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INSTALLATION

To install Hell, double click the Hell CD icon to open it, then
double click on the Hell Installer icon to run the installer, The Hell
Installer will copy Hell and as many libraries as you select to your
hard drive. You should select as many libraries as you can in order to
run Hell as fast as possible.




You can run Hell directly from the CD without installing it on your hal;d
drive, but it will run abominably slowly, especially when changing locations.

TROUBLE SHOOTING

The text in the menus is unreadable durinfg the_r%]ameg '

You are missing the Chicago TrueType font ere is a copy of this on
the "Printing & Fonts" system disk that came with your computer. Dra the
file onto your Sytem Folder, and click OK when it asks whether it should put
the file in the Fonts folder.

Icon names in the Finder are unreadable after q_laying the game:

You are missing the Geneva TrueType font. There is a copy of this on
the "Printing & Fonts" system disk that came with your comg\uter. Drag the
file onto vour System Folder, and click OK when it asks whether it should
put the file in the Fonts folder.

Hell runs extremely slowly: :

Make sure you're runnin the copy of Hell on the hard drive, not ic one
on the CD. You can spccd Hell up by fivipg it more memory and copying as
many libraries as possible to your hard drive. Also try making sure that you
don't have the shadows option turned on through the options menu located at
the game icon on the interface bar tool.

You get an error message that says "General Failure reading Drive E.
Abort, Retry, Fail?"

Although Hell is available for the Mac, PC and 3DO, the CDs are not
interchangca%le. Make sure that your version of Hell is compatible with your
system.

You may need to turn off the Modern Memory Manager,
RamDoubler, and /or Virtual Memory for Hell to run without problems.

TECHNICAL ASSISTANCE

You can reach Take 2 by:
PHONE  Please review the Trouble Shooting section before you call.
For customer service and technical support, you can call Take 2 at
412) 539-6407 between 9:00 a.m. and 5:00 p.m. Eastern Standard Time.
e hope you can begin play as fast as possible, so for greatest speed and
efficiency, please be at your computer when you call. ﬁ' you can't be at your
computer, then please write down the following information about your
computer: Macintosh model, System software version, amount of installed
RAM, and CD-ROM drive speed.
FAX  You can reach Technical Support by fax at (412) 539-3195. On
your fax please include your phone and fax number, your computer informa-
tion (see above), and as many derails as possible about the proilcm you are
having with the game.
MAIL If you would like to contact us by mail, write to:
Taﬁe 2 Interactive Software, Technical Support
1004 Ligonier St., FL. 3, Latrobe, PA 15655
Please include your return address, your computer information (see above),
and as many details as possible about the problem you are having with the
game.

For Game Play Strategies and Hints (Live & Recorded), Call:
-900-28-Take2
Ninety-five cents per minute for recorded hints; $1.25 per minute for
live hints. Must be 18 or have parents’ permission. Touch tone phone required.




_ computer the exploration of ¢ ace,
artificial intelligence, robotics, medical health enhancers (such as
body-morphin; suxgery and birthing assistance units) and even
developments in cyber-entertainment have all been outlawed.

Some of these decisions were rooted in popular demand. The
interactive Acti-Deck virtual reality home entertainment system, for
example, horrified the populace when it was discovered that the
device had gradually altered the users’ genetic codes and led to a
strain of humans with ﬁ'ightcnir‘;g sionic capabilities.

But the Hand also outlawe f{;c speech, books, rival olitical

arties, alcohol and drugs, gambling, and a host of other freedoms.

his crackdown on liberties has bred widespread discontent.
Hiding in the back alleys and the speakeasies of this urban dystopia,
underground rebel cells have formed, including the Citizens
Freedom Front led by former US. Senator Erin Burr.

But opposition is fledgling since people live in constant fear of
being condemned to hell’s §nrk fires. +hc streets of D.C. are littered
with the walking dead who've been there and back, and they can
testify to the terrifying nature of the place—if they're able to talk at
all, that is. Demons prowl the streets adding to the terror—
monsters that resemble humans, horned beasts with pointed rails,
and other creatures sprung from fallen angels.

