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THE STORY SO FAR

T}]ey are the Euers 01[ tIn;Sic”nz, Ieaclers o[ an ancient »z” race ac}ept at arcane sorcery and ‘<evz.pczr5 of the
Tomes of Fower. ﬂwy stood soTemn[y, surrouncling seven canc“szs, cach ”amcz tiec! irrevocauy to the flow of the
Eartks ['sreat.h. And from t]w BOOL tlwy rszacl the prop[‘lecy o[ Armageclclon. "The three come from the Eastern wilds
and t]my shall be given dominion over all that believeth in them. He that hath an car, let him hear that the
chi[clr«zn of the Sidhe will be driven before them and on the day that the children of the Sio“w are no more, the carth
shall be forever lost to the Abyss.”

From the East came the evil foretold l:'y your forefathers — the three Scrpent Ric‘crs, guarc]ians of death
cver[astins. Their form was sl‘nrouc!ecl loy black cloaks. On[y their QyRs were revealed/ sunken with evil, dreadful intensi-
ty. Asa sign of power tlwy Lrought peace to the Eastern provinces. Those who believed in the sisn created a tcmp[c in
their honors and it bore the mark of the crossed trident. Their worsl‘nippers were the Order of the Sign — blind follow-
ers, without will, void of spirit. As the power of the Order grew, even the seven l<ings of the Eart[1 followed like cat-
tle behind them. And after they controlled the great nations, two Riders left the world. On[y D'Sparilx the weakest
of them, remained while his cliscip{es traveled the carth c[eansing it in preparation for its descent.

Scorned Loy the other peop[c of Earth, ¢the Sidhe, possessing powers of their own, remained unaffected by
the spez“ of the Riders. The Sidhe are now considered the Heretics, the unclean, fit only to be wipec] from the face of
the Farth. The clisciples of D‘Spari] conspired with the l(ingq of the Earth to remove the last lands of apostasy. And
while the armies of the seven nations gathmd to c]astroy the Sidhe, the Elders convened to discuss the fate of your

people. When all voices had spaloz against the Order, the seven Elders extinguished the seven candles’ flames simul -
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tan»zous[y. At tlmr si[ent instant, a [ﬁri“iant ”dil] o{ light came i[l'om r!m cast, LmA t!w armies tlmt Em& gat}‘ncrecl against
you were no more. Drained 1:»)/ their efforts, the Elders fell to ¢the floor, listcnmg to the sing[c pain'ul scream u‘]wing
from the now-scorched battlelield.

But then the forces of the /A\Lﬂyss took their vengeance. The ether had quaT(ccl with the Elders magic ellort,
ancI tlw curse m{ t!wc Order [o“owcoI tlm trai[ unerring‘y to tlw EHcrs' conv»z.ntic[e. Suclclm[y t[wc {oul oclor o( clozat}w
came and the Earth openec] to mgu” the Elc]ers in flames, the wl‘:it«z—lwriggwt fire cTinging to their flesh, l(nowing1y and
easer[y cating each {ayer m[ s](iru Too/ pouring [ortlw {rom thc carti-n H(c squirming maggots, came t[m: 1[01'025 o{ cvi[ [mth
beast and undead. T!wy attacked in hordes like pacl(s of c]ogs, first surroun-:!mg the weakest and l:viting and c[awing their
victims to the ground. As each Sidhe fell, several beasts would gatlwr to chew into their bellies lile pigs into s[op, their
heads often c]szep[y sumeergcd into the sut with the victims intestines s[ung half-caten upon their own squirming bod-
ies. When the ciay was done, the few remaining Su:”u were scattered tlwoughout the land. The A[vyss had taken the
tomes and artifacts of your peop‘oz as spoi[s ol their victory. Alone, without weapons, the surviving Sidhe would surely
perisl‘n at the hands of the Order of the Triad. The Elders destruction of the seven armies had gone for 11aug|1t.

While the other Sidhe hid, their spirit broken, you thirsted for vengeance and rode East into the wilder-
ness, in search of D‘Sp‘\ri[. Now you stand before the City of the Damned, its air thick with the stench of rot. y:sur
liate Jl‘i\’QS you to sec tlwse creatures oozins t]mir lwartsy iclwr Lc¥0re YOu. Bevond tlwse gates, t[m C]zac] ancI t|1c crea-
tures of the niglwt writhe in dark corners, their bodies aching for your blood. With luck, some of your pcople‘s ancient
artifacts can be found hidden among the dark passages beyond. For, with on[y a staff as your weapon, the world is

sursz[y damned.



