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THE STORY SO FAR

-”wy are tlw E[c]crs o[ t[w Sic"w/ lc‘\clers o[ an ancient e“ race adept at arcane sorcery c\nc] l(ezpers c{ t[\c
]6:11015 o[ Powzr. T]wy sfooc’ solcmnly/ surrouncling seven canc“es, mcl\ ”ame tie.cl irrevocaUy to tln "ow o[ tlw
Earth's breath. Am{ from the Bool( t[wy read the prop]\ecy of Armagecuon. "T]w three come from the Eastern wilds
and tl\cy shall be given dominion over all that believeth in them. He that hath an car, let him hear that the
children of the Sidhe will be driven before them and on the (.L\y that the children of the Sidhe are no more, the carth
shall be forever lost to the Alvyss."

From the East came the evil foretold lay your forefathers — the three Serpznt Ridersl suarclians of death
evarl(\sting. Their form was shrouded Ly black cloaks. Only their eyes were revealed, sunken with evil, dreadlul intensi-
ty. Asa sign of power tlvzy l’:rougl\t peace to the Eastern provinces. Those who believed in the sign created a t'zmple in
their honors and it bore the mark of the crossed trident. Their wors}\ippzrs were the Order of the Sisn — blind follow-
ers, without will, void of spirit. As the power of the Order srew, even the seven ](ings of the Earth followed like cat-
tle behind them. And after t['my controlled the great nations, two Riders left the world. On[y D'Spm‘i[, the weakest
of them, remained while his discip[cs traveled the carth c!aansing it in preparation for its descent.

Scornecl Ly the other pzop‘e of Earth, the Sic”\e/ possessing powers of their own, remained unaffected ’oy
the spe” of the Riders. The Sidhe are now considered the Hzretics/ the unclean, fit on[y to be wipzd from the face of
the E(\rth. The cliscip]es of D’Spari[ conspirzd with the Lings of the EartL to remove the last lands of apostasy. And
while the armies of the seven nations 5atl\¢rcc{ to clestroy the Sic“m, the E[clers convened to discuss the fate of your

peop[c. When all voices had spa!«z against the Orc{er, the seven EHzrs zxtinsuis]-uzcl the seven cand[es’ flames simul-
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mncously. At that silent instant, a brilliant flash of Iig[’]t came from the east, and the armies that had 5at|\erq¢l against
You were no more. Drained Ly their cﬂorts/ the Elc]zrs fell to the ﬂoor/ [istening to the sing[oz pain[u‘ scream zclwing
from the now-scorched battlefield.

But then the forces of the Alayss took their vengeance. The ether had qual«cl with the Elders magic effort,
and the curse of the Order followed the trai[ unerring[y to the Elclers, conventicle. Suclc{znly the foul odor of death
came and the E,artl] op»znuzcl to engu” the E[clers in flames, the white—krigl-lt fire c[inging to their {lesh, |<nowing[y and
mger[y eating each L\yer of skin. Too, pouring forth from the carth like squirming maggots, came the forces of evil both
beast and undead. ley attacked in hordes like pac!(s of clogs, first surrounding the weakest and Liting and clawins cheir
victims to the grounc[. As each Sidhe fell, several beasts would 5atlﬁer to chew into their bellies like pigs into s[op, their
heads often u[eep[y sulsmzrgec] into the sut with the victim’s intestines s[ung half-caten upon their own squirming bod-
ies. When the cL\y was done, the few remaining Sidhe were scattered througkout the land. The /\loyss had taken the
tomes and artifacts of your pcop[c as spoi‘s of their victory. Alone, without weapons, the surviving Sidhe would sure‘y
pzrisl’n at thc lmncls o[ th Order o[ t}w Triad. le E,[ders' dozstruction o[ t[w seven armies Imd sone (or naught.

While the other Sidhe hid, their spirit broken, you thirsted for vengeance and rode East into the wilder-
ness, in search of D'Spari[. Now you stand before the Cif:y of the Damned, its air thick with the stench of rot. YOur
hate Arivzs you to see these creatures 00zing their lnarts' ichor before you. Beyoncl these gates, the dead and the crea-
tures of the nigl\t writhe in dark corners, their bodies ac]\ing for your blood. With luck, some of your peop[a!s ancient
artifacts can be found hidden among the dark passages l)eyond. For/ with only astaff as your weapon, the world is

surzly damned.

