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1. The Story s0 Far..

The elders tell of the adventures of & heroic Sidhe 2(f
who CL&((&?Q(J the forces of D'Sfmri(, the weakest of the
three dimusicm—{ravz(ih? Serpent Riders. His victory was
fmr(’()r b\siyhificahi, but while he battled DfSParL(, the other
two Serpent Riders were far from ille. T'qu)f ware hard af
work sawiu9 the seeds of destruction (n several other
dimensions. One such dimension (s Cronos, the world of
Hexen: o Auman world, but one where the forces of »-.a9i<
are both stronger and more slrid(/v controlled than those of
the Elver world.

The Aumans have (earned from Faihfu( experience that
while magic can be a Powerfu( tool, it also contains more
destructive potential than any other force (n thelr universe.
From this fusk realization a Jiscipﬁmtj and ordar(/y
socizl)f hes davz(opec', one whaere every citizen knows Aus
P(ace, and whaerze the vast majoridy of common men are
held (n thrall to a few ruthless, Powzrfu( (eaders. wiz((Jiha
maﬁi(a( owers and arcane artifacts, these men
ovzrsl\acrf)w every other Auman force on Cronos,
SMFPrassihﬁ individual U\Ohﬁ“ and action th the rame of
the 9mzaler 900(’.

ithin this strict order, three orﬁahiza{iorﬁ ratntaia
the fabric of Auman society: the Legion, the Arcanum, and
the Church. I an unzas é\f‘mcz o?(eh threatened L/y P‘z“/
szum’:“es and tsm(aﬁnj power siru??(cs, these three

oramimﬂoas share absolute dominion over all Lumauii}
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The Legion represents Auman mililary strength, using brute
-fomz LZCLMJ [} ma\ji(a( wea?m\s f:?rhpos:? o stroct Z)\(’
nflexible order upon the Popu(«ce. The Arcanum (s the
center of (earnin/a, for all ma?icaf studies, and as suck &
- determines who will or will not have access to s wealth of
arcane secrels. The Church acts as a Lridy: ond buffer
between the Legion and Arcanum, hsbs? o mixture of
Mﬁ?i( and mi ihuy {ro\ihihj to maintain the balance of
ower while secref( fw{Lzrb\? s own interests. TB?dker
or sepamie( ” these three groups control every asped of
Auran (ife.

Each organization (s (ed by a single man: Zedek,
Marshal of the Legion; Traductus, Grand Patriarch of the
Church; and Menelkir, Arck-—Moﬁe of the Arcanum. These
ren are the ultinmate embodiment of power on Cronos.
Cold, cafcufa\ﬂh? arnd devold of concern for Mj‘k(a? but the
advencerent of their own status, these (eaders were the
first to fall under the Swey of Korax, the second of the
three Serpent Riders. In return for their A“{?iﬁ\)\(l; Zedek,
Tradudtus and Menelkir were rewarded by Korax with the
dark 91.{{ of Unlife. Using the powers 9rwshzd thena Iy
Korax, as well as the rz?ics a&u«]y (n their possession, all
of Lummii] zuick()r fell under theur sPe“.

Oh{y three Aumans ucapul the gens of the leaders’
new powers: Baratus, a Warror of the Legion; Dacdolon, o
Mage of the Arcanun; and Parias, o Cleric of the Church.

Now these three have sworn to (Jes!m)r the (eaders Uw.)y



once followed, and an Aing ealse that 9@55 n the way as
they execute thewr task. Ehizm}? the mystical Porla( used L/
Korax to reach their wor(d, the three ﬁ:vcome ]\onfzssfy
separated, forcin? 2ach of then to a{lemP{ on thewr own
that which Uua)r hod (ittle I\OFQ of (Joi.h9 lo?dhr: find
Korex's stronghold, defeat hus (27(0;«5 of 7:—0{:51“ PALALOAS,
and -fina“)f dzs{ro)( the Serpent Rider himself.

Thew task will be o difficult one indeed. 1t is well
known that Korex's stcia( powers stem from Ais control
of the Chaos SPlumz, which Az uses to werp and corrupl
2veryone and zwzr)&kin7 ke touches. Though not the
mightiest of the Szrpeh{ Riders, Korax s -Zw nore
Powzrfu( than D’S[ari( was, and his lust for power s
matched Oh(7 !7 s hatred for all (ivihﬂ U\ih9s not under
his control. Can he be VMzuisk«’?

Oh()y tine wall tell.



2. The Oly'@:( of Hexen

hether you choosz to Pfa/y a3 Baratus the Warrior,
Deedolon the Mage or Parias the Cleric, the ultimate goal
of Hexen s the same. You must defeat Korex, the second
of the three (lza(’fy Serem‘. Riders. The task s not an 2asy
one, however. A{ms? the Wexy you rust (fzsh—o/y hundreds of _
Korax's vile minions and (earn the secrets of Ais s{mh?LoM
of you wish to prograss to the final confrontation.

Hub P(a/y

Korex's fortress (s bullt Upor & series of central cores
known as Hubs. Each Hub provides access to several sub-
(evels. In order to rogress U\rougk the garme, you will need
fo revisit each Hui’ several tines and exp(ore the numerous
sub-(evels that branch off from d, often rzcowzrb\? LMPor{w\{
dems and Lr{naihﬁ them back to the Hub. OJ\[)‘ then M“/yau
be able to progress to the next Hub and the next c‘xa“&g&

Character Classes

W‘f\eh)rou start o new garne of Hexen, you will Aawe
the oFFarfhh({/v to choose your character class: Warrior,
Mage or Cleric. Once you hove cLoSzh, JoU may not (l«ah9£
your class (aﬂkouﬂk you ey start as Aoy RRW Gernes
as you wish and use different characters (n &l of them, then
save them (n different Save-game slots).

