LEONARDO DA VINCI
CHATEAU DU CLOS LUCE

sa dernzere demeure / his last home

C’est au Chateau du Clos Lucé que Léonard de Vinci vécut
les trois derniéres années de sa vie travaillant a ’aboutissement
de ses peintures et inventions. Aujourd’hui, elles sont mises en scéne
dans un parcours inédit et interactif.

1t was ar the Chitean du Clos Lucé that Leonardo da Vinci spent
the last three years of his life, completing his main paintings and
inventions. Nowadays, Leonardo's genius s explained
in the course of an initiatory journey.

www.vinci-closluce.com
ﬁ! 00 (3 3 ) 2 47 5 7 OO 73 CHATEAU DU CLOS LUCE
infos@vinci-cluce.com S

3760137140873




or loss of con clousness wlm‘
in everyday hfe \uch pL‘N

‘ecommended

perating system: ,Win"dowsc ,‘

se of videogames than adults.

Intel Pentium® IV 1Ghz
956 MB

12 GB

24 x ;

64MB DwectX@ 9 compatible
DirectX® 9 compatible
‘mouse and keyboard

. Manor. Valdo, to - whom the man had promis

his mission and found himself plunged in a meticulous

ation to track down a vanished but forever enigmatic genius.

- Hed you can start tbe game from the \deow
ing the called “THE SECRETS OF DA VIN

ed in the d ve in order for the game to hmdlon




On this screen you can:

® New game: Start a new game.

* Load a game: Continue a game saved previously.
¢ Options: Adjust the game’s parameters.

* Credits: Access the credits of the game.

Exit the game: Leave the game and return to Windows®.

© prevent severa] pldyers from mixing up their saved games, each player must
hoose one of the five symbols above before starting a session. These sessions
‘be saved separatelv and thus can be accessed in the loading screen.

3006.09:31

y started at any time. To do this, simply select t
‘ach saved session is displayed with its date and ¢
: your position in the game when it was last saved
saved sessions than the screen can display, use the up and
scrollable menu to make them disappear.




S ‘eed (choose between slow / normal / fast)
is allows you to choose the camera rotation speed.
olume
is allows you to adjust the sound volume of the game with the cursor

EXPLANATIONS OF THE CURSORS

e por‘tfoho
ou can consult and int ith all the documents and shcets‘you wﬂ]

luring your inves gan n. To"add a sheet to the portfo o mply drag it
he mventory to t]’l ield. '

“Go” cursor: this signals a zone towards which you can move.

Lu » e 1 i : . . e i s g . .
“Talk” cursor: this uénd]s that you can talk with a person. , L ne ¢ . have to carry out durmg the game will have an
n hese 2 gauges, depending on whether they are “good” or “bad”
| “Magnifying glass” cursor: this indicates that information can be f Che status of the gauge has a direct impact on the events that will oceu
at the p]ace indicated. | 1€ way that you should understand and solve them.
h of the gauge will open up multiple scenario trees for you. If it is
“Take” : thi Is that the object hich he : < | the g ]
ake” cursor: this signals that the object on which you have u W e able to choose between all the paths and possibilities. O
cursor can be taken and will be added to your inventory. - . status is too angelic or too diabolic, you will have ouly you
In certain cases, the object taken remains “attached to the curs ui . ‘
means that you must use the object at the place where you f
can release 1t by dlckmg the right hand button.

| “Use” cursor: this signals that an action can be carried ¢ out ‘ ¢ level of your gauge with your bonus points, l)y using the two
nteractive zone. , | k the bonus points window with the gauge. 10 points allow yo
. ' es of the gauge by one unit. These arrows are therefore onh
“Specific use” cursor: this signals thaL an achon can be ¢ . ment you have at least 10 bonus points.
use the rlght ob)ecl on .




mains in PldV and is displayed in a box at the top left ol
zone of the scene or on a person
utton until you do not have any oms]e

. ; - : ‘ @ Access the menu o .
ti]e mouse cursor .on the Ol))ect mn the 1]]Vel‘lt01y, )’Ou W]]l Se Th]s button aIIOWS you to go dlre(/tly to tl]e ma‘n Hent
haracteristics displayed in the text field at the bottom of the screer :

bubble. @ Exit the i inventory

. . o From he ou return to the game.
Special objects . : e ge

Objects containing the ‘icon representinc" a magnif:yiﬁg gl - G '
to be dragged into the portfolio (1), in order to find Clues ‘ E PORTFOLIO

SO]\ e pu77les

* Objects containing the icon representing a torso can be d

onto a person (7) in order to change their clothes and give
certain accessories.

(5) Inventory tab
€ ob)ects collected in the game are placed duecﬂ_y into your mvento‘

ey fill the different pages that are activated by using the numbered t.
placed on the left.

Text field

Chis is where the contents of the written documents that you collect duri
uest are displayed.

u will also find information on the different fields of the mtcr{a.ce and
¢ts in your 1nvent01v

ur buttons are provided to allow you to advance, go backwards an
ectly to the end or the beginning of the text.

 Hero

be accessed via the inventory interface, by clicking on thé
his shows Valdo, the hero you play throughout the story.

_ ) Object being selected. This is where you can read and act
his window allows you to change his clothes and equip him wi - . _ylour possefm‘on G e o
his, simply drag the desired object from the inventory to the im. ' " i els tﬁx‘ field a“db"’ln esm;lltol;re contaml?ghobje 'ts
¢ hero. If the adventure runs well and your relations with Babou , P e cessble o the beginung of (6 e
: o { e to pxck them up in order to make them usable.
| have the pleasure of seeing her appear next to Valdo in dif ‘
tions showing the level of her support for your cause
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