INSTALLATION

SYSTEM REQUIREMENTS
To run Heretic: Shadow of ¢the Setpent Ricl‘zx'si“your minimum system requirements are: an IBM® or compatiUe
486/33 with 4 MB of RAM and 15 MB available hard drive space, a Sound Blaster or 100% compatiUe
sound card, and 2 CD-ROM drive.

INSTALLATION FOR DOS USERS:
1: fut the Heretic: Shadow of the Sel'pznt Riders CD in your CD-ROM drive. Z:Type 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.‘Typsz INSTALL [EI\HER] 5: Typa (@4 Assuming that your hard
drive is your C: deive. Il your haed drive is not the C: c[rivq, substitute the appropriate letter. 6: Press [ENTER] This
creates a directory for Heretic: SLAJOW of the Serpent Riders (Tlm L‘Ie[ault Jirzctory is C/HERET]C) T " insm”

asks to create a direcfory, press y And then ‘o”ow any on-screen instructions.

INSTALLATION FOR W/INDOWS® 95 LISERS:
Heretic: S}mdow...supports Autoplay Wit[’l \X/inclowse> 95, \X/KL \X/inclows 95 a[ready running, place the CD—ROM
in your CD-ROM drive. The autoplay program will auf:omatica[[y be started. Click on [INSTALL and follow the

instructions on your screen.= [f the autoplay program does noe stare automatically, you can manually stare the installation by doing che lollowing: Click

on your Stare Menu, selece Control Pancl, selece Add/Remove Programs, click on Inseall. Your machine will scarch for the install program on your CD-ROM
drive. Whea it finds che Heretic: Shadow install progeam on the CD-ROM drive, click on Finish ¢o stare ehe inseallation. Follow the instructions on screen.

Eacl-n time you want to start the game, youI” need to exit \X/im:lowsO 95 and restart in AAS-DOS(D mode. To do
this, click on your Start Menu, select Shut Down and then select Restart Computer in MS-DOS mode. To return

to \X/inc]ows@ 95, a{tzr zncling your Same, type EX]T, anc] press [ENTER]



INSTALLATION FOR WINDOW/S” 3.1 LISERS:
I/\APORTAN]‘: ” your computer l:oots up clirect[y into \X/inclows 3.1 m‘\[« sure tlmt you [mv«z zxitul \X/inclows
cntire[y before attempting installation. YOu should exit to DOS Ly clic‘(ing 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 before p[aying the game.

HINTS ON INSTALLATION
Il you are !mving trouble insta"ing Heretic: Shadow of the Serpent Riclers, review the notes below.
. When you read "which drive to install to?” your answer would typica“y be C:
2. On “enter clirectory name to copy into:" tlw software de[au[ts to \HERET]C
3. When you see ‘Create it?" your answer would be }’

USING THE SETUP PROGRAM
Once Heretic: Shadow... is installed on your drive, the SETUIP program will automatica”y run. Use the setup pro~
gram to con[igure Hertztic: Slmc]ow... to your system. " you are unsure what to select/ consu[t your computer manual
or souncl carJ manud‘ (or assistance, or just accept t[w c]e[au‘ts l)y pressing [ENTER] " you l(now you l\ave a
sound card and spuzal(ers, but are unsure which card... try Sound Blaster™ for both Music Sound Card and Sound FX
Carc]/ as it,s tlw most common. After you Imve configured He.retic: Sl’mdow... ‘or your system, select Y'S.\v‘z R’nmmeters

and Launch Heretic,” from the setup programvs main menu, and press [ENTER]

STARTING A GAME

IMPORTANTE: If your computer boots up clirectly into Windows 3.x or \X/inc]ows 95, make sure that you have exited
Windows entire[y before starting a game. With Windows 3.x exit to DOS Ly C]ic]dng on Ei[e in the top left hand corner

of your program manager, then click OK. To exit Windows 95 lick the start button, click Shat Down, and then click
Restart The Computzr in MS-DOS mode. If you have alreacly con[igured Heretic: Sl\adow..., you can start Heretic:

. CDHERETIC\ [ENTER] 2. HERETIC [ENTER]

Shadow.. lay typing the {o"owing from the C:\) prompt:
MAIN MENU AND GAME OPTIONS

When you start Heretic: Shadow..., a demo of the game will be running. Access the Main

Manu [vy pressing t]‘ne [ESC] I(ey. Usz tlw arrow !(zys to move to a se[ection, then press tlw

[ENTER] key to activate it. W hether you are p[aying a game or just watclﬁng the demo,

pressing [ESC] will always present you with the main menu.