Strateqies For Each Class
Several U\Lh9s are affected L)« the character class you
choose. For example, each class uses different WRAPORS,
and certain artifacts work Jiﬁzrzh{& h the hands of

different characters. Most LmPor{m{( ; Lowevzr} 2ach



class has its own 'ﬁ?kﬂh sl)rtz and s own uhizue abilities
and [imidations, so ou'(?kp.ve to bear those abilities (n mind

when you {i7H or try {o solve a ProL(em_ In 5-&)\1?&\(, the

characters’ abilities are as follows:

Baratus: Traned by the Legion, Baredus is o master of
the WRAPORS and the mystical
artifacts of Ais order. Az (s the fastest and
sfron?esv‘. of the characters. His excellent spazc’
makes hinm formidable (n combat, and Ais
aLL(iify to jhmP 9racd distances allows Aim o
aasigy reach areas that are difficult for the other characters
{o access
L/v normal means. He starts the gare with s{ro;\7 N
and ke can bulld Ais Armor Class to a Aigher (evel than
either Daedolon or Parias. He needs the extra Prohdion
because Ais WRAPORS thlxastz c(o:ue-rm?e ‘ﬁ?}\{l..hj. This
s Baradus' Primar)r weakness: unlike the other characters, he
often cannot hang back and dispa{ds Kis enemies from
o distance. He must cLar?z w to Lrih? the power of his
melee weapons to bear.
aedolon: Pkysica(( weak but slrm«? 7N spiril,
Doedolon weaves very {abric of mza(f.fy with
Ais Powzrfu( sPe“sA He s o expert at :st&ro)«ih/a,
his foes from afar, a(imim\{ih9 creatures with
magical attacks before Uuz)v Can 7{! close %Ohgk
fo {,r:}'ure him. However, this useful ability s
counterbalanced Lj his poor sPud and s{reh:;{]\, and the
weakness of his armor. If you choose Daedolon, Tzou Aaust
f

choose your battles carefull ) mm:imizihﬂ the effectiveness of
[



our ranged attacks and firding some way fo

{DMPE::Z{t for your lack of SPZa) and uipmﬁ ower.
Panas: Half warrior and Aalf mage, arios

ﬁ melds the two disciplines into a (ethal conposile.
His skdls and abilities (e somewhere between
those of Baratus and Dacdolon. He (s fair()r fast
and stron , and some of his WRADORS Con kll

from a distance. Some ML?H think of Parias as a weak

half-caste or o maere 'aci—of—a“—lmcfzs, but Ais mixture of

rartial and M;Sﬁ(a lraim}ﬁ rekes him a formidable
oPPonehi indeed.

3. Controls

The Mintendo 64 control stick uses an anal s)ﬁbvn to
read the angles and direction of ts moverent. This allows
subtle control that s not Possi“e usb\7 the conventional +
control Fc«l

Wwhen Eumin? the control deck povrer o, do ot move the
control stick from & neutral Pos(ﬁoh on the controller.

| I the control stick (s held at an angled
@i position (as shown (n the picture on the (eft)
when the power s turned Oh, this Posi{ion
will be set as neutral This will cause games
usl}s? the control stick to oiumie Lhcarnzd()f.




To reset the neutral position once the game
@ has started, (et 90 of the control stick so i
can retura fo s center position (As shown
in the picture on the (eft) then press start
while [0((11:#\-9 the L and R buttons.

The contro( stick (s a pracision instrument, make sure
not to :‘-Pi“ (izuic’s or P(Acz any forzi?h olj&ds wto k.

START

R Button

L Button B Bution

+ Control Pad C Buttons

Control Stick A Button

&4 Controller Pak™
Connector Slot




COMMAND SUMMARY

Menu system

(always constant)

Enable/Disable Menu

Start

Move Up Control Pad Up OR Control Stick Up
Move Down Control Pad Down OR Control Stick Down
Previous Menu B

Select Item AORZ

Decrease Value

Control Pad Left OR Control Stick Left

Increase Value

Control Pad right OR Control Stick right OR A OR Z

On the Manage Pak Menu...

Previous Game Nofe

U Buttons Up

Next Game Note

C Buttons Down

In Game
Action Confrol Pad method Contral Stick method
Turn Left Control Pad Left Control Stick Left (with velocity)
Turn Right Control Pad Right Control Stick Right (with velocity)

Move Forward

Control Pad Up

Control Stick Forward
(with velocity)

Move Backward

Control Pad Down

Control Stick backward
(with velocity)

' ~ Move Left

L Button Control Stick Left AND Z
Move Right R Button Control Stick Right AND Z
Run A Control Stick controls movement
and speed
Use Weapon B A
__Map Z C Buttons Up
Use selected item C Buttons Left C Buttons Down
Jump/Push/Open C Buttons Down B

Select Previous Item

C Buttons Up AND L
Button

Z AND C Buttons Left



In Game (cont.)

Select Next Item

C Buttons Up AND R

Z AND C Buttons Right
Button

Select Previous
Weapon

C Buttons Right AND
L Button

C Buttons Left

Select Next Weapon

C Buttons Right AND
R Button

C Buttons Right

Look Up C Buttons Up AND Control Pad Up
Control Pad Up
Look Down C Buttons Up AND Control Pad Down
Control Pad down
Fly Up C Buttons Right AND Control Pad Up AND Z
Control Pad Up _
Fly Down C Buttons Right AND Control Pad Down AND Z

Control Pad Down

Look center/stop

C Buttons Up AND

AAND B

flying C Buttons Right
In Map Screen
Action Control Pad method Control Stick method
Follow Mode Stick Control Pad
Follow Mode Off Leave stick alone for Leave Control Pad alone for
4 seconds 4 seconds
Zoom In C Buttons Up AND L Button
C Buttons Left
Zoom Out C Buttons Right AND R Button

C Buttons Down




4. Mawn Menu & Game Orlim\s

Slariin, Out: when you start Hexen, you hevz o choice
of s{arﬁh? & AeW game, Acczssin9 game files, uconfi?wbs?
the controls, or 00\7 to the OP{iorss screen for more choices.
Use the Control Pad or Stick (UP or Down) to I\L?Miﬁkl your
d\oice, and press A to activate . IWhenever you are in &
renu, B acczPls your (I\M?(S and takes you back to the
Przvious renu or back to the game. with the excz}aﬁon of
the (on{iﬂun renu, the {o“ow&;\? menus are also avallable
during gameplay. Press start at anylime to access the

9 gerapioy iy _
renus. Mote that menus accessed Jnru\7 9amzpfa)' include
some additional opiio»\s. These are roted below.

