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exposed to certain light patterns or flashing lights. Exposure to certain patterns
or backgrounds on a television screen or while playing video games may induce
an epileptic seizure in these individuals. Certain conditions may induce previ-
ously undetected epileptic symptoms even in persons who have no history of
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic con-
dition, consult your physician prior to playing. If you experience any of the fol-
lowing symptoms while playing a video game — dizziness, altered vision, eye or
muscle twitches, loss of awareness, disorientation, any involuntary movement,
or convulsions — IMMEDIATELY discontinue use and consult your physician

before resuming play. |

HANDLING YOUR SEGA SATURN™ COMPACT DISC

B The Sega Saturn disc is intended for use exclusively with the
Sega Saturn™ system.

» Do not bend it, crush it, or submerge it in liquids.

» Do not leave it in direct sunlight or near a radiator or other source of heat.

» Be sure to take an occassional recess during extended play, to rest yoursell
and the Sega Saturn compact disc.

B Keep your Sega Saturn™ compact disc clean. Always hold by the edges
and keep it in its case when not in use. Clean with a lint-free, soft dry
cloth — wiping in straight lines from center to edge. Never use solvents
or abrasive cleaners.

This official seal is your assurance that this product meets the highest quality standard of SEGA™.
Buy games and accessories with this seal to be sure that they are compatible with the
SEGA SATURN™ SYSTEM.
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STILL PICTURES OR IMAGES MAY CAUSE
PERMANENT PICTURE-TUBE DAMAGE OR MARK
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OR EXTENDED USE OF VIDEO GAMES ON
LARGE-SCREEN PROJECTION TELEVISIONS.




1. The Sfmy so far...

The elders tell of the adventures of o heroic Sidhe olf who chal-
(2)\72(’ the forces of PISPN'{{, the weakest of the three c’imenf-ioa—-{mve(ih?
SQVPQNE Riders. His vic{ory wWes Lard()r I‘LHSL?AL‘{{.C&!\{} but while Ae battled
D’SParif, the other two Srer'Feh{ Riders were for from lle. Tke)r were hard
at work sowih? the seeds of destruction (n several other dimensions. One
such dimension s Cronos, the world of Hexen: a kvinnan wor((l, but one
where the forces of Mﬁ?i( are both sfrmx?er and more S{r'id()f controlled
than those of the Elven world.

The hurans have learned from Pa.ihfu( axper{ehcz that while
maﬂic ¢an be o Powerfu( too(, t also contains more destructive Po{ehﬂa( thon
Ry other force (n their universe. From this harsh realization a discip(imd
and or«Jar(){ socie{/v hes (Jev#.(opetj, one where every cdizen knows Als P(aca,
and where the vast m.:\)'ori{; of cormmon men are held (n thrall to & fow
ruthless, Powzrfu( (ecndrs. W{z(dih? maﬁit:a,( powers oand arcane Arﬁfad:ﬁ, |
these men overshadow every other Auman forcz on Cronos, suPPrz$s£h7 hdi-
vidual U\ou?“ ond ackion th the rame of the ?ma{ar ?ood.

Within this strict order, three orﬂmizaﬁmxs maintain the fabric
of Auman socief)f: the L«ef,ion, the Arcanum, and the Church. In an Uneasy:
balance often threatened L?r P:.{{)r szuaLL(es ahd ascddina povwer sfru_?ﬁ(zs,
these three or?ahiza{{om share absolute dominion over all LHMﬁhL{;. The
Lzﬁio;\ mpmsehfs Aurnan mif{{a? slre;\?{/\, HS;.)\? brute force backed L?r
Mﬁ?iCﬁ( WRAPORS to imPose e strict and nflexible order Upon the Popu(c\ce,
The Arcanum s the center of (ac\rhih7 for al( ma?icc\( studies, and as such
¢ determines who will or will rot Aave access to (s wealth of arcane
secrets. The Church adts as o Lr{dﬁe and buffer between the LQ?{.OJ& and
Arcanum, usih? o raxture of ma..?ic and mi(i{ar)f {raihih? to maintain the
balance of power while secre{()f fur{kzrih? s own wnterests. Tb?e{f\er or

sepam{a()/, these three groups control 2very asPec{ of Aurman (ife.



Each orﬁmizaﬁmx s (d L)r A sih?(a man: Zedek, Marshal of the
La?{_OA; Traductus, Grand Patriarch of the Church; and Menelkir, Arcf\--Ma.?a
of the Arcarum. These men arz the ullimate embodiment of powar on
Cronos. (o((’, Ca(cu(af{h? and devoid of concern for ahj{l\ih? but the
advencerent of their own status, these (eaders were the first to fall under
the Swey of Korax, the second of the three SEPF-QJ\* Riders. In return for
their A((-E?iﬁxh(-t) Zedek, Traductus and Menelkir were rewarded L/v Korax
with the dark 9&{»‘. of Unlife. Usih.? the powers 7»%;«.{&&’ them L/y Korex, «s
well as the relics a(reac’)r th their possession, «ll of f\umwsi{)r Zuicu)f fell
under thelr sPa“.