GIDEON ESHANTI AND RACHEL BRAQUE g

You play the game as either Gideon Eshanti or
Rachel

rag‘uc. Regardless of which character you
choose, both will appear together throughout the
e. For Rachel Braque and Gideon éhanti. the
rutal truth about the Hand of God comes in the
form of a kicked-in door and singiné bullets.
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HOW TO PLAY

Moving your mouse about the screen will reveal a good deal of informa-
tion about possible actions at a given location. The mouse cursor will change
shape whenever it passes over objects or characters with which you can
interact. The icon shapes and what they signify are listed below:

(Note: Option-click means the player should hold down the option key as
they click the mouse button.)

Pitchfork: The mouse cursor will appear as a pitch fork in its
default state. When the cursor is in this form, it can be used to
move Gideon and Rachel across a map. Place the pitchfork where
vou desire Gideon and Rachel to move and click.

Click to move Gideon or Rachel.

Option-click for map description.

Door icon: The mouse cursor will appear as a door when the
mouse 1s posi(ioncd over a link point to another location. Click on
the link point to walk Gideon or Rachel to it. If unlocked, the
link point will connect you to another game location.

Talking head icon: The mouse cursor will appear as a head when
the mouse cursor is placed over a nonplayer cﬁmmctcr or computer
with which you can interact.

Click to interact.

Option-click to obtain a description.

Hand with palm down icon: The mouse cursor will appear as a
skeletal hans with its palm facing down when it is plnccas over an
object icon. i

Click to ll\ick up icon.

Option-click to obtain icon description.

Inventory computer icon: The mouse cursor will appear as a
small computer icon when the mouse 1s placed over either Gideon
or Rachel’s characters. Clicking on the character will grant you
access to the player’s inventories without leaving the ginmc ﬁmp.
Click to access Rachel and Gideon’s inventory.

Option-click for player description. ’

Hand Using and Giving icon: The mouse cursor will appear as
the back of a skeletal hand whenever you hold an object as the
cursor and move the cursor over a pla'\'cr or NPC.

Click to attempt to give an object. )

Option-click to attempt to use an object.

Arrow pointer icon: The mouse will appear as an arrow when
you are moving an object around with the mouse cursor.
Click to set icon down.

Option-click to use object on an area in the room.

Finger pointing icon: The mouse cursor will appear as a skeletal
hand with its finger pointing whenever the cursor passes over
artwork that can be manipulated as an object (see ilw]m\' for the
two ways objects appear in the game).

Click to l]\icﬂ up oLlcct if that object can be taken.

Option-click to obtain description.

Option-click when holding ()cha at the cursor to use that object
on room art marked by the pointing finger.




MOVING/INTERACTING

CHARACTERS

Your party’s movement is represented by Gideon's and Rachel’s figures,
both of wﬁich appear at all times regardless of which character you choose to
be. To move Gicrcon and Rachel in the game, move the mouse cursor to the
desired location and click the mouse cursor. The characters will move to that
location.

A talking head illustration will appear at the mouse cursor whenever it

asses over a nonplayer character (N é)) or an object that can be manipulated
in a special fashion. NPC interaction is initiated by clicking the mouse
whenever the head cursor appears.

When conversing with an NPC, the NPC and Gideon and Rachel are
represented by animated close-up gra]i‘hics. The options selection in the game
interface tool bar allows you to play the game wit speech only, speech and
text, or text only (see Game Interface section). .

Striking the escape key during an interaction will terminate the interac-
tion. When you return to the character, interaction will begin where the
previous interaction was intcrruptcd. . -

Option-clicking with the cursor positioned over a character will display
that character’s description.

During NPC interaction with text active, clicking will scroll the text on
screen until an entry of dialogue is completed. Clicking again will then
advance to the next entry.

MULTI-RESPONSE MESSAGES

A signiﬁcant feature of NPC interaction is the multi-response message
option. Frequently during interaction with an NPC, you will be rcscnt'cd
with a menu of topics you can discuss with the character. This feature is
designed to give you more control over NPC interaction.