Naew Gone: To va?ih & game of Hexen, Luﬁ“uﬂf\{ Neaw

. Game and press A. You'll be asked to choose a skill (evel
ond a character class. Highlight the character class you
; Przfer, and press A, Next, choose o skl (evel (Szuire 3
the easiest) and press A. i you're new to the game, s
' recommended that you use the default skl (evel, or
Parf\o.los O ROSIRY OAR.
Goame Files: You can save and load germes A progress
L)r usi)\7 the Game Files menu. Hiyl\(i?fd the Game Files
ophon and press A. You m“ have the {O“OWLA? choices:
* Load Game: Bru\?s Up & menu of gernnes saved
Oh your Controller Pak. HL?A(\?I\{ the garme you "




want to load and press A. See your Controller Pak
instruckions for more information.

* Save Game: Saves the current game on the
current Controller Pak. Oh{?‘ OAZ game Con be
saved per controller pak.

. Pak: Use this option to mana wr seved
MAM’:;\ the (oﬁ\h‘O“szP:\L Seleck: fif«fisp(af
two further oFHons — Next Pak, ond Delete.  Select
Delete to delete o saved gorne fronn the Controller Pak.

. Tuv?orﬂy Save: Saves game A progress.
However, this save opﬂor\ s feMParmy oa{» and
& game saved ia this woy s erased f you resef or
turn oﬁt the Mé4 unit.

(on-ﬁ’urt Use this menu to configure the germe for
rumber of P(A ers, level of detail, and deathmatch options.
Disp(a,ys the following submenu:

o P‘A}u:ﬁ%mss Control Pad (eft or riﬁl\{ to
increase or decrease the aumber of P{a)vzrs. Ohne
to four players can play Hexen, in either Co-op or

Py o ” =er
Decthratch mode. As the nanes suggest, in Co-
op moda, ou and your co-F(o.)rzrs are coopzm{ih
against the conmon 2nemy, while (n Pzal’\malcz
mode, s avary F(a/y:zr for hin or herself. See
Decthmatch, below, for more information.

o Detail: Choose betwezn HL?L and Low. High
detaul ?ivzs you more detail on the screen, Zul

Pexy tend fo slow the game down. Low detail
9ivzs you PrAXUAUAN Ferformm(e.
o Filter: Press A to f?9(¢ between Smooth and

s Zoom. This oP{ion etermines how the monsters



are (lispfa/ad on the screen — (n Smooth, the
monsters are (’isP(a)racl with a smooth (but
fuzzy) outling, avoi(]f.hj the characteristic “)'aﬁ?uf"
(oo{ of the monsters up close.
Deathmatch: Deathmatch allows wp to four f(ayzrs
to play, using o split screen. Displays the following
sSubmenu:

* Decthmatch: Yes/No. Use the Control Pud
to (JLSP(‘:\; your Preferud c]\oiq, and press A
to accep(. Press B
{o return to the Pnzvious PaRAl.

® Monsters: Yes/No. WI\AU\ /you are Ptayu\? o
Decthratch game, you Can choose whether
or ot to have monsters in the game. Use
the Contro Pad to diSP(a)o your referred
d\o{cz, and press A to accaP{. ’{'ess B to
retura to the previous menu.

. RQSPAWA: Yes/No. If you have elected to
hove ronsters ia YOUr game, you Can
choose whaether or not ¢ reappear after
U\z)- have been killed. Use the Control Pad
to display your preferred choice, and press
A fo accept. Press B to retura to the
Pr{vious PRl

o Level Warp: In Decthmaich f{o\)’, P (A)r-zr 1

can select the Lzaihhiha (evel Use the
Control Pad to (]ispfa); the desired level, and
press Start.

* Time Limit: You can choose to Pfa)y {o a
fime (imi.l} or for an unlimited time. Pm:ssf3




the Control Pad (eft or right to display your
Przftrrul choice, and rz.?s Ato “5?){"/’"
Press B to return to t Przvf.ous [N TN
Soundlest:
* Effects: Use Control Pad to select sound, A
to test.
» Son?s: Use Control Pad to select souu’, A
{o test.
e Slience: Turns sound or music off for
:zs{ purposes. e fol
Opfu».s.' : The Options screen guves you the followr
additional choices. Tfo d\amyz an Zpﬁo»:ro kijk(iﬁ“ ;?;3
Przssih7 the Control Pad up or (]ow“, then use A fo (o”(z
Letween possible states (¢.9., Yes or No), or press the
Control Pad Right or Left to increase or decrease the (evel
of an option gud\ a5 music or sound effects). Press B to
a(ccpi the dwu-?zs and return fo the Przvious PaRAU.
L Mm.,a Prass A to 10?7(: Messages On or Off.
Witk this opﬁoa turned on, essages are JisP(oyuj
on the screen as you P(A . Messages kup you
nformed of events as t Lﬁppzh, (z{{ih.? yom
know, for w(z, that you howve Pick«l wp &
flechette or 9«&«' extra health Po(nis.
* Ponel: Press A to io”(_z the status bar at the
botton of the screen On or Off. The status bar
/u:zps you informed about your health (evel, os well
as r tho\(o?r and w ns. See Your Status,
below, for more information. You can tura the

status bar off for a ‘cleaner’ 0ok on the screen.
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o SFX Panel: A(I}'usfs the volume of the sound
effects. Press the Control Pad Left or Ri9f-.{ to
decrease or increase the (evel.

* Music Volume: Adjusts the volume of the music.
Press the Control Pad Left or Riﬁ“ to decrease or
increase the (evel.