INSTALLATION

SYSTEM REQUIREMENTS
[o run Heretig: Shadow of the Serpa:nt Ric]ers‘/\‘ your minimum system requirements are: an IB]W( or compatil‘»[z
186/33 with 4 MB of RAM and 15 MB available hard drive space, a Sound Blaster or 100% compatible
sound card, and a CD-ROM drive.

INSTALLATION FOR DOS UISERS:
: Rut the Heretic: Shadow of the Serpent Riclcrs CD in your CD-ROM drive. Q:Typa D: [ENTER] Assuming
that your CD-ROM drive is your D: drive. If your CD-ROM drive is not the D: drive, substitute the appropriate
letter. S:Type CD HERETIC [ENTER] 4-:Typc INSTALL [ENTER] 5: Type C. /A\s;suming that your hard
drive is your C: drive. If your hard drive is not the C: drive, substitute the appropriate letter. 6: Mress [ENTER] This
creates a clirectory for Heretic: Shadow of the Serpent Riders (ﬂm default Airectory is C/HERE“C) 7 If install

asks to create a clirecrory_, press y And then gouow any on-screen instructions.

INSTALLATION FOR WINDOW/S® 05 LISERS:

you can mamm”y start rl’w /m'm”.m'an l:,v q’m’ng r/:c /a”owmg: CI’:(]L

on your Stare Menu, selece Cantrol Panel, selece Add/Remove ngmm.s, click on Install. Your machine will scarch for the mst.ﬂ'l’pmgram on your CD-ROM
drive. When it finds the Heretic: Shadow in;r‘n”pmgmm on the CD-ROM drive, click on Finish to start the installation. Follow ¢he instructions on screen.

EACI'I time you want to start t}w game, you'” need to exit \X/inclcwso 08 and restart in MS-DOSﬂ mo&e. To c]o
this, click on your Start Menu, select Shut Down and then select Restart Computer in MS-DOS mode. To return
to ‘\X/inc]owsg 95, a{tszr endins your game, type EXIT/ and press [ENTER]



INSTALLATION FOR WINDOWS 2.1 LISERS:
IMPORTANT: If your computer boots up directly into Windows 3.1, make sure that you have exited \X/indows
entirely belore attempting installation. YOu should exit to DOS Ey c[ic]cn’ng on File in the top left hand corner of
your program manager, then click on Exit, then click OK. Then follow the instructions for installation in DOS

Do be aware that you will a[ways have to exit Windows belore playing the game.

HINTS ON INSTALLATION
If you are [‘mving trouble msta”ing Heretic: Shadow of the :erpcnt Riders, review the notes below.
1. When you read which drive to install to?” your answer would typica”y be C:

2. Qn "znfer c[irectory name to copy jnto:” t‘he so[twarc cle[aults to \HERET[C
. \X/!wn you see "Crmte it?" your answer wou[cl l:ac y

(23]

LISING THE SETUP PROGRAM
anc Heretic: Shaclow... is installed on your drive, the SETUP program will auromatica”y run. Use the setup pro-
gram to con{igure Heretic: Shadow.. to your system. If you are unsure what to select, consult your computer manual
or sound card manual for assistance, or just accept the defaults loy pressing [ENTER] [f you know you have a
sound card and spca](ers/ but are unsure which card... try Sound Blaster™ for both Music Sound Card and Sound FX

Card, as it's the most common. Alter you have con{igurccl Heretic: Shadow... for your system, select Save Parameters

and Launch Heretic, " from the setup pmgram's main menu, and press [ENTER]
STARTING A CAME

IMPORTANI: If your computer boots up directly into Windows 3.x or Windows 95, make sure that you have exited
\X/inc]ows cntircly lw{orc starting a game. \X/ltl\ \X/inclows 3.x exit to DOS L'y Clickmg on Fil[c in tlw top Lz{t Imnc! corner
0[ your program manager, then c[ic‘( OK To exit \X/inéows o5 click thc start button, clicI( Slmt Down, anc‘ tlwn clic](

Restare The Computcr in MS-DOS mode. If you have alreac]y con{igumcl Heretic: Shadow..., you can start Heretic:



5[1.\«:]0»&.. Iay typing t]\sz [o”owing from fhe C:\> prompt: L. CD HERETIC \ [ENTERJ 2. HERETIC [tN]ER]

o

MAIN MENU AND GAME OPTIONS
When yomfstart Heretic: Shadow..., a demo of the game will be running. Access the Main
! Menu Ly pressing the [ESC] l(cy. Usc the arrow l(qys to move to a selection/ then press the
[ENTER] Ley to activate it. Whether you are p]aying a game or just Watching the demo,

; pressing [ESL] will a[ways present you with the main menu.