NEW GAME
To Legin Hszretic: S'mclow‘../ s«z[qcf New Oamz. ch'” be asked to sz[qct an zpisoc!a and skill level. There are five

episodes that are intended to be p[ayzcl in order. However, if you have played any of the origina[ Heretic™ episodes/
you can l)ypass those and start immzdiatz[y with the two new zpisodes: The Ossuary and The Stagnant Demense.

For first-time users, it is suggested that you l:egin with a skill level no greater than Bringest Them Oneth.

OPTIONS

From the options menu you will be able to pzr[orm the fo”owing tasks:
Fnd Game - ends the current game you‘re p[aying (you can also do this Ly pressing F7)

Mzssages ON/ OFF— Ina mu]tip‘ayer game you can choose to prevent or allow other p‘ayers to type messages to you. Press
[ENTER] to togglz this On or Ol YOLI can also press F8 o toggle this feature dirozct[y without going to the options menu.

Mouse Sznsitivity - Use the acrow [(zys to cl1ang¢ your mouse sensitivity.

More... T[n’s wi" take you to the second options screen. y«m can also access the second options screen

directly l>y pressing F4-. Here you can control:



Scr-zen Size ~ u.sc t[w arrow l(eys to clmnge tl\e size o{ tI'lz p[ay screen (you can a[so use tlw "-:-" And "-" I(eys

while p[aying, to do the same thing).
SFX \/oluma = Use tl\e arrow I(zys to cl'mangc tI‘nz vo[ume. o[ th sounc] z“zcts.

Music Volume - Use the arrow l(cys to c[\ange the volume of the Lac[(grounc] music.

GAME FILES
Heretic: Shadow... a”ows you to save a total of 6 save - game [ilzs. To save or load games, press [ESC] (pl'essins

[ESC] will pause the action while you are p[ayins a game)/ select Game Files and then select SAVE or LOAD.

SAVING
To save a game, use the up/down arrow I(qys to move the arrow to a slot and press [ENTER] Now type in the
name for the save game and press [ENTER] YOu can get to the Save Game screen quic[(cr Ly pressing Fo at any
time cluring game p[,\)«
LLOADING
To load a [ame, use the up/down arrow I(v.ys to move the arrow to a 5[ot and press [ENTER] YOu can get to the
Load Game sereen quic!(er l)y pressing Fa at any time c]uring game p[ay.

QUICKSAVE/QUICKLOAD

If you want to save/ load games quic[([y without interrupting 3amzp[ay/ you can do so l:y pressing Fé and F,o respvzcti\nzly.

INFO
Se[ecting info will Jisp[ay a Iw[p screen. | his outlines what all the I(zyl)oarc! controls are and what t[my do. YOu can
also get this Iw[p screen at any time l)y pressing Ft. Press [ESC] to exit the Imlp screen.

QUITTING A GAME
If you want to quit Heretic: Shadow... comp[etzly and return to DOS or \X/inclows/e select Quit Game from the main
menu ‘\m‘] press [ENTER] you will be asked to confirm your desire to leave the game zntirz[y. Press Y to exit or

N to retuen to Heretic: Shadow... you can also exit without using the menu loy typing Fro.

THE STATUS BAR
Onee you select to pl‘\y a game and choose an apisoc‘le and skill level, the demo will cease p[a_ving and you will be at
the starting point of the level. The sereen is divided into two sections. The majority of the screen is taken up l>y the
game pL\y window. /\‘ong the bottom of the screen is the status bar. The status bar gives you information on how your
character is doing in the game: what weapons/items you have and what your health is. There are five sections on the
status bar. ﬂwy are:

Kcys— The three small boxes show

Armor- The amount of
the I«y colors Currenf[y posscsscd.

armor protection you have is

\X/e.\pon CI\.\rgcs— Tells you

the amount of c]mrges 1y

your current weapon. shown here.

Life- This shows how much health you have. Ina multip[dyer game this number |nv¢ntory~ This window shows ¢he
reflects how many enemies you have defeated. Beneath this panel is a chain which

also indicates your curreat health. The further to the rigl\t that the life gem on

current[y selected item. If it's empty
you are not carrying anytlﬁng.

the chain is, the more health you have.