Acczssih? the menus (’urih.? the game Provicjﬁ you
'ML{L £Lasz ﬁ(’(’iﬂt)hp\( options:;

o Controller: Lets you choose between the Control
Pad or the control stick for moverent of your
character. Your choice of controller also affects
Low;ou access the map as well as other control

oP{(or\s. See Autorap under Movement and

for re—centering the view after (ooking up or down.
* Quit Game: Returns you o the title screen.

5. Your Status

YO0 =0 i . B |

The Status Bar af the bottom of the screen (’iSP(a)fs
vital (nformation about your condition.
Here's what i {z((s you.

1. Life Counter: The aumber in this box hz((s/voh how
health u are. Your health (s rated as « Pzrcchla?z, 50 o
health of 100 means youire in perfect shape, while a
health of 7 indicates that )rou(rz Margy dead. In DeathMatch
P(a)f, this area will also show your number of kills.

15
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2. Mana Counters: This area shows you how mauch
Paha you have collected. The number beneath the blue
Paha rtymLof on the (eft tells you how ruch blue mana
)(ou'vz accurulated, and a vertical blue bar 9ives you the
same information 9r f\i(p.f(y.

The number beneath :T.z green mana s)fmlm( on the rq'.?f\{
SI\OWS ]OH ’\OW MHCI\ 7"‘2{1\ Paohes }0th2 90*; W]\L({ [
vertical green bar shows that same information 7ra.?lsim“/~.n
If you are currently using a weapon that requires mana
io)-rf:hdioh, then z)i;lsz:’?ke “u:c’;r green MZM won wall be
]\f.?”i?khd, (ltpzhclih? on which sort of mana that

WlA]DDJ\ uses.

3. M lem: This box shows which (tem fmm)rokr
invenlooy s curru\l()r selected (rcadj fo use).

4. W Pieces: Each character can use a special
WeApOA: Tz:’::»zswor(] known as Quietus Lt(m\?s i}:} the
Waryior, the holy symbol called wraiilwzr?c s uszed L)y
the priest, and the staff named Bfoodscom?e can be
wic&etf 1[7 the rage.

These WRADORS Kove been broken into Pizczs, which you
must collect. The outline of your characteris special WRApOA
(sword, s/n-.Lof or staff) and any Fieczs you [p.vz collected
wall appear ia this pert of the screen.

5. Arsor Class: The Armor Class box on the far rij“ 1
?Lvts you & Aumerical indicator o-f)rour armor (evel An
adventurer with no armor whatsoever has an Armor Class
of 1, while a character armored (ke a Colossus would Aave
an Armor Class of o
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6. Life Chain: At the bottom of the screen (s a chain.
This chain nzPrzsznls your (fe: & sliding indicator rests on
the ri?l\l of the chain wki(z)rou're hea U-,, and slides to
the (eft when you are dmayz('.

Using the Iaventory: when you walk over most tems
the M(;Z (aced n oZr invzhl): . Press € buttons v i
/4 ){) o e

AND L (or R) Button to scroll (eft (or n?“) {Lroual\)your

imm\{ory tems. If you are usb\7 the s{ici, press ¢ Buttons

Up and move the stick Left or ki?k{ for the same result.
6. Moverent and Game Environment

You can P(a)r Hexen usih? euther the controller's Control
Stick or the Control Pad. Each method comes with s own
set of controls. Controls are summarized (n section 3 of the
rmarual, and any wm:jor differences are notad below.

P\:CL;J\? Up lenns

You Pic/c up an en L)r Wa(hna over . If you walk
over an e but do not Piclc o u ) you ProLa“ can't use
that dem n'.?f\l now. For example, f you are at 100%
health and you walk over a Vial (whick Provides +10
keo.{{‘\), you wall not Piclz the vial up.

Flight

W’\tn}ou'u using Inhilicon’s Wings of Wrath, you can ﬂ)r
I you are usb\y 3« Control Pad for character rroverent,

ress C Buttons Right + Control Pad Up to float nPward, and
€ Buttons Right + Control Pad Down to float down. To

stop flying, press C Buttons Up and C Buttons Right. If you
are usihh?lke Control Stick for character movzrzul, ress Z
and Control Pad Up to float wpward, and Z + Control Pad
Down to floct down. To stop flying, press A and B. 17
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De}?o\c,my Oh wl\dker)rou are usinﬁ the Control Stick or
the Control Pad for character raoverent, Auion-\a}a features
are accessed slightly differently.

Control stick: If you arz usfmg the Control Stick for
character movement, press € Buttons Down to access the Pcsp.
Zoom LA Lj Przssih? the L Button, and zoom out L)r Prusihﬁ '
the R Butfon. You can scroll the rerp around L:y usih9 the
Control Pad. While (n Autor modz, u can still control
your character L)r us'u»? the Control Stick. Press ¢ Buttons

Down A?N:h {o Tm] AH{OM&P rode.

Control Pad: If you are usin9 the Control Pad for character
roverent, press 7 o access the map. Zoom A L)y Pressb\?
the € Buttons Left and Up, and zoom out 137 pressing the €
Buttons Ri7l~{ and Down. You can scroll the rap around l>)r
using the Control stick. while (n AM{OMﬁP moclz, you can
stull control your character L/y usi.h9 the Control Pad.
Press z aﬂal;h to (eavz automap mode.
The Au{onmp screen (s also where you wall see any L‘E}” and
armor that you have accurulated.” All other dens are
P{acu’ A your bwzhiory.