O)\(/y three Aumans escapec’ the m:?is of the (eaders’ new povvers:
Baratus, o Warrior of the L£7{o;\; Doedolon, o Mage of the Arcanum; and
Parias, o Cler af the Church. Mow these three have swora to (Jesfm)( the
(enders U\e)r OACR -fo((owe(], and w\)r{]\{hj; else that 92{5 n the Wey oS U\e)/
execute thewr task. Eh{emﬁ the m)rsﬁcﬁ( Por{a( used L)r Korax fo reach their
war(d, the three become Lopa(ass(j seFam{ad, 'fDlr'(l:h? 2ach of them fo
a{{empf on their own that which U\a)r hed (ittle f\o}n of do{h9 {oadkzr: Find
Korex's sfro;\?ko((l, defeat his (eaiom of ?ro{eszue PUALORS, and ][l:ht:\(gy
Jesfmj the Serpent Rider Aimself.
| Theiwr task will be o difficult one (ndeed. I s well known that
Korex's spacia( powers ster from Ais control of the Chaos SFfsere, which Ae
uses to warp and corruF{ 2veryone and -?.V-Ql")ffkihﬁ Az touches. Tkouﬂfs not
the mi?f\ﬁes{ of the SerPeh{ Riders, Korax (s far more Powarfu( than
_ P’S}mrif wes, and his {ust for powar s matched m-.()f L)( his hatred for all
(ivih7 U\i}-\?s rot under Ais control. Can he be vc\hzuisked ?

Oh()f time will tell.



2. The Oly'.ed of Hexen

Whether you choosze {o P(::\)r as Baratus the Warrior, Daedolon the
Mﬁﬁe or Parias the ((zri(, the ultinate ?o:\( of Hexen s the sane. You
rust defeat Korex, the second of the three (Jtad()/ SQVPQM Riders. The task
s rot an 2asy Ong, Kowever. A(m\? the Wey you must (stfro); hundreds of
Korex's vile minions and learn the secrets of Als S{rm\?f\a((, of you wish {o

prograss to the final confrontation.

HML P(a/y

Korex's fortress (s budlt Upon & series of central cores known as
Hubs. Each Hub Provi(’es access to several sub-levels. I order to progress
U\rouak the garng, you will need to revisit each Hub several times and
exp(om the aumerous sub-levels that branch off from &, often rzcovzrih?
impor{m{ dems and erm.?{n? them back to the Hub. Oh(/y then wall you Lc_
able to progress to the next Hub and the next CL&“&)\?Q.

<LAP"¢\C{QV ((ASSQS

When you start o Aew gerrne of Hexen, you will Aawve the GPPorfu— |
h.i{)r to choose your character ¢lass: Werrior, Mc-.?e or leric. Once )/bu Aewve
CI\OS«E}\) YOU Aoy not clsms?e your class (c\(ff\ouﬁfs FOU Poy start as oy
ARW games oS you wish and use different characters i all of {Lem, then

save them tn different Save-gomme s(ots).

S{ra{27i25 For Each Class
Sevaral {LLA?S are affected l>/v the character ¢class yyou choosz. for

exam}p(e, 2ach class uses different W2apOAs, and certain artifacts work dif-
femh{()y th the Aands of different characters. Most imPor{m{( , Lowewer,

each class has ds own ffﬁfdihﬂ‘ sf/y(a and s own uhizue abilifies and (imi-
tations, so )rou'“ hove to bear those abilities tn mind when you ﬁ?“ or {;-7

to solve o Pro“&m. In ?Qhﬂ"ﬁ() the characters’ abilities are as follows:



BMA{hS: Traimc’ }:7 U\z Lzﬁf.m\! Bam{us S rmaster O‘f U\e
WRADOAS and the m}slka( artifacts of Ais order. He s the

fastest and sfrah9e${ of the characters. His exce{lent SPeul

rakes Ain formidable n comLa{, and his c-J:.i({{)f to jum;;
75-'2.;\{ distances allows Aim to easi()/ reach areas that are difficult for the
other characters {o access L/y normal means. He starts the gorne with
sirwﬁ NLNTS ond ke can buld Ais Arnor Class to o I\L?L#y (evel than
either Dacedolon or Parias. He needs the extra Profedim-. because Ais WRAPOAS
empf\asize c(oSe-—rw\32 fi?“ir.?. This s Baratus' Primﬁr] weakness: unlike
the other cf\arac{ar$, ke often cannot /\w-? back and (’{sPn.{cf\ Ais enemies
From o distance. He must clsarae A to Lrih7 the power of Ais melez
WRAPOAS to bear.