USING YOUR INVENTORY

When you pic[( up certain items, thtzy're p[acecl in your inventory. Use the bracket [(zys, [ and ] to pop up your
inventory and scroll tl\rousl\ the list of your possessions. Seroll tlu‘ousl-n the list until the item you wish to use is ]\igh-
Iig]\tec], and press the [ENTER] l(@y; That item will then be the selected item on your status bar. YOu'” tap
[ENTER] again when you wish to use the item.



GETTING AROUND

KEYBOARD CONTROLS
Use the arrow I«ys to move around. The up arrow I«y will move you forward, down arrow backward, lef¢ and rig]mt
arrows will rotate you to face in a different direction. To move side to side (Imown as Stmfing), hold down ¢he Al
I(zy and the left or riglit arrow l(zys. Optional[y/ you can use the < ancl > l(eys to strafe left and rigl\t. Holcl down the
ris]'nt Shif¢ l(ey and an arrow [(Qy to move quicl(ly.

MOLUSE AND JOYSTICK CONTROLS
With a joysticl(/ use button I to shoot and button 2 to open doors and activate switches. Gravis PC Ommzpac‘s
Imve a tl\ircl ancl Iourtll Lmtton w'n’ch can lw uscc] to stmf( <\nd run. \X/ith a mouse, use l\utton 1to 5I1oot .\m‘] [mrton 2
to walk [orwarc[. Doqu—clicI( button € to open doors and activate switches. \X/it[\ a 3~l‘autton mouse, use button

3 to strafe nnd Jouuz—c[ick button 3 to open r:loors and activate switches.

PICKING UP ITEMS
To picl< up an olﬁiect/ just walk over it. I you need the item in question, it will be pic](ec] up and p[acec{ in your

inventory. If you do not need it, you will not be able to pick it up.

LOOKING UP AND DOWN
To look up, press the Page Down I«zy; press Delete to look down. Press the End l(ey to Ln‘ng your view back to default.

FLYING
If you find ln['nilicon's \X/ings of \X/rat]'\/ you can f [y t}\rough the world. Use the brackets ([ and ]) to Lig”ig[w the
\X/ings in your inventory and press [ENTER] to select it as your current item. Next press [ENTER] to activate
the \X/ings. Now you can use tlw Pasoz Up I(ey to ”y up and [nsert to “oat down. Press the Home [(zy to land.

MAP: Pess the [TAB] key to view the map. Zoom in and out by pressing + or ~. You can move

your character around while viewing the map. Be careful because you may be attacked [)y monsters

while youire lool(ing at the map. To seroll througl\ the map without moving yourse" in the world,

press flw F ‘(qy to turn [o"ow mode OFF Prcss F e.gdin to turn [o“ow modc l}acl( ON

DOORS ]o open most &‘]001‘5/ Wa“( up to t‘lwm dl'lCl press t[lc [SPACEB/A\R]. Some Cloors
are locked and require a [«zy (SOH/ green, or l)[uc) to open them. Other doors are operatccl 'oy a

% switch on a ncarlﬁy wall.

SWITCHES: There are many switches in the game which open doors and control p[at{orms. To

throw a switc]w, move near it and press the [SPACEBAR]
TELEPORTERS: Taleportuzrs can be identified lxy a sym[)o[ on the [loor that emits a flow of

energy into the sl(y. To use a tc[eportzr/ just walk over it.

PLATFORMS: Heretic Shadow... has p[at{orms that raise anc!/ or lower. Some operate

continuously/ while others must be activated lay wa”(ing near them and pressing the

_' [SPACEBAR] or activating a ncar!ay switch.

& DANGEROLJS EN\/IRON/\/‘ENTS: Tl’]Q Herztic S[l;\CIOW.u \'\’Ol‘ld can IJQ more c]angn‘ous

tl\an fl\( monsters )’Oll,” (‘\CL Gas pOL‘IS/ dangerous quuids/ or crushing CQi[il1gS s]\ouu LNZ
approac[mo‘ with caution. Further environmental effects like wind or water currents can pusl\

you off Izdges/ or ice can have you s[icling into the clutches of your enemy.



COMPLETING AN AREA: At the end of each area is an exit chamber, gmem“y marked

Ly a door with a blue trident. Entcr the room and press the switch inside or walk into

t‘w ch tq[cporter.