Doors
Most doors n Hexen wall open if you walk up to them and
press € Buttons Down (Control Pad mode) or A (Control Stick
mode). Some doors are (ockzd, and ;ou'“ need to be ’\D((ﬂh?
the proper lu) to open then.. Other doors are opmd !37
switches on nearby walls. And still other doors remain sealed
until you erform a sptciaf action, (ke walk into a cortain
room or kill a spzc{fic ronster.
%



Ti(zPorlers
There are two l/ypzs of {t(zpoﬂzrs wn Hexen: sLori-—rmyz
k(&’or(crs and inter-(evel teleporters. The short-ran
hftror{m rOVZ you around [ul do not lrmspor{ you to the
next (evel. Tﬁ-y can be (dentified Ly IS .'-)VMLO( on the floor
that emits o sparﬂih? Flow of aner ) wnlo the sky. To use a
sf\orl-mh?z {z(eforlzr, u )'us{ WA(Z over . Note that
teleporters with a red ﬁzor anel wall ﬁc{hﬂ\“)' ltftfor{ you,
while the ones with a blue floor Pm( arz Mrt(y
cul-—Pof.n{s for other {z(eporizrs. Tkzy wonr't move you
ahywhere: Uq)r)'usi rark the Pfacz wfwre/you'“ be (IroPPu]
o{:ﬂer usin9 o red iefeporizr.
The other {)'P‘“ of lefzpor{er (s the inter-level h(zpor{er. Ths
device moves you from one (evel to the next. These
teleporters are a(Woys rounted upon walls. They ook (ike a
fk([tlh th mirvor with a swirl of color inside. ﬂst walk up

fo t and )n:m' (( be lz(zpor{ecf.
Platformns

Often you wall encounter P(aiforms that raise and (ower.
Tky are activated (h o variely of ways. Some raise or
{ower when you walk wp to them an press the down 7:“0»«
Button when HSih? the Control Pad as the controller and the
A button when using the stick as the controller. Others
move when you throw a swilch or walk across a certain
section of floor. StUl others are cr».{i.nua(fy th motion.
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Dara LA? Environments
while La{{(iny your way through Korax's fortress,
)mu'“ often encounter environmental threats such as
Po{sohous clouds, (ava-covered floors, or czi(ihys that drop to
crush the URWwary traveler. Other hazards include dwsyzrous

walter currents and fa“uhj Lriclges that can throw you to
your death.

Note that oMU Can be killed of you fall & ,ru.! distance.
(omptdb\? an Ares

Hexen s structured around several large Hubs. You'll
spuwl a (ot of time in each Hub, 70'0»9 back and forth
between the Many sub-(evels that branch off of the main
arza. You'(( know)mu'vz -fuw.({y mnzwzr«f o Hub wku)vou

reach an intermission screen with text.

when you die you are P(ace L:?lc at the start of the (evel
u were killed (n. The game restarts at the Foin{ where
u furst entered the current level, and anythe "
{:compﬁskzd since entering that (evel s Li‘do:c?.}o
Evzo;y!kihy you accompﬁskul before vs{azrihﬂ the current
foc::\(z, Lowzvzr, s Przscrvzc].
There is no (imit to the Aumber of lims}ou Can rd-y a
(evel. Howevar, since you (ose all your neat ezui raent when
you die, ot (s usuo.(f/y better to Save your game uzml();
and (0ad an old gane if)-ou ’\G\PPU\ to be killed.
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J- Weapons

Exczpi for the WRApOA that o character starts out
w_EU\, 2vary W2apon in Hexen uses mana. You can tell which
sort of mana o weapon uses because the appropriate maona

won will be kcak&?ku«l on the Status Bar.

( Fighter Weapons
SPM Gauntlets: The u.?“ar starts the game with these
Gountlets and always has them “at hand” as a (ast resort.
Each Fw«:l\ wears iwh your zum;,'s defernse and evary
third Phhd\ delivers o Miakij\r Blow!
? Tunmon's Axe: The Axe MA.LQ.S)N)H want to reall Jump
tA {LE.H'. a.M'J I\ACL AWA)' at )rour MM({S as ot za(s
out much more damaae than the Gauntlets. TAis s
also a ((DS!—rM?{-*Dh [y weapon, so be careful not to
{ corried aWa}f
zlmw of Refribution: Now you an ru\(gy start
T dealing some death! The Hammer can be throwa
straight out (n o skull-splitting attack or you can get up-
((oSe?w\(] Parsom( for if\a{ SPZCLA( L(M(!?Z/;::Lh? U\Z‘. o,j)«
you can Provi(’a.
Quietus: This multi-part runesword (s called Quietus
l because it's the ultimate ey {o silence your foes. After
¥ one slice from this steel companion, most monsters
W‘((‘“f}£7 surrender their souls.
Clere WQAPDJ\S

Mace of Contrition: The Mace wall m\(/y cause contridion
T VPN 2nerny after Aumerous beatings. This weapon

shou(d 05(7 be used as a (st resort because of ts short
rw\?af 2



Staff: The essence of the sacred Kalrath szrimx{
s contained within this staff. Feed & with the blue
rana and i will serve you fai(kfu‘(& Ly ﬂ:di? fwin
VRAOAA spkcrts at your enemies. Using this sta up close
will drewn your ny's (ife and 9iw. some of it to )vou!'
Furestorm: The Furestorma speff (ats YO SUPMOA & ?oul
of fire from the earth. The flames a()rour
m/s feet and roar quwd to um:s entire Loc'y,

roasting hin alive. All U\LA?S CORSL ared, Firestorm s

the ultimate barbecue.

Wro..iUwcr,c.- A very powerful multi-part weapoh
this staff wall sumzzh the forces of the grave h:
IHPOJ\ your zum)y's soul {mrihg oand knashin
away ot the (feforce (L/:Az f\u»?r)( (lo?sf ?
Ma?z W-QAPO)\S
SA”‘\'EPI Wend: Useful for ki“ihg 2ARMLES,
evehiuaf()r, this wand will fire ?‘ic& Ma?i(a‘ blue
darts ab your target. There (s ro (imit to the
amount z{ockarjz: i this wand and it rzzuirzs Ao

Frost Shards: This sP:t(( (ets you shoot frozen
shards from your hands. These ice bolts are
sigaificantly stronger than the Sapphire Wand's
sZa(f darii so u’ZzFros( Sl\ardsﬁﬁ;\zmvzr possible
to freeze your enemies where Uuz)r stand.

Axc of Death: The Arc of Death spd( Fires vertical

columns of supercharged electrical energy from your
hands, L{mm}; your ,%us with dcvai{a?i? "



e T+ ]

impunity. Once ( hils o creature, i will stay near
then and continue to do (}amajz before fﬁha({y
JiSappzarih?.