Daedolon: Pk)rsicafgy weak buf sfrws? A SFiri{, Daedolon weaves
the very febric of maﬁ{/y with Als Powerfu( s;n(fs. He s an

exPer{ at Jes{m)vih? kis foes from afar, e(im{naﬂnﬂ creatures

with Mﬁ?i(ﬁ( atacks before Uw.)r Con 72{ close QAOH9L to ihj'we
Aim. However, this useful aﬂi(&)f (s counterbalanced Lj his poor sPeuJ and
S{mh?{f\, and the weakness of his armor. If you choose D&t(’i)(ﬂh) you st
choose your battles Cartfh“)/, Maximizih? the effectiveness of your rah?zcl
attacks and ‘ﬂh(’l:h? 50Mme Wey to compahm{z for your (ack of SPJ?.Q(J and

)' “"“"Pi"‘ﬂ power.

| Parias: Half warrior and Aalf mage, Parias melds the two
('iscipﬁms nto o (ethal comPosife‘ His skills and abilities (ie

somewhere between those of Baratus and Daedolon. He s fc\ir(){

fost and strong, and some of his weapons can kill from o
distance. Some m{.?]\{ think of Parias as o weak Aalf-caste or a maere
jack—-of-a“—{ra(les, but Ais mixture of martial and M)!Sﬁ(ﬂs( {m\ininﬁ rakes

| hir o formidable OPPDMA{ (ndeed.




3. Controls

52?5\ Saturn Undt

CP-ROM
(o;-.fr:o((:.r
" Y
X Bution
Y Butfon ,
D—-P r.:\(' Z Button
/ L Dutton | | RButton
e
P o
(Forward) @ > @
A
Left k{?f\{ \"""' _
€ Button
Down Start B Button
(Backwerd) A Bulton

L r X W«QAPO)\ Select:

7""’“}’ ........ Y Shift + D-Pad Left or ki,“

G R w A e 4 (Z 4 D-Pued Le-ﬂ or RL?L{)

glm """" ; Ihw.h{ary Select:

et Shift + L & Shift + R

SR 0w = Z+L&Z+R)

Strafe Left .. . . L

Strafe Riﬁk{ ... R Look Up & Down:

M“P Mode . . . . Shift + € (Z+O) stiﬂ + D-Pad VP or Down
Zoor—tA . . . . 5’\1{* + L (z + D-Pad UP or Down)
Zoorm-out . . . SAift + R :

_ r (L?H Mode — Up & Down:
Seoll . ... .. Shift + D-Pad B + D-Pad VP o Do
(Z + D"PAC’)



4. Moun Meru & Game Ofiicms

S{Mi}\? Out: when you start Hexen, you hewve o choice of S{ﬁrﬂhﬁ o AW
geme or ?a{h.? to the Opﬂorss screen for more choices. Use the D_P'M, {o
Liﬁfxﬁgk{ your ckaice, and press Button A, B or  to activate .
New Game: To Lzﬁih a game of Hexen, select Mew Game. You'(l be asked to
choose a skill (evel and a character class. If )rou’m rew fo the game, s
recormended that you use the default skl feva(, or P‘Q"A“Fs A RAS\RF OAR.
OPHOM: The OP{Lor.s SCreeh ?szs you these additional choices:

Sound: Select this DF{LOA to a(l)'usf the sound volume.

eSEX Volume: A(l/jusfs the volume of the sound offects.

eMusic Volume: Adjusfs the volume of the music.

*Stereo On/Off: P (c:\)r A stereo or mono.

Screen: Use this se{{ih9 {o a(’th{ the screen Farama{ers.

'Briﬂkimss: A(’jusis the screen Lriﬁl\{hess.

oScreen Size: Choose between Mormal and Full screen. size.

In Full Screen moilz, the Status Bar (s not disF(a)ful; Oh.()f your
Kealth and the current ihveh{ory derm are (“5}?(&\72(] ot the
(ower corners of the screen.

Muscellaneous: Pisﬂa){s o submenu of additional OP{I:.E})\S.'