DYINO W!mn you olief press tl\c [SPACEB/A\R] to restart t[w lew[. YOu lmvc un[imit-zd livcs/ $O you can I(ccp

restarting the level as often as you‘rc Lilled. How:\'cr, when you restart you will be strippcc] of any items you may

]1.wc co”cctec! L\c[orc inng. C‘ct vzm L‘\zarus.'
USING MAGICAL WEAPONRY

At [irsr, you have on[y a sra“ anc] your Elvcnwand for protection. As you get more weapons you‘” need to choose
lwtwcen t]wm. Press tlw numLer to t!w [c[t o{ flw weapon name slmwn at flw {oor ol (’lﬁi screen to se[ect it To use a
weapon, press the [Ctrl] I«y’ or hold down [Ctrl] for r.\picl fire. A[so, cli“czrcnt weapons use cli“zroznt forms of

ammunitions. W hen you run over ammunition, Heretic: Shadow. autonu\t:ca“y cllargcﬁ the correct weapon.
YOUR POSSIBLE WW/EAPONS

1. Stalf: Not[\ing magica[ about this weapon. It's a stick, unless it's power«zci-up/ then it's as strong as an oak!
Gauntlets: The g.\unt[ets rep[acc your noemal beatin’ stick and deliver a c]zvastatins clectrical

attack. Powcrzd-up, it sucks enemies in from a further distance and drains their life to increase yours!

¢ 2 FElvenwand: YOur base weapon, If you are using this, it's time to run unless it's powzrcd—up/ in which case

= your enemy sl\ouH tal« the .run' option.

™~ 3, Crossbow: The crossbow shoots 3 magical arrows at once, ;‘Iq[iwrius lwdvy clamagoz at short range or
" l\ith‘ng multip‘c targets at a distance. Powcr»zcl—up/ this baby blases 5 slammin’ magic arrows for a gooc], strong

|
r 1\6‘\J-pounclins punis!nmnt!

L

4. Dmgonls C[.\w: Firins a [u\rmgc o[ zxplosivc magic, tI\is weapon is par[cct [or Clc.\ring monstur—in[estwl

Im”w‘\ys. Powcrcu]—up/ the ‘Ripper' delivers a [our-way lethal blast, rippiu' your enemy apart.

5. Hellseall: Now you.re one bad ell. The Hellstaff fires at a ]ﬂg[\ rate of speccl and does ]m\vy damagc.
L") waqrecl-up/ this l)d[:y slams out a l)one-crunclu'ns Rain From Hell that will leave your enemies wet ~ in their

W own steaming blood!

6. Phoenix Rod: The Phoenix Rod delivers an cxp[osivc cLarsc that will decimate the normal baddic to bits.

Powcrc:!-up, it's time to deliver some dup—[ried clamage as the rod pours out a steac]y, hot stream of raw

' ,
@ in[u'no! \)%h:lw em scream Ano! l)urn ~its grcat!

ITEMS AND ARTIFACTS

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

otllcrs are Addec{ to your inventory [01‘ I.\t\‘r use.

.’ Vial: 10 to Hm‘rl\.
B Quartz Flask: +25 ¢o Health.
9 Mystic Uka: Full health.

(o S]\iclcl: +100 to Armor.
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g Fnchanted Shicld: 200 to Armor.

/ﬂ Torch: Bris!ltcns your view.

ﬁ 1\4.\}\ Scro”: A map of the entire area — inc[udins hidden locations.
BAS of Holcling: Increases the capacity of your inventory.

Tyl(oztto,s Tome o[ Powzr: Tempomrily increases the power of your weapons ot "pow»zr—up.

]
@ Slmclowsp!wrc: —I&mporari[y renders you partia”y invisible.

The Tome will appear in the fop—rigl\t corner of the screen while it is active.

Valador's Ring of ]nvu‘nera[ai‘i('y: 1;'|\1pcu-<\rily renders you impervious to attack.

¢

Inhilicon's \X/ings ol Whath: T\'mpomri[y enables you to ”y The wings appear at the top—[t[t

<

corner of the screen wlu[t this item is active.

Darchala’s Chaos Device: Te‘czponls you to the [w»,mnmq of the level.

D g

Torpo['s A/‘Ol'pll Ovum: /\"orp‘w your victim into a chicken. Finscr-lic‘(in' sooc"

D‘z[minta[itar‘s Timc Boml: o[ tl\e Ancients: Drops a transparent l)omk tlmt ozxp[oclozs a[ter one saconc{.

%

Ol\ yes, it will hure you as well if you'r»z near it

MONSTERS YOULL FACE

From tlw (irst moment you enter ('Iw city, 'tir rlw L\st magica‘ uast o{ tl\e game, you‘” lae {iglwins a I1ost o¥
hideous baddies. Some are just creatures with a bad attitudes others are stmight from the pits ol D Sparil.