NEW OGAME
To 'ocgin Heretic: Shadow..., select New Game. y':ru'” be asked to select an czpisodc and skill level. There are five

episodcs that are intended to be p]aych in order. Howcver, if you have p[ayec] any of the origirml Heretic” episoc{es,
you can bypass those and start imnmc]iate[y with the two new QpisoJesz The Ossuary and The Stagnant Demense.

For first-time users, it is suggczstec{ that you bcgin with a skill level no greater than Brinsest Them Ohneth.

OPTIONS

From the options menu you will be able to per{orm the {o“owins tasks:
Ead Game - ends the current game you'rc p[aying (you can also do this loy pressing FT)

A"essagcs ON/ OFF— [n a mu[tip[ayer game you can ckoose to prevent or a”ow otlmr p[ayqrs to type messages to you. Prcss
[ENTER] to toggle this On or O” you can also press FS to togg[c this feature c]ircctl_y without going to the options menu.

Mouse Sensitivity - Use the arrow l(eys to cl‘mngz your mouse sensitivity-

Morc... This wi“ tal« you to rhz seconcJ options screen. you can aTso access thc seconcl options screen

cljrectly by pressing F1. Here you can control:



S(I‘QQH SiZk‘ = [ rlS'E i’l‘lf arrow I(GYS to Clh\l‘lgk’ fl‘lk‘ size O[ t“‘li pL\Y screen (YOLl can L\[SO use t[”IC ”‘i'" a.n-J ”—” I('ZV.‘R

while p[aying, to do the same thing).
SFX \\/olunw - Llsc rlw arrow T(zys to C!mnge the vo[ume o[ tlwc souncl effects,
Music Volume - Use the arrow keys to cLangc the volume of the Iaackgrouncl music.
GAME FILES
[ESC‘ wil pause the action while you are playing a same), select Game Files and then select S/A\VE or LO/A\D

SAVING
To Save a game, use the up/down arrow l(eys to move the arrow to a s[ot and] press [ENTER] Now type in t[w
name [or t‘we save gsame anc] press [ENTER] you can get to thc Savsz Game screen quicl(cr !ay pressing FQ at any
time ﬁ]uring gamc pL\Y«
[LOADING
To lom:! a game, use t[w up/c]own Arrow l(w:ys to move t]’lc arrow to a slot ‘\nc] press [ENTER] >/Ol.l can get to t‘]’nc

[.,oac] Ga,l'ne screen quicl(cr Ly pressing FS at any time c]uring Same pL\y.

QUICKSAVE/QUICKLOAD

If you want to savc/[oac] games quicuy without interrupting ganpr\y, you can do so Lsy pressing FO and F,O respcctivcly.

INFO
Sclecting info will Jisp]ay a lwlp screen. | his outlines what all ¢the Lcylﬂoarcl controls are and what tl'wy do. you can

also ]et this !wlp screen at any time by pressing Fr. Press [ESC] to exit the lwlp screen.



QUITTING A GAME
H you want to quit Heretic: Slmclow... c-omp]cte[y ancl return to DOS or \X/inc]owsf Sc[cct Quit Gamc [rom tlw mair
menu and press [ENTER] YOu will be asked to confirm your desire to leave the game mtirely. Press y to exit or

.\J to return to Heretic: S]mdow... YOu can also exit without using t[-m menu Lvy typing Fro.

THE STATUS BAR

Onee you select to play a game and choose an episocle and skill level, the demo will cease playing and you will be at
the starting point o[ tim level. The screen is divided into two sections. The majority of the screen is taLcn up l:y t[w
game p[ay window. A[ong the bottom of the screen is the status bar. The status bar gives you information on how you
character is doing in the game: what weapons/items you have and what your health is. T]’lere are five sections on the

status [:var. T]‘uzy are:

\X’{’ﬂpﬂﬂ CI‘I:\FS\'S— 'l'c”b vou KEYS— TI1!Z fl‘l[‘i( snm” II\OXL‘S 5!10“’

. /A\TIT'IOI‘— T]\‘Z amount 0[
t'I'W ]((Y CO]OI‘H‘ curru‘nt[y F‘OSS\.’SS‘ZC’- ”

the amount of charses in S armor protection you have is

your current weapon. slmwn !1\‘1‘6.

L—

[Life- This shows how much health you have. In a mu[tip‘awr game this number Invcntory- This window shows the
rc”zcts Iﬁow many enemies you ]mve C!c{mhzc]. Bcnmth t]\is pancl is a ‘ch.\in wl1|'c[1 currcnt[y szltctec] item. ” its empty
also indicates your current health. The further to the risln that the life gem on you are not carrying anyrhing.

t]‘w cI’min isr thc more !ua[tlz you Imvc.