*Messages OR/Off: Witk this oP{iOA turned on, rRS509R5 are
displayed on the screen as you play. Messages keep you
informed of events as U\E)r Lafpeh, (e{{£h9 you know, for
examp(e, that you Aave Pi(ket] up o Hechette or ?aimd extra
health Poihfs. You can tura this afaﬁon off for & “cleaner” (ook
on the screen. |

*Map Rotation OR/OFf: You can contiaue P(a)rih? 2ven when the
Prep (s (Jispfcx)mc’ ()rou can view the ap ot oy (A L)r Frassih.7

Z+C, 322 below). In that (52, yOU Can choose to have the Prnp




rotale as you Frocezcl U\VDIA?L the area (so you are a(WA)rs fac{h?
the {oP of the screen), or have the Pacp rematn stafic.
This s Fumz(/y o ratter of Persoha( Pm-femhce.
eEnd Gane: Ends current gerne ond returns you to the Main Menu.
Controls: Choose from 3 different control co;xfi7ura{ic>hs.
Gome Files (dlsr[ﬁyt(l on(; ;:f a BA(KVP 7 cMri«l?e S Prmnf):
Pisp(n)fs the fo((owih7 gere Fle QP{':.O}\S:
eload Game: Loads a szv{ousf)r scved garne. To oad o gerng, Liﬂk—
(Lﬁf\f the slot of the garne you wish o (om], ond Pres.‘; A, B or €
*Save Game: Allows you {o save & garne VA prograss. To save «
gare, press Start al Ry fie (Jurihﬁ the gorne to (lispia)r the
Matn Menu, select OP{im-.s, select Games Files, and select Save
Garme. Choosz an JEMF()/ s(ot (or one you dorn't mind overwri-
ih?) and press A, B or . Your gerrne will be saved in that slot.
Hf o rrRAnOTy card s rot tnstalled (n your s)fs{em, the fouawiha mzhg
Wems are dispfaycd A P(ace of Load Game and Save Game:
*Password For This Hub: [ Password displayed 7
eEnter Password
To s{oP P(ajihﬁ n game and resume it (afar, pause the garne, then 90 to the
Game Files menu and rote the Password diﬁP{a)m(]. To resume P(a%, select
Enter Password from the Game Files Menu. Use {Le D-Ped to f\i?f«(i?k& the
charvacters and the A button to enter them. Select Done when you heve fin-
ished -Qh*t#"llh? the Passwor('. Your game will resume with all YOUr Weapohs
and fems as {Le/v were when you (eft off.
Save Sdfihas: Use this oP{im\ to save these se{{iaﬁs for all your
gernes, unti( you cf\m?a and save them agaih.

Previous Menu: Returss you to the Przvious PARAU.

You ¢an press Start ot Ry fine dhrih? &~ goame o access the OP{{OAS ARAU.

5 Your Status

1 Z

L% 4 6 5

The Status Bar at the bottom of the screen disp(a)rs vital (nfor-

radion about your condition. Here's a look ot what the status bar tells you.



1. Li-ft Counter: The nundber in this box tolls you how Leaf{fy you
are. Your health (s rated as o Perceh{a?a, 50 o health of 100 means ]ou’m
A Perfac{ $Lape, while o health of 1 (ndicates that 70&4'#‘2 Mmrf)r dead.

2. Mana Counters: TLL:: arzo shows )mu how ruch rana )(ou
have collected. The number beneath the blue mana :f»/ymlm( on the (eft talls
you how much blue mana 7014’% accumu(a&(’, and a vertical blue bar 7&&5
you the same information ?raPL{ca\({y.

The rumber beneath the Green mona s/ymLo( on the riﬂkl shows
you how much Green maho 791.4’% 90{, while a vertical green bor shows
that same information ?FﬂPLLCﬂ\“}.

f you are curmhf()f usih? o WeApOA that mzuirzs mara to func-
tion, then either the bluz or green mohe won will be fxiﬁ“iﬂ“t(’, depehdi}\9
on which sort of mana that WeapOA uses.

3. k-tﬁ(l] lem: This box shows which tem from your ihveh{ov LS
cwmh{(j selected (mml)( {o use).

4. Weapon Pieces: Each charadter can use a sPecia( WRAPOA: The
runesword krnowhn as Quietus La(o,h?s to the Warrior, the AD{Y fymﬂo( called
WFA{U\V{#"?Q (s used L/y the Prias{, and the staff rnamed B(aoncourﬁz can be
wielded L)( the rarge. These WRAPORS have been broken into Pieces, f\owevar,
which you must collect. The outline of your character's SPacia( WRAPOA
(sword, s/ymko( or staff) and Ry Piacas you heve collected will appear LA
this Par{ of the screen.

5. Arnor Class: The Arror Class box on the far r'i?f\{ ?iwzs you a
rumerical indicator of YOUr armor (evel. An adventurer with no armor
whatsoever has an Armor Class of i while a character arnored (ke o
Colossus would have an Araor Class of 20.