Click on a topic to discuss it with the NPC, If you would rather not
continue, press the escape key to exit the interaction. When you return to the
character, you will again be presented with the multi-response message.

OBJECTS

Objects in Hell are represented in two ways. Objects that are first encoun-
tered as part of the game art will appear in scale with the rest of the art.
That is, a chair will Took like a chair. Once you elect to take that object, it
will appear in your inventory as an object icon. Likewise, whenever it is
returned to a game location, it will appear as an object icon. Any objects given

to you by an NPC will appear solely as object icons.

Object Icons:

The palm down hand will appear at the cursor whenever it is passed
over an icon that can be picked up. Clicking on an object icon will allow you
to pick up that object. Clicking a second time with the object as the mouse
cursor will drop the object at the current game location. Option-clicking on
an object will produce a description of the object. Object descriptions often
contain clues to an object’s uses.

After clicking on an object, the object becomes the mouse cursor. You
can then click on the Gideon or Rachel figure or any NPC to insert that
object into their inventory. Be careful about giving objects to NPCs. You may
not be able to get them back. If you wish to place the object into the invento-
ry of another member of your party, you must deposit it directly into his or
her inventory by accessing the inventory screen.

You can use an object on a character or on another object by holding
the object as the mouse cursor and option-clicking on the character or object
on which you choose to use the object.

You can give an object to a character by holding the object as the mouse




cursor and clicking over a character. Be careful giving objects away, because
you may never get them back.
LOCATIONS

The mouse cursor will take the shape of a door whenever it passes over a
link point to another location. However, some doors in the game are locked.
In these instances, the cursor will still appear as a door, but you will not be
able to move through it until you unlocL it. Option-clicking the mouse when
the cursor is not over a character or an objccl will produce a location descrip-
tion. These descriptions sometimes contain vnlunb,c clues to your course of
action.

CHOOSING A CHARACTER

Each time you begin a new game, you must select which character—
Gideon or Rachel—you will be. Click on the picture of Gideon Eshanti to
the left of the screen or Rachel Braque to the right of the screen to choose
the character you wish to be. Don't worry, though—this choice won't break
up the team. Whichever character you choose, the other will still accompany
you on the journey through Hell.

When you restore a previous game, you will play with the same
character you had originnhy used in that game.

RECRUITING CHARACTERS

You can recruit some NPCs to travel with Gideon and Rachel and assist
in the adventure. Recruitable NPCs play limited but strategically important
roles in Hell. Each recruitable comes with a separate inventory and proprietary
objects which they will take with them whenever they are dismisst from the
party. When a character is dismissed, it will return to the location from which
it was recruited and will be available to be recruited. Recruitable characters do
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not follow you into hell. Gideon and Rachel are on their own in the dark
depths.

GAME INTERFACES

To provide full-screen play, the
game interface is displayed only

MAIN GAME INTERFACE
when needed. To access the game

interface, move the cursor to the

top of the screen. A tool bar with seven icons will appear. Beneath the icons,
a status bar showing the game date, number of days passed in the game, and
Rachel and Gideons amount of money will appear. The status bar updates
automatically.

When selected, the seven icons have the following functions:

D.C. MAP

Travel in Washington D.C. is via the city’s subway system. The subway
system is represented by an image of the electronic subway map that Gideon
and Rachel carry. Subway stops are indicated by red and white markers.
Whenever locations at a'stop become activated during the game, the stop
indicator will flash when the mouse cursor is placed over it. Move when the
mouse cursor is over one of the flashing circles, and the subway stop name
will appear in the text box at the top of the interface. ’

&hck on a stop to zoom in on that location. From the zoomed-in
perspective the names of the locations accessible at that stop will appear in




the text box at the top of the interface. Click on the location you wish to
travel to, and Gideon and Rachel will appear there. Additional locations will
appear at each stop as you learn about them through interaction with
characters.