Btooqmw,c _rkas mighty M.(u__ art staff fires
rultiple tracking spheres that will seek and destroy
Mfl[ i thawr Fa{k Mages who Przfzr rot to
almn »:Z aFPrchah Blooclscauryc, the Aunans’ first
successful aﬂsz;{ at a fir&mc’——foryd weapon.

8. lems & Artifacts

Kems with an asterisk before their name can be Pickul
and placed into inventory, then used (ater.
lerns without the asterisk are used Lwdiate(); when

you walk over them.

g @B =N

*Torch: Makes it much 2asier to see (n dark areas.

Vial: bxslms{f)' 9va$ +10 to your health when you

walk over .

"Quartz F(ASL Guwaes +25 to /your health.
'M);sﬁc Urn: Guves you full Aealth.

*Krater of Mu'.,“: Gives you full mana of both colors.

Mesh Armor: This (ight armor (s most useful {o the
Fu'.?]\{zr and (east useful to the Mage.

Falcon Shield: The Falcon Shield Aelps all
c‘\aracfzrs, but (& adds to the Cleric's Armor Class
most of all.
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Arulet of Warding: This amulet adds to your armor
- class and varies ::?Lmﬁl dzpzm]in on )ﬁr character

class. The Mage benefits most, wl\ia the ﬂy“ar ?ds

the (east resulls.

by Platinum Helm: The Platinum Helm boosts your

armor class an czuaf amount for all character classes.

Note that all armor (s added to your Armor Class
the moment you walk over (. The armor then
SﬁcLS arouhj:hﬂt ot l\p\s aLSorLe(] a cerfan
arount of c'mye, then (]I:SAPPQﬁ?S.

. 'Di'o?ohd.u\ Bracers: These Bracers 9ive you &
(mforwy (time-based) boost of 4 Pob\is o your
Arror Class.

*Boots of Speed: Thesz give you a temporary burst

‘ of sPu(J, m’oﬁj you rza\soafy feust }:f ;:Z'm the
Mage, ond msmfy Zw.(k o )rou’nz the Warrior.

v ‘WU\’S of Wrath: Ax old favorite, the Wings of
Wrakh a.“ow)you to ﬂ)f ikroujlx the air wﬂz the
9rza(zsf of 2ase. The Wih?s allow you to f[)y all
you want until you 90 to & new Hub. ff;ou are
P(cyinﬂ a Deat {ch or Cooperative game,
however, the Wl-.h?S ohf)f stick around for a (imited
time

@ *Disc of hp«tsm when you use this artifact,
zv:(?r(lsb\? within & certain radius o{)rour Lcu.'; It
deflected away. This includes ronsters, Projzdifzs

and 2ven spe sl
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*Chaos Device: Tele orislyou back to the L«e?mm?
of the level Useful if U\Lh?s are 74:“()\9 out of hand.

*Banishment Device: Té(zPor{s your target back to
the L:z?ihh'u\? of the (evel Even better than the
Chaos Device: wk)f {c(zror{ when yOou can roke the
bad guys 90 awey instead?

*Flechette: This strange tem Performs cli-ffzrzhlfy A
the hands of different characters. ivhen the ma
throws i, o zxptmlzs (ke « bomb. A fiﬁl«‘.er who
throws the Flechette Froduczs an effect more (ke o
9r¢ha(’£. A)\d o Ctzrit w’\o uses Prodw:es o
Fodon ges c(ou(], (ethal to any who venture near.

“lcon of the Deferder: TAis artifact makes you
virhm({y uaviulnerable. I Fro«:’uczs s(églxl{, different
effects, however, clzPenclin9 on who uses . for a
fiﬂk*zr ot Proc’uczs o field of ihvu(umfsim)r; for the
mage, it creates o zone of reflection that deflects
incoming attacks. And the Cleric who uses this
artifact appears to blink (n and out of existence.

*The Dark Servant: The Dark Servant appears as a
srall Maulotaur ff.?urimz. hen you use i, i
grows {o a (fe-size Maulotaur that will defend you
for about 30 seconds before tJiSafrpzarir\?. Be
careful, lkouﬁk the Dark Servant has notorious!
poor avmn, and ey kl you with o sim)r shot of

ur enemies are close to you.

*The Porkelator: The Porkelator is without ZH{SH.OA
the most dreaded artifact of all. By firing it ot
Z Proud

your (ar'?d, You Can trensform (zﬁim\s o



werriors and Powzrfu( rages o herds of Mi“ihj
swine. In human society it (s forbidden to even
mention the Porkelator, much less use it.

9. The Bestiary

Y Afrids: These fo.ryzr, nastier cousins of the
arjo)/(zs found i Heretic™ are more than
Z“PP)’ to douse you i flanes. The on()f ALCR

thing about them s the sa\ﬁs{);i.n? sP(al Uuz)f
'—AZZ when you shoot e from the sky.

i Stalkers: Stalkers are aguatic rephiles with Auge
talons designed to rend thewr prey nto bite-sized
morsels. TZ? can't leave the w:dcr, 50 ORCR

jou’n on (’7 (and you miyk{ feel safe. But

beware, some Stalkers can fire slime Projedi(u.

WQMIL,O This fierce tundra beast fires shards
of (’AMA?ih? e, (umih? all who fall prey to s
&y grip o frozen statues.

w Reivers: A(U\oujk U\ej retain Ohgy half of their

¥ bodies, these Undead creatures have (ost none of

their powers. Tke)r l U\rou?l\ the air with
L)ffmoﬁc grace, but don't just sit there and
walch or Uw.)-'“ sz{ you with (’Qvaﬂaﬁh? Fireballs.

Death Wyvern: Like the Reivers, these creatures

% are Undead, and their thirst for the blood of
(ivbsj creatures (s surPo.sszcl only by thewr Aatred
of an Lu\9 but themselves. The Death Wyvern
s o formidable o ponent, and should be

2% dispatched immediately - if not sooner.



