding your finger down as you move it. The icon representing that object appears on the
end of the mouse.

You can move the icon wherever you like with the mouse. When you get to the zone where you want to drop
the object, the cursor blinks.

Take your finger off the mouse and the object will be placed in the scene




The two arrows on either side of your inventory
are used to scroll down the objects.

Delegate producer: Scientific advisors:
When you have solved a mystery, Jeanne Moreau then tells you th next chapter i th velopments Claude RICHARDET Jean-Pierre Laurant
Lo ySiey i ’ 9 B " mgaelopme MULTIMEDIA PRODUCTIONS SA, Genf Martine Faure

in humanity. You can interrupt her narranve at any time by pressmg the “space” bar on your keyboard CYBELE PRODUCTIONS SA, La Mmaz ’ ~ Oivier Aurenche

Document base - : ~ Olivier Rouault
6 You can access the explanatory note for each scene by clicking on the question mark. If you wish to Editor and Executive producer: _ Olivier Zellisr

<« End of a mystery

; . ; 3 : Wanadoo Productions ' ~ YvesLequin
know more about a particular object or character, all you have to do is take it from the inventory, . pa ; Gm,lamﬂ Ramanni

giving you background information on that particular object or character.

@ Back - QuickM ti ~ '
When you move your cursor to the battom nght of the screen, three fUﬂCthﬂS appear
“Back”, “QuickMove” and “Optmns

[ Secic Jauicivove | Optons |

1. Back ‘
This function makes it posssble to return to the previous screen. If you wish o see the fate:
Jeanne Moreau again, click on “Back” at the end of the clip.

2. The main functionalities of DuickMove: ,

* Show all : shows all GENESYS' historical documentation, classified according to
* I've seen : tells you which documents you have already consulted.

« Search : look for a specific piece of information. This function is very useful for myste
* Print : print the document yeu have selected on Ad paper.

3. Main meny .
' Thls function brmgs you back to the “main menu” screen.

and, holding down the left button on your mouse, move it onto the question mark. A document will Production : ~ Claire-Héléne Casf
i _ José Marin
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