Uarqoy'e Half-demon and half-bat, these wicked red beasts are the Orders quarJ doqs of the sl(y
Fire G mqov!oz Asil ﬂyms, demons weren't mouglx/ Fire G arqoy‘qs toss balls of fire down upon their

unsuspunnq cnemy.

Uo‘cm 1 hese [m, bad wa”(mq rocks smack you hard and make you cry.
Nltroqo‘un l*m!mntu{ lﬂy tlw powers o( w1[/ tln Nltroqo[cms cast H.\*m\ s](u“s at ('Imn [oz

[ndead Warriors: As part o[ the Orc[cn s insidious plot to cont:o] your worH f]wy ve recruited tlm (JQACI
save t]\em armor anc] ar mec] tI‘nem thl'n c!zac"y magic axes. Now thy gu(ud tlw cvx! cities ‘mcI toss (’IICII‘

Il\[ll'ﬂtt Stlppl)’ 01’ axes at any €” WI‘IO passes [')Y

for appmcl.\qc-.. T ]\ey can't [y and tl\zy can't shoof, but in close combat tlwy Il tear you to ribbons.

\X/cuc{mqon “w \X/crcc]mqons m[est (’In c]ar st [mrs ol t‘w Orc]cr Pcusqssmq a“
of’ a tanl(, these [umlanzrmg creatures ‘MICI\ a [)oc!y-u(\stms [II‘QLE\[L

{ the strmgt]\ and Agi[ity

p]1 dian: Tlm Op['l J:ans slither in the c]nr[(«zst chamlnrs of the Dom of quarll and protect their [’urﬁ

w1tl\ C‘eac“y/ energy-tossing tnclents

ﬁ ,c\l’lCC(‘\\"«' ] ]’ICSQ luclzous ‘\l"OI'nll'lAt!OnS O[ tLZ dc\]‘[( \‘\’Ol[d move LIOO(’[Y L\Sf dl]d possess C'I\OL“Y 3]1arp l’lades
*‘%’

Discip]c of D’Spdrilz The pupils of D'Sp.\ril's dark magic, these wizards have mastered ”ig}\t and blink out of

the shadow waorld [ong cnouslﬁ to cast a crusl\ing wave of magic missiles toward their enemy.

¥
Also come at you in the form of g[104f<. N‘onstcrs ina gl\ost form appear transpareat and are impervious to normal man-made weapons.




MULTIPLAYER INSTRUCTIOINS

GETTING STARTED

Assuming you have installed Heretic: Shadow... as described earlier in this manual and more tl\orougHy
in the aclclnzn(‘lum, you s]\ouu be rea«ly to start a mulﬁplayzr game. First run tl\e D/\’”.":XE program Lay typing the
[o”owing from the C\ prompt:

1. CD\HERETIC [ENTER]
2. DM [ENTER] ﬂ'u DM program a”ows you to easi'y set up all the options available ina mu[rip[(\y«zr game.

NU/\ABER OF PLAthS A maximum of four peop[c can pL\y mu|('iplay¢1' Herztic: Slmdow... on a network., A max-

imum of two players can play mu[fipl.\yqr Heretic: Shadow.. via modem or null-modem.

th)’ If\’\POR-[ANT‘ ” youlnz using a mcvclem/ p]«msc I‘Q[Ql' to tlw MODE/\" PLAy section o[ tl\c RE/A\DA’\E [i[c

for details on setting up your modem.

MULTIPLE GAMES ON THE NET: To pL\y a mu[tipL\yer game over your neework while another sroup is also
p[aying a mu[tiplayer game, youv” need to clmnsq your network port address with a command-line parameter you pass
to DM (-port <value>)‘ le port aclc]ress te[[s your server where to send information that is sent over the network.

Network ports range from 1 to 64000. you slwuH N{cr to the person in c]\arge of your network for available ports.
MULTIPLAYER FEATURES

Many of the rules for playins Heretic: Shadow... cI‘lange for the mu[tip[ayer game. Read the fo“owing information
cardu”y before you [wgin to play Heretic: Shadow... in mu[tip[ayer mode.