USING YOUR INVENTORY

When you picl( up certain items;, theyvrc pl!aced in your inventory. Use the bracket Leys, [ and ] to pop up your

inventory and scrol through the list of your possessions. Seroll tlwoug]w the list until the item you wish to use is Ligh—

Iightccl/ and press the [ENTER] l(ey. T[\at item wi” then be the selected item on your status bar. you'“ tap
[ENTER] again when you wish to use the item.



OETTING AROUND

KEYBOARD CONTROLS
Use the arrow I(c'ys to move around. The up arrow l(cy will move you forward, down arrow backward, left and right
arrows will rotate you to face in a diflerent direction. To move side to side (!(nown as Stmﬁng), hold down the Ale
I(ey and the left or rigl’nt arrow keys. Optiona”y/ you can use the < and > keys to strale left and rig!ﬁt. Hold down the

n'ght Shife l«y and an arrow [ozy to move quicl(]y‘.

MOUSE AND JOYSTICK CONTROLS
\X/It]‘l a ioystic!(/ use Lutton 1to slwot and lnutton 2 to open cloors Anc! activate switc[ws. Qravis PC Ganwpac!s
have a third and fourth button which can be used to strale and run. Wich a mouse, use button 1 to shoot and button ¢
to \‘V(\”{ forward. Douuvc[ick Lﬁutmn £ to open Joors anc] activate switches. \X/nlw a 3-button mouse, use Lmtton

3 to stm{e a.ncl Jouuz—c[icl( l)utton 3 to open cIoors anc] activate switclws.

PICKING UP ITEMS
To picl< up an ohizct, just wall over it. If you need the item in question, it will be pickcc] up and pL\czcl in your

inventory. “ you do not nzccl it, you wi” not lae L\He to picl< it up.

LOOKING UP AND DOWN
To look up, press the R\gc Down [ay; press Delete to look down. Press the End I(cy to Lring your view back to default.

FLYING
It you find lnLi{iconws \X/ings of Whath, you can “v tlu‘ough the world. tJSQ the brackets ([ and ]) to highhght the
\X”ings in your inventory anJ press [ENTER] to sc[cct 1t as your current item. cht press [ENTER] to activate

thc \X’,ings. Now you can use tln: R—\gc Up 1<cv to ”v up and lnscrt to ”oat clown. Prcss tlw Homc l(«:y to [.\ncl.



MAP: Press the [TAB] [(cy to view the map. Zoom in and out [:ay pressing - or . >/OL1 can move

your character around while viewing the map. Be careful because you may be attacked ':’y monsters

while you’r«z l\'vol(ing at the map. To seroll tl’nroug]‘n the map without moving yoursc” in the world,

press the F I(»z_y to turn follow mode OFF Press F again to turn follow mode back OMN.

DOORS To open most doors/ Wa”< up to tlwm dﬂCl press thc [SPACEBAR] Somc Cloors
are [ocl(nzc] aml require a l(ey (SOH, green, or uue) to open tlwozm. Ot[]er (]oors are opemtcc] Lﬂy a

switch on a mzar[:y wall.

SWITCHES There are many Switc[ns in t[w game w!lic[w open C]oors and contro[ p[at[orms. To

throw a switch, move near it and press the [SPACEBAR]

TELEPORTERS: Iz[:zportars can be ic]sz,nti[iec] L)y a syml‘;o! on the floor that emits a flow of

energy into the sky. To use a teleporter/ just walk over it.

PL/’\TFOR/\’\S: Heretic Shadowﬁ. }ms p[at{orms tI’\at raise anc]/or lower. Somcz operate

continuous!y/ while others must be activated ':ay wa“dng near them and pressing the

[SP/A\CEB/A\R] or activating a nearEy switch.

DANGEROUS ENVIRONMENTS: The Heretic Shadow... world can be more chgqrous
than the monsters you‘“ face. Oas pocis, c’mngerous [iquic]s, or crushing cei[ings should be
approaclwc] with caution. Further environmental effects like wind or water currents can push

you off leclges, or ice can have you S{ic]ing into the clutches of your enemy.
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CO/“PLE“]\‘CJ /'\N /A\RE/‘\ /A\t t}w cnc] 0{7 mcl1 area 1s an exit cfmm[‘acr/ gcntm”y mar!(co]
I:ay a Joor wir[w a Huc tricl»znt. Entcr rhc room ancl OIress flw switclw insic!c or wa”< into
F

24 the blue teleporter.