Dark Bis’sor: Many of the more Fowzr-fuf
(eaders within the Church have been Warpecl
wnto mindless servents of the Serpent Riders,
and thewr Majicaf powars Kave been Muf{ipfiu’
tenfold. These vile creatures are known as Dark
Biskops, and U\ou?f\ Uu:) are frail of (LML, U\z)f
are extremel Powzr{uf. They fire circ(ihﬁ
Pro)cdi(zs crf’ Ma?i(a‘ )'Mle id\( track your
position, and the B;skof hases (n and out of
fi:-om P(a(z to P(acz. A
c'w»?uous opponent l~7 dself, o hi7kfm¢ when

encountered A groups.

Heresiarch: As far beyond the Bis]\ops os the Bishops
are above ommon ren, these

blasphemous fvzih?s contro forces m,oo.uz of

szhj&? rere mortals scremiha  terror. The
Heresiarch knows several spells, including &

strong reflective s]n“, two types of MA?\C.&(

aﬂacl:, and a summonb\? SP{“ that 74\&5 7N

Dark BiSLoPS to aud the Heresiarch. Only a

suPer warrior can defeat a Heresiarch without

exislence as U\&)r trave

sus{aihb\? serious us)my

Centawr: Naned nqqcr o M;U\k:\( L&ihy, these
monsters bear none of the P(aaiwd trauds
altributed to them (n (egends: vicious, brutal

and extremely Aard to killl Centaurs serve in the
front ranks of Py of the Serpent Riders’ armies.
Tke)« are caPasz of deﬂac{b\? rissiles with their
shields, 50 use caution when altacking them.
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S(Ak,’\hur: These Centaur (eaders are nuch
(ke thelr minions, but Uu/rz considzmu/y
{ou?hr and Us&)r Can spew MA?iCa( fire from
thew shields. So we won't Sey an Aing about
their apt name. Your safest strate )y s to attack
them from afar as U\uz)- tend to (’Z the same.

Ettin: These horrid creatures are all that
remains of the once f’m“‘] Legionnaires. (ess
than Auman, Uuzj reiain)'us{ znouylx of thewr
ParnOFy to hate what ¢ have Lgcom, ond to
hate you even more for what you still are.
Fortunately for you, though, they are not
Farﬁ(u(ar?; sLi(f:f foes. iy

Chaos SO?UJ. D’Sparif once had a Chaos
SQVPu{ for a nount. On this world the Szriwds
run (oose, uncontrolled L)r any Liﬂkzr
Lh&“ig:v\cz. One breed of Chaos Serfmsi wall
scorch you with fiar/y blasts, while a second
variant of this creature belches Poism\ous

9r¢2h 70&



- Zedek: Once the (eader of the Le,ion, Zedek (s now
- (ttle more than a peawn s the Aands of the Ser}w\!
Riders. StU(, he retains all Ais old martial skills, and
(lcfza{i.u? him will be one of your greatest (AA“&‘\?{S.

Traductus: from fow()r monk to Grand Patriarch i» 30
short years, Traductus’ t]zs{i.h): seemed to be eternal
greatness. But somewhere along the way he (ost
direction, and now he blocks your Fa“s to ‘fulft“m? your

own shadowed fate.

 Menelkir: The greatest Mage o occupy the (7${A( Dats n
~ centuries, o Szzhs unlikel 22@( Mcﬁlir can be

destroyed by any conventional force. Fighting Ain wall
be on{ of {{: ?r]mias{ :La“u?u of )fou?r li{:?

Korax: You have seen inhuman skafu‘s before this, but
surely even hell would never Spewn such o L":"ﬂ os
Korex; his vary presence fulls you with Rorror, and you
cannot begin {0 (magine what ers are contained

o ) i
withia Als twisted frame.
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Technical Support (U.S. & Canada)

Assistance Via World Wide Web

Get up-to-the-minute technical information at the GT Interactive Software web-site, at http:/fwww.gtinteractive.com,
twenty-four hours a day, seven days a week, In the Support section you'll have access to our FAQ documents, (Frequently
Asked Questions) which contain our latest product infor-mation. You can also visit our Forums area, where you can swap
email with other gamers, our Hinls/Cheat Codes area where you can pick up some tips if they are available, an E-Mail area
where you can leave us your Tech Support or Customer Service problems and questions, and other areas where you can
qet valuable information on GT Interactive Software products.

Help Via Telephone In The Uniled States & Canada

For phone assistance, call GT Interactive Software's Tech Support at 970-522-1797. We have an Interactive Voice
Response and Faxback system that Is available twenty-four hours a day, seven days a week. This console-based product
will have automated support ONLY at this phone number, which will include infor-mation from our FAQ documents such as
gameplay tips, information on Control Keys, possible cheat coda combination keys, instructions for finding secret screens
and/ar additional game levels if these type items exist and are made available for this particular product.

If you encounter what may be determined to be a defective product medium issue such as your game freezing at the
beginning or during gameplay, no display, etc., information will also be included on the automated system regarding your
product return and replacement options. These are described further below.

Product Return Procedures In The United Stales & Canada

If you encounter what may be determined to be a defective product medium issue such as those mentioned above, you

must call GT Interactive Software's Customer Services number at 908-248-1622, extension 800.

It our technicians cannot pick up your call directly, please leave your complete name and phone number so that

we can call you back promptly.

In the event our techniclans at 908-248-1622, extension BOD determine that you will need to forward materials directly to

us, they will issue you a Return Merchandise Authorization Number. Make sure you include the Retum Merchandise |
Autharization Number supplid you by the technician along with your full name, address and your telephone number

within your return in case we need to call you, Any materials not containing this RMA# will be returned to you

unprocessed. Your mall should be sent to the following aderess:

GT Interactive Software Corp.
Attn: TS/QA
1 Nixon Lane
Edison, NJ 08817

Warranty Policy In The United States & Canada

I our technicians determine that the product storage medium is found to be defective within ninety (90) days

of original purchase, (unless otherwise provided by applicable faw), GTIS will replace the item free of charge, to the
original purchaser, if the item is accompanied by the original dated receipt and packaging, If you do not have the original
receipt, or If the warranty period has expired, GTIS will replace the product storage medium for a nominal fee.