6. Life Chain: At the botton of the screen s o chain. This chain
raPraseh{S your ((fe: o S(i(li»ﬁ indicator rests on the riﬁf\f of the chain while
)fou"r.e Lza({l\)} and s(ides to the (eft when you are (lﬁ\Mﬁ?EA,

Us(h7 the ’J\Vthfl)ly: When you walk over most dams, U\e/v wall be
P(aczd A your l:.hv-th{OIl’/\(. Pmﬁsirx? Z + P-—Pad Left scrolls (eft {Lmu?f\ your
theh{ory tems. Pressih9 Z + P—Pad RL?LE scrol(s riﬁf\{ {Lmu9}~ your VAVRA-
{or){ Kems. When the tem you want to use s clisp(a]e(’ i the wih(,w{,

prass € to select ¥ and € aﬂaih fo use .




6. Moverent and Game Environment

P{CL{A7 VP enns
You Fick up ah tem L)/ WAULih? over k. If you walk over an tem
but do not Pic/n o up, you ProLaL()/ can't use that dem rrZ?L{ now. For exemn-

P(z, of you are ot 100% health and you walk over a Vial (which Frovi«des ﬂ
+10 health), you will ot Pick the vial up. | ”

' (i?l\{
W‘Lzh/you"m HSihﬂ fhki(icoh"s Wihﬂs O-f Wn:\U\) )/OM Can 7[(/\/ PF&:.‘»S B

+ P——P.M’ Up to float MPWard, and press B + P-Pa.c’ Down to float down. You
will and when you Hoat all the wesy to the 7mum’.

AM(OM&P
Press z + € to (ook af the raorp. Pmssirs? P—-Pc\(] Left and P-—PMJ

Riﬁf\{ will zoor th and out.
The Au{amaf screen S also where you will see oy kz)rs and
arnor that you hove accunulated. All other dems are P(acul LA your

fhwah{o?.

Doors

Most doors (n Hexen wall open of you weslk up to them and press Y.
Some doors are (O(/@z(’, ond )our“ reed o be Lo(&]ih? the proper ka)y {o open
thern. Other doors are opemd Ly switches on MaFL)r walls. And still other
doors remain sealed until you Farform A sPchn( action, (ke walk nto o

certain room or kill a specific ronster.

ﬁ(zpor{ers
There are two {7};25 of {e(zf;or{ers th Hexen: skorfﬂrws?e {e(aPar{ers

ond (nter-(evel {z(epor{ers. The sf\or{—rm?e {a(aFor{ers rove you around but .
do rot {rMsFor{ you to the next (evel. Tlxsy con be identified L)r A 57&-\1:0( Oh ﬂ
the floor that emits a sFar/((ih7 How of energy o the sf:/y, To use a short- |
renge {e(epar{zr} you }'uﬁf walk over (. Mote that {a(tpor{ers with a red floor
wae( wall acfu.c\“)( {efepor{ you, while the ones with a blue floor Fm( are

marz(); eh(]—Foih{S for other fe(tpor{ars. Tkz)r woh't Aove you ah)fw’\zm: Uxe)r
)us{ mark the P(w:e where )rau’(( be droPPe(, of f after usim/:; o red {efepor{er*



e

The other {/vPe of {e(epor{zr s the inter-level h(z}mr{ah This device

roves you from one level o the next. These le(epor{ers are ;\(wa]s mounted

UpoA walls. Tka)r (00k (ke & fu(f-(eh?{f\ mirror with a swirl of color (rside.
71.-.5{ walk up to ¢t and /vov.'(( be {z(epor{e(l.

P (Af'forms

Often you will encounter F(a{forms that raise and (ower. Tke)/ are

ackivated (h a w\rid)r of Wexys. Some raise or lower when you welk up {o
ther and Press Y, while others move when you throw o switch or walk

across o certain section of floor. SKl others are canﬂnua“j th motion.

Dama7 ih9 Environnents

Wwhilz La{{(ih? your wey Usrou?k Korex's fortress, /yo“; ({ often
encounter environmaental threats such as Paisahous clouds, lava-covered
f(oors, or cai(ih?s that (’mF to crush the UnWary traveler. Other Aazards
nelude dah?erous waker currents and -fa“ih? Lridﬁes that can throw you to

/your (Jﬂ:aU\- |
Note that you can be killed if you fall & great distance.

(om}; (ot ih.? an Area

Hexen 15 structured around several (::\r?e Hubs. You'l( stMl o (ot of

time (h 2ach Hub, ?Oihﬂ back and forth between the PGy sub-(evels that
branch off of the main area. You' ([ know )fou've fiha“)r cmxzuamc’ o Hub

whaeh you reach on nbermission screen with text.