DYINQ \X/Iwn you c]i»z/ press tlw [SPACEB/A\RJ to restart the lc\-’wzl. >/ou lmw unlimited Iiws, SO you can l(zep
restarting tlw [evel as o{tcn as you're l<1”cc] How«zver/ w[wn you restart you wi” !oe strippecl o{ any items you may

-~

l]d\’k‘ CO”QC!’CCI [‘)\Z{OI‘C clying. (Jct ‘CITI La:arus‘!
LISING MAGICAL WEAPONRY

At first, you have on'y a stafl and your Elvenwand for protection. As you et more weapons you'H need to ckoose
I:\QtWQiZn tlwm. Press tlw num[wr to t[w [e[t 0[ the weapon name S]lown at t!m [oot 0{ t!w screen to sc[ect it To use a
weapon, press the [Ctrl] Lcy, or hold down [Ctr[] for rapic] fire. A[so, different weapons use c’i”ermt forms of
ammunitions. \X/hcn you run over ammunition, Heretic: Shadow.. autonmrica”y clmrges the correct weapon.
YOUR POSSIBLE WEAPONS
3 L. \m[ Notlnn\ maqnml about this weapon. lts a stick, unlus lt> pO\f\’\l‘kd-up/ thm lt § as strong as an oak!
% Oaunr[uts The auntluts r«p[auz your normal beatin’ stick and deliver a «Lvastatmg electrical
attack. Powend-up/ it sucks enemies in from a further distance and Jmms their life to increase yours!

)
@ EIV nwancl yﬂur [“as»L \wapon H you are using rl'ns, 1ts time to run un[us its poww«c] up, in which case

2 your enemy should take the run option.



? i 3. Crosshow: The crossbow shoots 2 magica[ arrows at once, c]e[ivering luzavy c]amage at short range or

E

[n'ttfng mu{tiple targets at a distance. Powercci—up, this Lalﬂy blasts 5 slammin masic arrows for a good, strong

[wac]-pounclmg punis}\mcnt! n

4. Dmgonls Claw: Firing a Lﬁarmge of czxp[osive masgic, this weapon is pczr[act for c[earing monster-infested

La”ways. Powere&-up, the YRipper’ delivers a [our-way lethal blast, rippin' your enemy apart.

5. Hellstaff: Now you]re one bad elf. The Hellstaff fires at a Tﬁigl\ rate of speecl and does de\’Y c]amage.

Powar&zd-up, this LaLy slams out a Eonvcmnching Rain From Hell that will Lzawz your enemies wet ~ in their

<€—< 0§

own steaming la[ooc”

o. PLOQI"IiX Rocl: The Pkoenix Rocl de!ivqrs an exp[osivq. charge t[\at wi” decimate t}\e norma[ l:»ac]c]ie to 'oits.

Power-zd~up/ it's time to deliver some decp—gried c]amage as the rod pours out a stzac]y/ hot stream of raw

e =

infernol \X/atcl*n 'erﬁ scream and burn - it‘s greatI
ITEMS AND ARTIFACTS

There are many items in Heretic: Sllac{ow... that can assist you. Some work as soon as you walk over them, while

otlwrs are ac]c]ecr to your inventory {or [ater use.

i Vil 10 to Health.

@ Quartz Flask: +25 to Health.
¥ Mystic Urn: Full healéh.
@ Shield: +100 to Armor.
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v Eml1 \nnd \IW.H 200 to /A\nmm

f Torclv Brig]ltens YOour view:.

=z /v\ap Scro”: A map of the entire area — inc[uc‘ing hidden locations.
a8 Bag of Ho[c]ing: Increases the capacity of your inventory.

o Sha«:lowspl\ere: Tempomrily renders you partia“y invisible.

a Ty!(ctto's Tome of Power: szpomri[y increases the power of your weapons or ”power—up."

The Tome will appear in the topﬂ'ig!ﬂ corner of the screen while it is active.
@ ‘\{\L\c]orys Ring of [nvulmra[:si[ity: Tcmporarify rmc]crs you impervious to atrac|<.

[nhilicon's \X/ings ol Whath: ]:zmporarily enables you to ”y The wings appear at the top-—[c[t

corner of tlw screen wln'[q tln's item is active.

' Darchala’s Chaos Device: Tclcports you to the lwcginning of the level.

Torpors /Vlorplm Ovum: ]Vlorp]w your victim into a chicken. Finger—[icl(inv gooa”

E Dclmintalitar'vs Tnm Bom':» o¥ tlw /A\ncimts: Drops a transparent laom[) that cxploc]cs a[ter one scconcl.

Oh yes, it will hurt you as well if you'rc near it.