Please do not make unauthorized copies The program you ve purchased was produced through the etforts of many
people who eam their livelihood from its lawful use. Don't make copies for others who have not paid for the right to use it.
To report copyright violations to the Software Publishers Association, call 1-800-388-PIR8 or write:

Software Publishers Association
1101 Connecticut Ave,, Suite 901
NW Washington, DC 20036

This program Is protected by United States federal and international copyright laws.
All trademarks mentioned in this manual are the property of their respective owners.
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Credits
Producer: Marc Dawson.
Programming: Stephen Ruddy, Allan Findlay.
Sound and Music: Paul Tonge, Martin Goodall, Suddi Raval.
Graphics: Francis 0'Brien.

Quality Control: Simon Hundleby, Paul Lee, Craig Dobson, Chris Brooks.
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PLEASE READ CAREFULLY, BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERRIS OF THIS LICENSE IF YOU DO
NOT ABREE TO THESE TERWIS, PROMPTLY RETURN THE PRODUCT IN ITS PACKAGING TO THE PLAGE WHERE YOU OBTAINED IT.

1. Licensa. The software accompanying this license (the ‘Softwiare') and the relatad documentation arg icensed to you by us and are subject
10 this licanse, If the Saftware is corfigured for loading oo a hardrive, you may 0 load the Sofrware only onto the hard drive of a sing'e
computer and un the Software off only that hard drive. Yo may not defsts the copyright notices or sy ather propristary legends o the
original copy f the Software. You may transfer all rights we grant to you in this license to someone else 25 long as he or she reads and
agrees to acoept this ficense. If there ks an editor incorporated fnto the Softare, this license is also subject to Section B below,

2, Restrictions. Tha Softwara contains copyrightad material, trada secrets and other proprietary material. You may not decomplie, modty
reverse anginasr, disassembla or otherwise repraduce the Software except a5 expressly alioved by us, You may not rent. lease. sublcense
o distribute the Software. You may not elzctronically transmit the Software from one cevice 10 another or over a network.

3, Termination, This License is effective until terminated. You mag terminate this License at any time by destroying the Software and related
dosumentation, This Licensa will teeminate imrmediately without notice from us If you fail to comply with &ny provision of this license,
Upan termination, you mist destroy the Software and related documentation,

4 Disclaimer of Warranty on Software. You e amare and agree that use of tha Softare and the media on which # is recorded s af your
sola risk. The Software, raiated documentation and the media are provided “AS 15, Unless ctierwise providad by applicable law, GTIS
warrants to the onginal purghaser of this product that the Saftviare storage madium will be free from defects in material and workmanship
under normal use for ninaty ‘J‘m} tays from the tate of purchase. This \m%h void If the defact has arisen through accident, abuse,
mmmm, wﬁwmmummwm , EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED
T0. THE | WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT THAT THE
FUNCTIONS CONTAINED I THE SOFTWARE WILL MEET YOUR REQUIREMENTS. HO ORAL OR WRITTEN INFORMATION OR ADVICE
GIVEN BY US OR AMY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE
E‘i ;bg?ﬂv&m\rggm JURISDICTIONS DO MOT ALLOW THE EXCLUSION OF IMPLIED 'WARRANTIES, SO THE ABOVE EXCLUSIONS

5. Limitation of Liabilty, UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE. SHALL WE BE LIABLE FCR ANY INCIDENTAL, SPECIAL
OR COMSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCURENTATION.
EVEN IF WE HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION
OR EXCLUSION OF LIABILITY FOR (NCIDENTAL OR CONSEQUENTIAL DARAGES SO THE ABCVE LIMITATION OR EXCLUSION MAY NOT
APPLY TO YOU. In no event shall our total liability 1o you for all damages, osses. and causes of action (whether in contract. tort or
otharyise} excasd the amount paid by you for the Software.

& Controkng Law and Severability, This Kcense shall be governed by and construed in accordance with the Laws of the State of New York.
USA. 1t any provision of this license is unenforceable. the rest of it shall remain in effect.

7, Compiete Agreemant, This license constitutes fhe entire agreemant between the parties with respect 10 the use of the Software and the
related documantation.

8. Editor and End-user Variafions.

{a) The Software may includ an ‘Editor” An ‘Editor’ is a feature vihich alfows you to modify the Software or to construct naw
variations for use with it These moditications and variations can be bath playatile and non-playable. An Edior includes its
associated tools and utilities. An Editor is NOT shareware. You may not freely distribute it to any BBS. CD. floppy or any other
media. You may not sell it or repackage it for sale.

(b} ising the Editer, you may create modifications or enhancements 1o the Software, including the construction of new ievels
{collectively referred to as "Variations ), subject 1o the following restrictions:

i, Your Varlatians must only wark with the ull, registered copy of the Softwars, not independantly or with any other software.

ii. Your Variations must not contain modfications to any exscutatie file i

fil. Your Variations must nat contzin any libelous, defamatory, or other iilegal material, materizl that is scandalous or invades the
rm aof gfrm_ny or pumbhcny of any third party, or contains any trademarks, copyvight-protected work. of other recognizable
o y of third pariies,

fe, Al least cnce in every online description and with reasonable duration on the opaning screen, vour Variations mus! prominenty
identity (i} the names and amaf addresses of its creators. 2nd (i) the words THIS LEVEL 1S HOT MADE BY OR SUPPORTED
BY GT Inferactive Sofoware, The WizardWorks Group. or amy of their alfiiiates and subsiciaries.

v Your Variations must be distributad solely for free, Neither you nor any other parson or party may sell them to anyone,
comimerciaily exploit them in ey way, or chargs anyone for using them. You may exchangz them at no charge among other

wi. By distribuling or permitting the distridution of any of your Variations, you hereby grant back to us an irrevocabie royalty-free
Mgt to use ant them by any means,

wil. Tha prohibitions and restrictions In this section apply to anyone in possession of the Software or any of your Variations