Clicking on the escape icon while zoomed-in on a subway stop will
return you to the zoomcci-nu( view of the subway map. Clickfng the escape
icon from the zoomed-out view will return you to the game location from
which you accessed the map.

REPLAY

Clicking on the replay icon pulls down a
menu that allows you to replay the dialogue (text
only) of any interaction ‘\'()ll'v;‘ been involved in
up to that point. You can access your past
interactions in one of three ways:

Time: This option lists the characters by the order in which you have
s‘mkcn with them, with the most recent first. Select the dmrnguc by
clicking on the character name you desire.

ABC: This option lists the characters you've spoken to, in alpha-
betical order. Click on a name to replay that interaction.

Location: This option lists the locations you've visited and allows you to
access characters according to where they appear in the game. Click on a
desired location name. A list of the NPCs you have interacted with at

- : % o e, :
that location will appear. Click on the NPC whose interaction you wish
to replay.

Once you've selected an interaction for replay, the text of the interaction
appears next to the menu in a pop-up screen. Click outside the text box to
advance the text. Use the arrows to scroll the currently displayed text. Note
that you can only replay that portion of the scene that you originally played.
In other words, if you quit out of a scene before it has ended, the r(‘pﬁ.\\"
option only allows you to replay up to the point where the interaction ended.

To exit the replay function, click on the done icon to close the menu
box. ]

USE
~ When the cursor appears as an object (when you've selected an object by
clicking upon it within the game) clicking on this icon brings up a menu of
£ : g 2 g
characters and items you can use that object upon.

GIVE

When the cursor appears as an object (when you've selected an object by
clicking upon it within the game), click on this icon and a menu pops up g
telling you who you can give this object to.

EXAMINE
When the cursor appears as an object, clicking on this icon summons up
a description of the object you've chosen.

INVENTORY

Selecting this option displays the inventory page.
Objects gathered during the game are smrl'd} in the
individual character’s inventories. Gideon and Rachel
share a joint inventory. It can be viewed by clicking on
either c{mr.lcrcrs' likeness on the inventory sheet.
Recruitable characters have separate inventories, and

b



these can be accessed by clicking on the character’s likeness.

Recruitable characters possess proprietary objects which they will take
with them whenever they are dismissed from the party. To obtain an object
description while on the inventory page, click on an object, position it over
the examine icon, and click.

To drop an object, click on the object, position it over the drop icon, and
click a second time. Another option is to return to the game screen with the
object still held as the mouse cursor, and click to drop the object.

Click the mouse at the edge of the screen to escape from the inventory

screen, or strike the ESC key on your keyboard.

GAME
Clicking on this icon brings up a menu of six options:

Save allows you to stop play and save the current game.
Restore allows you to open a saved game.
New Game restarts the game from the beginning.

tions allows you to customize the game as you play. You can toggle on or
% the sound, s)};ccch, text, and backg%ound m):)am}l)'l );n Hell. You cgagn also
configure the auto-save delay, which is the number of minutes between
prompts to save your game. To turn off the reminders, set the auto-save delay
to 0.
Credits will allow you to see the cast and production credits for Hell. You can
alio listen to the Hell credits song, “In the Depths (of Hell)" by The Heavy
Skies.

Quit will end your current session of Hell.

_ COMBAT

Combat in Hell is, with the exception of your first encounter, puzzle
driven. That is, your success in combat depenc)l,s upon solving a puzzle.
Combat consists of a series of lavishly animated self-running ﬁghts between
Gideon, Rachel, and various demons. You must analyze the tactics of your
opponent and the events of unsuccessful combat se%uenccs. discover the
means to defeat your foe, take some action prior to beginning combat, and
then click on the character to begin the fight.

Like any other puzzle in the game, you will probably fail several times
before you succeed, so be certain to save the game before entering combat. Be
certain to carry any weapons you discover wiﬁ‘n you for use in combat. You'll
find that you need them.