MhNUS W hen you activate the Options menu or sumeus/ the game KEEPS RLJNN]NO so that other pl(\y—

ers can continue with the action. So it is best to find a safe p[ace before ac]jusﬁng screen sizes or sound volumes,

P/’\l ISE: A pL\ycr may Pruse the game lsy pressing tlw [PAUSE] I(cy/ but any other p[‘\yer can [,anausa the Kame l\y
pressing their [PAUSE,] l(cy. M.\[(e sure it's OK Witl\ your Ludc[ies before ml(ins a breather.

SAVE: When you save a n1u[tipLay¢r game, Heretic: Shadow... saves ¢he game on every playzr’s system, in the slot you

select, writing over whatever was there. Before saving the game, p[ayers should agree on a sale ~ save game dlot.

LOAD: YOu cannot load a saved game while p[aying a mu‘tiplayzr game. To load a previously saved mu[tip‘aycr
game, everyone must quit [rom fl\e current game dnd restart using DM and a comman(‘l line parameter, To do t[\is/
start DM loy typing DM-[oaclgamvz (name of save game Ii[e) and press [EN]ER] Y(au can also restart a
mu[tiplaycr sa\'cd game ny using SETUP to start tl\z Same ancl sa[ecting Restore a Networ](/Modcm/Seria[ game,
from the SETUP programs main ment. Fina”y, you can a[so use the Ioadgame parameter witll SETL”) Sae the

rcadme (ile [or a ‘ist o[ commanr.l [ine parameters ancl lww to use tl\em.

WEAPONS: la Co-op mode, when a p[ayer runs over a weapon, he picl(s it up, but the weapon remains in
the game for other players to take. In Dzat]mmatc}\ mocle, the weapon disappears but will re~appear after 30

.wcom{s. -n'u's a[so app[ies to ammo ancl items.

DEATH: If you dic and restart in the level, przvious[y taken items and c!estroyec{ monsters DONT reappear.
Even tlmugl\ you died, other p[ayers have survived. W didn't want to undo all of their fine destruction lsy reviv~

il‘ls every monster in CI}Q area.
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TELEPORTERS: When a p].\ycr enters a tc[cportsr, anytl\ing that is smncling on his or her destination re\qporhzr
will be clcstroyc&. This is called telcfrasgins. It can be avoided ljy getting off the tz[qportcr as quic!(ly as possiuc.

P[-/‘\YER COLORS: In network games, each p[ayozrvs c|otI\inS is a different color. The color of your character is the

((‘lOl‘ 0[ f!‘l\‘ {em on fl1€ II{C clmin LQ[O\\' ('I\Q status l.sar. -I-I“‘. CO[OI'S are BIUQ/ y@"OV\’/ Qrecn, d"d R\’Cl-

CHAT MODE: Ina mul(‘ipl‘\ynzr game you can communicate with other p[aytzrs. To enter into Chat mode, and
broadcast a message to all the p[.\ycrs/ press the letter T A cursor will appear in the top left corner of the screen.

Typc your message and press [ENTER] to send it. Jo broadeast to a speci{ic player/ instead of pressing T you“
need to press rlw !irs(‘ [estr o[ tlw plc\ywl"s co[or: (B)'uel (y)oz”ow/ (C')rouzn/ or (R)ed

CHAT MACROS: [n a mu‘riplaycr game, you can send your own pre—c!e[iuec] macros (clc’mecl in the SETUP
program under the menu selection, Run thwor](/Modem/Seria‘ C)Ame) ta)/ initiating Chat mode (as stated
(\Low)/ tlwn Imuins ALT ‘\ncl pressing fl1~z numlwr l(cy tl\at corresponcls to t!w macro you wislx to sznd. For
-zx(\mplez if macro #2 is ”Enr it and die!”, initiate Clmt mode L)y pressing T then hold down ALT and press 2.

EXITING A | EVEL: When one player exits a level, all wl.\yers instantly exit as we“/ x'canc“css of their position or their status.
play F b4 S R

COQOPERATIVE OR DEATHMAICH MODE

There are two ways to p[ay a mu[tip‘ayer game: Coopzratiw and Dzat[*nmatc[\. ln Coopemﬁvt mode the pL\yers wor!<

rogetlur. [a Deathmatch mode your mission is to Lill everytLing that moves, incluc]ing your buddies. ch can choose which

way you wish to play from the SETUP program. The differences between Coopcrativc and Deathmatch mode are as follows:

\X/HERE YOU START: In Coopcmtivc mode cach player chins in the same area. ln Deathmatch mode ¢he p‘aycrs l)cgin in

comp‘ctc[y different areas and i you want to see your Luddy, you'“ need to hunt him down. To make the hunt more interest-

ing each time you die, you'“ restart in one of several random locations.