WL&!}-\ )fobt (JL&' )mu are P‘Med La(k ol U\e start D‘f ”\Q (JEV-E( )!OM
werz killed (n. The gerne restarts at the Pain{ where you first entered the

current (eve(, and Mj‘U\ii\? you accompﬁskzd SLACR -Q}\*{l"ih? that level (s

undone. Evzr)r(f\ih? you accamP(LSLe(J before eh{ar{h7 the current locale, how-

2ver, 8 me.zrwu] :
There s no (imit {0 the rumber of times yoU Can rehy o (evel.

However, since you (0se all your neat ezuipmeh{ when you (Jie, s usua“)r

better to save Our gome frzguzh{fy and load an old gore of you f\aﬁmh to

be kulled.
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/- Weapons
Exce};{ for the Weapoh that o character starts out wi(k, every

W2apon th Hexen uses mana. You can bell which sort of mara « WeapOA Uses

because the aPProPria{z mana (oh Wil be I\L?I\(iaf\{ed on the Status Bar.

f {91\(:& WeaPOAS
SPLLQC’ Gauntlets: The f{?k{zr starts the gare with these Gauntlets and

ﬁ(WtJ\/VS has them “at hand” as a (ast resort. Eack wacf\ wears down your

em:m)fs defense and 2very third PHACL delivers o ML?I\{)! Blow!

Tuwon's Axe: The Axe nakes you want to ”ﬁ‘“)' }'um;; A there and

hack ooy ot your 2nemies as ot deals out much more dam::~.9?.
than the Gauntlets. This s also c(osz-—mhﬁe—m\()r Weapon, 50 be

careful not to 7{( carried aw;\)r!

Hammner O'f RdriLuﬁon: Now )rou Cahn rea.(()r start (Jtc\(ihﬂ Some

death! The Hammer can be thrown s{ra..:l?le out th o sku((ﬂs;,(iuah?
attack or YouU Can 7&( up—c(ose and Persona( for that specia( blud-
9@93&7 that on(; YOU Can vaide_

Quuetus: This mu(ﬁ-—;mrf runesword s called Quietus because s the

ultimate way to silence your foes. After one slice from this steel

r:om};mion, nost monsters wi((i;\?()f surrender thewr souls.
Cleric INMecpORs

Mace of Conbribion: The Meace will m\()r cause contridion A an

enerny afler numerous L-Qﬁ.ﬁb?i This W2apOoX should ohf)f be used as

o (ast resort because of s short VM?JQ!'

52!?0-{ Staff: The essence of the sacred Kalrath sereh.{ (s contained
within this staff. Feed & with the blue nona and it wall serve you

faiffvfu(()v 17 5}:{{{{)\9 twWin venom sPLe.res at your QARAALRS. Usih? this

stoff up close will drein your mm)/’s (ife and ?iwz some of it to /ycm.’

Furestorm: wa: furestorm s;n(( (ets JOU SUPMMMOA & 9014{ of fire from

the earth. The flanes apprer et your emm)r’s feet and roar u;;vm.rd
{o ehau(f Ais entire Loclj, VOAS&!\? Aim alive. All ‘U\ihﬁs considered,

Firestorm s the ulbimate barbecue.
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Wrw:{f\ver?c A very Powzr{u( mu(ﬂ-—fmr( Weapok, this staff wall

summon the forces of the greve to feed UPOA your ehem)(’s soul,

fzarih? and LhﬁSLih? ooy ot the (feforce (ke }\Hh?i’; (1095.’
MA?Q WQ&FOI\S

? SAPP’\in Waound: Useful for Aiuih? 2hRMALRS, QVPJ\{H&((/V) this wand
will fire Zuick Mla.?i(a( blue darts at your {arﬁz{- Thare (s no (imdid

to the amount of cLarﬁes th thls wand and rzguirzs RO PAGAA.

Frost Shards: This st(( (ots you shoot frozen shards from your

honds. These wce bolts are siﬁhiﬂcm{() S{FOJ\?QF than the Sc\FPLim
Wand's saall dar{s, s0 use frost Shards whenever Possi“a to freeze

your chemies Where U\e/v stand.

Arc of Death: The Arc of Death st(( fires vertical columns of Super-
ckarﬁed electrical 2nergy from your f\aads, L(asfih7 your foes with

(Jevc-..s{a{ih9 imFuhif)r_ Once t Ats « crrature, wll Sfa)r near them

and continue fo do (Jama7£ before fiha(()f diSaFFearih?.,

Bfoodscourr; This migk{j mu(ﬁ—-;mr{ staff fires mu(ﬁp(e {VﬁCkiha

®
i
J

SPLems that will seck and (|£${ro)r w\)/(]\ih7 A theur Paﬂ\_ Maﬂes
who Przfer rot {0 aim wall apprecia{a B(oodscourya, the Aumans’

First successful a{{empf at o ﬁm——md-—forﬁd weapoh.