COMBAT ANIMATIONS AND EFFECTS:
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Tom Howell, group leader
Amy Finkbeiner

Nancy Janda
Rob c%al lor
Ed Medors
William Petras, group leader
Kelly Vadas
Anne Marie Arbutiski
{sﬂ"rey Styers
anc Janda
Amy Finkbeiner

Tom Howell
Henry Barrasso
Kelly Kern
Anne Marie Arbutiski
and Hell art team
Chuck Husa
Andrew Hollister

ohn Grayson
{(:lly Kern
Sound Planet
Michael Bross
Michael Goodi
Tom Ri

Steve .
Score Shuse




“In the Depths (of Hell)”
rmed by The Heavy Skies.
ichael Bross, vocals, keyboard,
drum and synthesizer. Stephen
Burkholder, guitar and ing
vocals.geﬂ' tringer, noise guitar
track. Stacey Dillon, moans an

si Contact at Sound Planet
3746 E. Rural Court Pitubn?l,
076@

PA 15221. E-mail 72162.1

McGPath. Languo, Guard eating ribs
Rutterkind, n, Tom Webster
Suzy Toast, Chastity Bene

Dr. Clean, Barbara Bacchus, Krystal
Getty, Fecund 5088, Pentagon
Receptionist, Anna Mae




Therese Patrick

Paul Anderson
Tracy Turner

tain
Dodge, General T

Sophia Bene, Grinda Dove,
Temperence Lector, Carol Metz,
Atroxias

Dante Scrivner, Splits Magnola
Phyllis Dancing-till-Daybreak,
Kween Chaos, Electric
Massimo Eddy, Charled Multi-
Server, Milwaukee Jack, Stefan
Benew_)lus, Mindrunner, Clap,

Ca ersey
Msbolgg,BenBrewgr!WiCkeraham
antlis

Brett Carew, Deirdre,




Game program copyright and
manual ©1995
Take-Two Interactive Software, Inc.
All rights reserved

Take-Two Interactive Software
575 Broadway, 6th FI.
Ntw York, NY 10012

registered
Take-Two Interactive Software, Inc.

LIMITED WARRANTY

Neither Take-Two Interactive Software, Inc., nor any dealer or distributor makes any warranty, express or implied, with respect to
this manual, the disk, or any related item, their quality, performance, merchantability, or fitness for any purpose. It is the respon-
sibility solely of the purchaser to determine the sultability of the products for any purposes. Some states do not allow limitations
on implied warranties or how long an implied warranty lasts, so the above limitation may not apply to you.

As a condition to the y 9 below and to ensure identification, the original purchaser must
oompmolndmalnohko-m fty lnc 575 6th F1., New York, NY 10012, within 30 days after
the R y card in this product. To the original purchaser only, Take-Two Interactive Software,

Inc. mmmwummmmmmnm If during the first 90 days after purchase a defect in
media should occur, the software may be retumed to Take 2, who will replace the media at no charge. If at any time after the ini-
tial 90 day period the media becomes defective, the media may be returned to Take 2 for replacement at a reasonable service
charge.

In no case will Take 2 be held liable for direct, Indirect, or incidental damages resulting from any defect or omission in the
manual, orwmulnlodhmmdproeumhdm Mml&nhndlowmwbnoim loss of business, antici
pated profit, or any other s0 the above may not apply to you.

This warranty gives you specific legal rights, mmmyuwhmomnmuvmlenvmylmm.wm

IMPORTANT: The above warranty does not apply If you make any unauthorized attempt to modify or duplicate the product, or if
the product has been damaged by accident or abuse.

COPYRIGHT NOTICE

This manual and the gf and on the ying disk, which are

described by this manual, are and contain p g to Take-Two Interactive Software, Inc.

Noonomaygmotuﬁooplasdmwammmdmadwmdwmmmwdﬂlonw

person or except as for by written ag with Take-Two Interactive Software, Inc. No one may copy,
or this manual or reduce it to machine readable form, in whole or in part, without the prior

written consent of Take-Two Inc. Any g any portion of this program, in any

moal.l'otnnymson Mhmdwm wmuw»dﬂmuyummamom
Interactive Software, Inc.