MONSTERS YOULL FACE

From rlu [nst moment you enter t]’n city, tl! t}u L\sr mawca[ Hast o{ tlu‘ game, you ” Lu {IRLUH&, a lﬁoxt 01[
[’1 c]eom Lﬂac]clus \omg are just creatures W1t!1 a Lac] Attittn:]»z/ ot[mrs are ﬁtldl\l]l’ {lom t]n pits O{ D\pan[



Qargoy[c: HAHF(JQI‘HOH anc{ [m”—-l:mt/ t[\csq wicI(»ch rcd lxasts are tlw Orc‘]er's guarcl C]Qgs o[ t!w sl<y.
Fire Gargoquz As if ﬂyins demons weren't enougl‘n Fire Clargoyles toss balls of fire down upon their

unsuspecting enemy. k

Golem: These Eis bad wa”<ing rocks smack you hard and make you cry.

Nitrogo!em: Enc}\antad Lay the powers of evil, the Nitrogo[ems cast Ha:ing skulls at their foe.”

Undead Warriors: As part of the Order’s insidious p[ot to control your world, tlmy‘ve recruited the dead,

gave them armor and armed them with Clem“y magic axes. Now tI\qy suarc] the evil cities and toss their

infinite supp[y of axes at any elf who passes ky.*

" Sabreclaw: These hideous abominations of the dark world move Hooc}y fast and possess deadly s]mrp blades

{or c\ppenc]‘\sszs. T[”IG‘_{ can't Hy anc] t]wey can't 5[100& lwut in closc coml)at t!lcyju tear you to riHﬁons.

n \)%redragon: The \X/erec]mgons infest the darkest lairs of the Order. Possessing all of the strength and agility

of a tank, these [um[ﬂering creatures belch a lﬂoc]y—uasting fireball.”

with c]ea.c“y, energy~tossing tridents.

:% Op}n'clian: The Opl:iclians slither in the darkest C}IAIT‘IL"QI‘S of the Dome of D'Spari[ and protect their lairs

Discip[z of D’Spari[: The pupiTs of D'Spari['s dark magic, these wizards have mastered ﬂisht and blink out of

tlm s]’maclow woru long enough to cast a crushing wave 0{ magic missi[es towarcl t[m'r enemy.

* ; A/ . . ;
/A\‘SO come at you in t!’lt \tOrm 0{ Shosts. i\*tonstcri ma Shost [orm appear transparent mu! Are IMpervious to norma m,.\nﬂ'nm;c weapons.
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MULTIPLAYER INSTRUCTIONS

OETTING STARTED
1'4\55um1'ng you l‘navc insmucc] Hcmtic: Shaclow... as described carlier in chis manua] anJ more thorouslw[y
in tlw adclenc!um/ you Slﬁoulc] Lﬂc readv to start a multip[ayzr game. First run t[-m DA‘EXE program [w typing t[w

{o“owing from the C:\ prompt:

(. CD\HERETIC [ENTER]
2. DM [ENTER] The DM program allows you to easi[y set up all the options available in a mu[tip[ayer game.

NUMBER OF PL/’\YERS: A maximum of four pcople can p[ay multip[aycr Heretic: Shadow... on a network. A max-

imum O{ two pL\Y@I‘S can play mu{tiplayer H'ZI‘iZtiCi Shaclow... via I'I'IOAQITI or nu”-modem.

VERY [MPORTANT: ” you‘rc using a modem, plmse refer to the /\AODEM PL/\Y section of the RE/\D/\"E file

for details on setting up your modem.

AM JL”P[J: G/A\JM}:S QN TH!L NE1 To p[av a mu[tip]ayer game over your mtworl( \A’]‘lilf anotlwr sgroup is (\{so
playmg a mu[tip[aycr game, you'” ncccl to c[mngc your nctworI( port ac]c]rcss with a comman&-[inc parameter you pass
to DA’\ (—port <Valu~z>)‘ TI‘:E port acur»zss tc”s your server wlwre to send in[ormation f:lmt 15 sent over tlw 112!:\\'01'!(.

Network ports range from 1 to 04000. you should refer to the person in clmrgc of your network for available ports.
MULTIPLAYER FEATURES

/\/Lmy of the rules for pL\ying Heretic: Shadow.. clmnge for the multip!avtr game. Read the %”owing information

carc{u”y before you lwgin to pr Heretic: Shadow... in mu[rip[aycr mode.



‘\\ U’NUS \X/]mn you activate thz Options menu or sul)menusl t]\q game KEEPS RIINNING S0 t}mt ot[wr pL\y—

o5 can continue \inth the action. So it isﬁL\cst to find a sale p[acc before ac]iusting screen sizes or sound volumes.