8. Hems & Artifacts

Hems with an asterisk before thewr name can be PLCL«' up and
F(w:a(’ wio ihveh{m’)r) then used (ater. Hens without the asterisk are used

nned ia\la()f when you walk over them.

*“Torch: Makes & much easier to see tn dark areas.
Vial: fhs{ahff/v 7va$ +10 fo your health whaen you wealk over it
*Quartz Flask: Gives +25 fo your health.

*Mjsﬁc Urn: Guves you Full health.

*Kroter of Mi7f\f: Guves you Full mana of both colors.
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Mesh Armor: This (iﬁf\{ arnor (8 most useful to the £ igf\»‘.er and
(eanst useful to the Maﬁe.

Falcon Shield: The Falcon Shield ke(;rs al( f:f-«amc{zrs, but ¢ adds to

the Clericis Arnor Class most of all

AMH{-Q{ OfWM('U\9 TLLS amu(z{ a(’(’s to )(aur NNl g C(ﬂSi M(J
varies (s benefi depehdihj Oh your character cass. The Mage bene-
fits most, while the Fiakfer 72{5 the (east results.

Plotinum Helm: The Ploatinum Helm boosts your armor class an

EZH&( armount ')[Olr' c\“ CLAFAC*Q?’ C(ﬁSSES.

Note that all armor s added fo your Armor Class the nmoment you
walk over . The armor then sticks around untdl it has absorbed o

crfain amount aqc (Jarv\c\?e, U\«Qh ot (’iSﬁPPQﬁYS,

*Pr-a?onskih Bracers: These Bracers ?{.w: you fszomby (fimne-

based) boost of 4 Pai:&s {o your Arnor Class.

*Boots of SPQ«I These 3f.wa you a {em}mw\r) burst of s;;zu’ makihﬁk

}Oh rea:‘»onc\f:()! ][p'\S{ q[ );cw. re {Le Mc\?e, MCJ thAM 4 ?HLCL q[ /you re
the Warrior.

*W;.Ays of Wrath: An old favorite, the Wih?!'r of Wrath allow you to

f( U\rouﬁfx the awr with the 71*2:-.{25{ of ease. The Wifs?s allow you
{o 7[( (/vau want uafe (/w:w, 90 to &« new Hub.

*Disc of kcfu(siom hen you use this artifact, ever)r{f\{h? withia a

certain radius of your Lod)r (s deflected awey. This tncludes mon-

sters, ijedi(zﬁ and even SFQ((S.I

*Chaos Device: 'ﬁ:(e};orfs you bock to the 527&;\{;\? of the (evel
Useful f Uxihﬁs are 7@5{&;\9 out of Aand.

*Banishment Device: Té(z;mr{s your {arﬁa{ back to the Leﬂimiﬁﬁ of

the level Even better than the Chaos Device: WL/y &(e}mr{ when you
Can McJ(e {Le La(] 7“)!5 90 ﬁ\Wp’\)' thfea(l ?
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*Flechette: This S{chh?Q 77 Per{orms different ()/ i the Aands of
different characters. when the g throws &, exp(odzs (ke o
bomb. A fi.?f\ler who throws the Flechetie Froclucas an effect more

(ke o 7&&&(&. Ard o Cleric who uses Fmduces o Pois-:m gens

t:(ou(l, (QU\&( fo M)/ wlxo venture near.

*lcon O'f U\t Pefuclcr TI\LS arﬂfad Mal&#j you v{rfua((/y invh(mm-—
ble. I Pmc’uces S(L?L{(); different effects, however, JQFQA(,{A? oA

who uses . for a ﬁ?k{ar ot Froduczs o field of ihvu(hemﬁi(i{)r; for

the rmage, ¢ creates o zone of reflection that deflects ihcomih7
atlacks. And the Cleric who uses this artifact appears to blink (n

and out of existence.

*“The Porkelator: The Porkelator s without Zuesiiw\ the most dreaded
artifact of all. B)f ﬁrih? o ad your v‘.ar?e{, yOU Can tronsform (z?i.cms

of Pmud warriors and Powzrfu( Pexges nto herds of mi(ﬁh? swine. [a
Auran soc{ef/v i (s forbidden fo even mention the Porkelator, much

(ess use it
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9. The Bestiary

Afrits: These 9ar?o)r(zs are rore than LaPP)/ to douse you A
‘ﬂamzs, zje Gh()( ALCR U\{hﬁ ALDM{ {LJ?.M LS {1\4 Saﬁsfjihﬁ SF(.‘:J
{Le)r make when you shoot "em from the sk/y.