K}‘.YS ]ﬂ D\‘(\(I“Th\ﬂ‘l\ ll'IOC!C tll\' ["L\Y\H'S start l‘\(‘l] IQVQI Wlt‘\ (‘LQ l(k“/ necessary [OI' OPCI".HS any ‘OC!(CJ (lOOl‘.‘«' on th‘\t [QVCI.

STATUS BAR: I Deathmatch mode the LlFl’.‘, section on the status bar is repl(\cecl with K“_LS, indimting the num-

ber of times you‘vc Lilled your opponents.

AUTOMAP: |n Coopozrativc mode, the Autom.\p works the same way it does in singlvpl‘\ycr mode. However, cach pL\ycr
s rcpresmtcc[ l\y a different color arrow. In Deathmatch mode you won't have the plmsurc of 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.

Sl‘)’ MODE: If _you'rz p[ayins in Coopzmtive mode, press Fig to toggle tLrougL the other playcrs‘ viewpoints.
>/Oll still retain your own status bar at the bottom, and if your view reddens from pain it is YOU, not your part-

ner, who has been hit.

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

screen providcs a death count on everyone, [ctting you kaow who killed whom.

DEATHMATCH GAMEPLA)/ NOTE The rules for comp‘zfing or winning a Deathmatch game have

iuwntionauy been left 5¢mr(\l. Any playzr can exit an area and force all the playcrs to move to the next area. Also,

there is no limit on how many Lills are rcquirec! to declarc a player the winner. W decided to leave this up to you.
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RUNNING HERETIC: SHADOW... FROM THE COMMAND LINE

/\/‘uc!\ o[ tlwc in[ormation you give to Hereric: Slmclow... tl\roug]\ tlle SE-IUP program can Lc provic]ecl [\y passing

program parameters to the appropriate device driver on the command line. For details on running Heretic: Shadow..

from the command line reler to the READ/\’\ETX] file in your Hcretic -:]ircctor,v.

TECHNICAL SUPPORT

REMEMBER YOUR README!
>/ou M‘\y /A\lre.\dy Have The Propcr Answe.
Check out the root clircctory of your install disc and print out the READMETXT file. This file contains the

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

an ordcr/ So]clic r.

THE CHEAP BUT EFFECTIVE WAY
Got /'\ Mo(lzm /A\nd Intczrnet or E—mai[ Access?

Gt up-to—rlm—minute technical info (or just cruise our excvzptiona”y cool region of the 'n«zt) at the GT nteractive

So[hmrc wel:s-site at }1ttp://www.stintcr.\ctivc.com. ]n tI’li Support Section you'” access Iists
of {rcqucnt[y asked questions, troul)lcs]\ooting tips, forum Jiscussions/ and gain access to direct e-mail support at

support@gtinteractive.com. Upgmc]q patclms can also be founc] on our site i[,/anc]—/or~ when t[ny're needed.

HELP IS A LICK AND A STAMP AWAY!
The Postal Service Is YOur Friend
YOu can mail your questions and receive a [riqnc“y/ timc[y/ and ever—so—‘\clpfu[ response from our technical support

team lﬂy .»:cncling us a note (mal<¢ it detailed, BuU) about your needs at the (o”owins address:

C)T ]nh‘mctiw So!(’ware, At(‘n: TS/QSC/A\/ 1 Nixon Lnnz, EJison/ NJ 08817

LESS CHEAR MORE HUMAN!
Got A Phone and Lons Distance Money To Buen?

Let your [ingcrs do the w(\“dns and your face do the ta”(ing Ly ca”ing GT Interactive Software’s Tech Support at
970.522.1797. This works Monc]ay t]\rough Friday, 8 am 'til 12 Mic‘m’gl\t ET (tl\is stands for Fastern Time, not some
cute little A[iﬂl)/ but be aware that C’Tls TQCI\ Support is c[osz(} on a” major l'lo[iclays. W stronslv suggest that you Jo
the ‘o“owing when ca“ing: be near your computer; have any info we'll need regarc]ing your p‘\rticular system and set
up (inc‘uc‘!ing print outs of your con[ig.sys and autoexec.bat at hand, if possiue); be rmcly to give the Techie (term
of endearment) detailed info about where you are encountering your difficulty and any messages received on the screen.

We thank you for your cooperation, citizen!
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