PALISE: A p[aycr may Rmse the game By pressing the [PAUSE] !(cy, but any other player can Unpause the game lﬂy
[ ressing their [PAUSE] l(szy. ]\4&[« sure it‘s OK with your EucHies ladorc taI(ing a L-re'at['ler.

SAVE: When you save a multiplayar game, Heratic: Shac]ow... saves the game on every p[ayer‘s system, in the sIot you

select, writing over whatever was there. Before saving the same, p[ayers should agree on a sate - save game lot.

| OAD: YOU. cannot load a saved game while p[aying a mu[tip[ayer game. To load a prczvious[y saved multip[aycr
Lame, everyone must quit from the current game and restart using DM and a comman& !ine parameter. To do tlu's,
-tart DM l)y typing DM—[oachame (nam«z of save game [i[z.) and press [ENTER] you can also restart a
nultip[ayqr saved game Ey using SETUP to start the game and se[ecting Restore a Networ](/Moclem/Szria[ game,
lrom the SETUIP programs main menu. Fina”y, you can also use the [oadgamq parameter with SETUP, See the

r;a&mq [i[e 1[or a [ist o[ command [inoz parameters and Low to use them.

X/ EAPONS: In CO-Op mode, when a player runs over a weapon, he pjcl(s it up, but the weapon remains in
the game for other p!ayers to take. In DczathatcL mode; the weapon C]isappears but wi” re-appear a[ter 30

seconds. This also app[ics to ammo and items.

DEATH: [f you clie and restart in the [cv»z[, previous[y taken items and destroyczc] monsters DONT reappear-
Evtn though you cIieJ, other playqrs have survived. W c]idn!t want to unc]o a“ o[ t}wir ¥ine destruction Lsy reviv-

INg every monster in t}w arca,



TELEPORTERS: When a p]ayqr enters a tcleportzlv .myr!wing that is saninS on his or her destination tq[cportcr

will be destroyed. This is called tcle{mggmg. ¢ can be avoided lﬂy getting off the tc[cportqr as quic](ly as pos<i’slc.

PLAYER COLORS: In network sames;, QdClﬁ pL\yer‘s c[othing s a c]iﬁercnt co!or. le co[or o{ your c‘mmctcr is t[w

color of the gem on the life chain below the status bar. The colors are Blue, yc”ow/ Gireen, and Red.

CH/\T i\'\ODE [n a multipldycr fame you can communicate wif|1 otlwr p[nyers. To enter into C[mt mocl»:, ancl
[wmac]cast a message to L\“ t[w p!aycrs, press the Ictfcr T A cursor wi“ appear in the top ]c¥t corner o[ tlm screen.

Typsz’ your message and press [ENTER] to send it. lo broadcast to a spcci[ic p[avcr, instead of pressing T you“
m’»zc] to press tlw [irst L‘tt«zr o¥ thc playerls co[or: (B)]ue, (‘)/)'QHOW/ (G)Pcen/ or (R)ec]

CHAT MACROS: In a mu[tip[dvcr game, you can send your own PI‘C‘*JC{]’HEJ macros (c]e[inccl in the SETUIP
program under the menu selection, Run thworl(/}\/‘odem/Seria[ CJamc) ]:sy initiating Chat mode (as stated
al)owz), t]*nm Lo[clmg ALT ‘\m.; pressing tl'w numTﬁer l(’cv t!mt corresponds to th macro you wisll to San- Fm‘

cxamp[e/ if macro #2 is Fat it and die!", initiate Chat mode by pressing 1. then hold down ALI and press 2.
EXITING A LEVEL: When one pl.w»:r exits a level, all p[aycrs instantl_y exit as well, rcsarc”»zss of their position or their status.

COQOPERATIVE OR DEATHMAICH MODE

—”‘ICI‘Q are two ways to p{ay a mu[tip[ayrzr Same: Coopemtive anc] Deatl‘nmatcll. ln Coopcrative moclsz tlw playﬂ's wor|<
togct}mr. [n Deathmatch mode your mission is to Ll zvcryt!*ling that moves, inc[uc]ing your buddies. YOu can choose which

way you wish to p[ay from the SETLIP program. The differences between Coopemtive and Deathmatch mode are as follows:



\X/HERE YOU START: In Coopemtive mode cach playcr l:’egins in the same area. [ Dmtlmmtc[‘: mode the pL\ycrs lﬂegin in
,,.wnplet:[y cli”ercnt areas anc] i{ you want to see your L\udc!y/ youlu nccd to l‘mnt him o!own. To mal(c tlw [umt more¢ interest-

ins zach tinre you die, youy“ restart in one of several random locations.
KEYS: ln Deathmatch mode the players start cach level with the l(ey necessary for opening any locked doors on that level.

STATUS BAR: [n Deathmatch mode the LIFE section on the status bar is raszacec] with K”_.LS/ inclicating the num-

ber of times you’ve Lilled your opponents.

AUTOMAP: [ Coopemtive mode, the /A\utomap works the same way it does in single—p[ayer mode. However, each player
IS rcprqsentec] L\y a CliHerent co[or arrow. ln Deat['mmrck moc]c you won't have the plszasure o{ seeing your opponents on the

map. Just like the monsters, your friends could be just around the corner, and you won{t know until you face them.

SPY MODE: If you‘rc p[aying in Ccopamtive mode, press Fie to togg[e throug]'l the other playcrsv viewpoints.
You still retain your own status bar at the bottom, and if your view reddens from pain it is ‘)’OU, not your part-

netr, w]w ]ms laeen Lit.

INTERMISSION SCREENS: In Deathmatch mode, exiting the level disp[ays an intermission screen. | he intermission

screen provicles a death count on everyone, [etting you know who killed whom.

DEATHMAICH GAMEPLAY NOTE: The rules for comp[eting or winning a Deathmatch game have

intentiona“y been left geneml. Any p[ayer can exit an area and force all the p[aynzrs to move to the next arca. Also,

there is no limit on how many kills are requircc] to declare a p[ayer the winner. We decided to leave this up to you.



RUNNING HERETIC: SHADOW... FROM THE COMMAND LINE

/\/\uch of the information you give o Heretic: Shadow... t[‘lI‘OuS{’l the SETUIP program can be proviJcJ !:ty passing

program parameters to tlmz appropriafc clcvica Jl'iver on tlwc comnmnc] [ine. For Cthdi!S on running Hcreric: flwaclow...

from the command [inc refer to tl'xc READ/\'\ETXT hlc. in your Heretic Jircctcl'y.
TECHNICAL SUPPORT

REMEMBER YOUR README!
yLm /\A.ay Almady Have The Proper Answer.
Check out the root c]irectory ol your install disc and print out the README.TXT file. This file contains the

most current info available and may well have answers to your questions on a here-and-now basis. Fven your manual
is more dated than the Readme since it had to be written, copy—editecl/ put on film, sent to the printer, and s0 on
and so forth...weeks before the Readme was tacked on at the very last minute possiue. So check your Readme. That is

an OI'CIEF/ Souicr.

THE CHEAP BUT EFFECTIVE WAY
Got A Modem And Internet or E-mail Access!
et up—to—rlw—minutz technical info (or just cruise our cxceptiona”y cool region of the ‘net) at the CIT [nteractive
So[twarc we[ﬁ-site at [1ttp://www.gtinteractive,con‘l. ln the Support Scction you'” access Iists
of {rzqucntlv asked questions, trouucshootmg tips, forum discussions, and ]ain access to direct e-mail support at

support@gtinteractive.com. Upgrac]»z patc[ws can also be found on our site i[/mcl-/or— when they re needed.



HELP IS A LICK AND A STAMP AWAY!
The Postal Service Is YOur Friend
You can nmil‘_your questions and regeive a [ricnc”y, tu‘msz‘y/ and qwr~so~1w[p[ul response from our technical support

ccam by s»zn&ing‘ us a note (make it detailed, Bub!) about your needs at the !o”owing address:

C‘T Interactive So{twarc, Attn: TS/Q&/A\, 1 Nixon Lane/ Ec]ison/ N.J 08817

LESS CHEAP, MORE HUMAN!
ot A Phone and [_ong Distance A-”‘oney To Burn?

| et your {insers clo t[nz wa“dng a.nd your L\ce c]o t!le ta”(ing lay c.\”ins GT lntczractivc So{rwarsz's —[zclw Supporr at
170.522.1797. This works A/‘onc[ay t[\rough Friday, 8 am til 12 Mic]night ET (t[ﬂs stands for Fastern Time, not some
Cute little alien)/ but be aware that Gl's Tech Support is closed on all major l“uoli-.lays. We strongly suggest that you do
the {o”owins when c.\”ing: be near your computer; have any info we Il need regarcling your particular system and set
up (inclucling print outs of your con{ig.sys and autoexec.bat at hand, if possito[e‘); be rsza-:]y to give the Techie (.rerm

| cncl»zdrmcnt) detailed info about where you are encountering your cliﬂicu[ty and any messages received on the screen.

e thank you for your cooperation, citizen!
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