Stalkers: Stalkers are c-.zuaﬁc repﬂfas with f\uae tolons
(lesiﬁmzd to rend theur prey info bite-sized morsaels. Tf\ej ¢an't
(eave the waler, so once )/ou’re oA (’ry P you mi7L{ feel

safe. But beware, some Stalkers can fire slime ijtdi(zs.

W&Aiyo: This flerce tundra beast fires shards of
(’a\fha\?l:h? 73 {umih.9 all who fall prey to s ic)r 71-'{}) wio

frozen statues.

Reivers: A({Louf’L Uw.:.)r retaua O"‘()V Aelf of thew Lm’ies, these
Undead creatures hove (ost none of theuwr powers. Tf-.e] f();
{Lrou9}~ the awr with L);Fhaﬁc grese, but don't )usf sit there
and walch or U\e)f(( Fa(f you with (levasfa{ih? Fireballs.

Death Wyvern: Like the Reivers, these creatures are Undead,
and thewr thirst for the blood of ﬁvina creatures s SMVPassed
onf} L)' thewr hatred of M)!{LLA? but themselves. The Death
Infyvern s & formudable opponent, and should be (Jispa{cf\a(l

imme(’ia{e()f - f not sooner.

Dark B{skop: Many of the more Powarfu( (2aders within the
Church have been wﬁrpz(l nto mindless servants of the
SQVFQA{ Riders, and their Ma9icA( powers Aove been mu(ﬂpﬂe(’
{ekfo(('- TLQS:. vi(z creatures are knowna A5 ParL B{SI\OPS, and
U\ouak Usz)r are frail of (imb, U\e)r are zxfrzme()/ Fawerfu(.
T]\{')r fira circ(ina Projec{i(es of mnﬁiw\( ja(’e that track your
Pos{{{oh, and the BisLOP Pl\ﬁ-.s:zs th and out of existence as
{Le} trawvel from P(aca {o P(a\ce. A Jm?erous oPFom;-.{ Lj

ifsdf, A )\L?L{Mai’a when encountered (a groups.




Heresiarch: As far Le)rohcl the Bislsops os the Biskaps are above
COPANOA MRA, these L(aspkemous Leihﬁs control forces cc\PaL(e
of send ;J\? mere rortals scremiA? n terror. The Heresiarch
knows several sPe{(s, {hcfmjih7 A S{rc)h.? reflective SP-E( {. two
{)/Pes of ma?icﬁ\( attack, and o summmsih7 spa“ that ?a{es A
Dok BisLoFs to aid the Heresiarch. Oh(){ a suPe.rL Warror Con

defeat o Heresiarch without susfaihih7 Serious irjury.

Centaur: Mamed after o m)f{f\if.'a( Leiﬁs? ) these monsters bear
none of the P(zasm{ trads attributed to them » (-eﬁeh(]s:
vicious, brutal and ex{mme()r hard to kil Centaurs serve in
the front ranks of PRy of the SQVP:.M Riders’ armies. Tkej
are capaue of de-ﬂadi;\7 rissiles with their shields, so use

caution when a{{c\chhﬁ them.

S(Au71~(nur: These Centaur leaders are nuch (ke thetr Ain-
(ons, but {Le)r’m cm-.sidemﬂ()( fouﬁf\er and Use)( Can spew
maﬁim( fire from thair shields. So we won'd Seny M)!U\l:.h?
about theuw aP( Aerne. Your safest s{ra\leﬂ)r s {o attack them
from afar as U\a)r tend to do the same.

Etlin: These horrid creatures are all that remains of the once
Proud Leﬁio;maims. Less thon f\umﬁh, {Le)f retain }'nsf EJ\OH?,\
of thewr PnRPAOTY to Aate what U\e)r hewe Lccome, and {0 Aate
YOU 2vRA AOYR for what you stll are. Far{uha&(] for you,

{Lou?k, U\z] are not Pm{icufar(); skillful foes.

Choos Serpod: P’SPari( once had a Chaos SQVPJU\{ for a
Aount. On this world the SQVPJE}\{S rUh foose, uncontrolled Ly
ARy Li?ker ih{a“i?ehce. Onz breed of Chaos Sel?}mhf wall
scorch you with fizr)/ Masts, while a second variant of this

creature LQ((LQS PO;.SOHOHS ?VQ&A ?ﬁs.

Zedek: Once the (eader of the Lzﬂio;\, Zedek (s now (itle
more than a pawn tn the hands of the Serpant Riders. st
ke retains all Als old martial SLi((s) and C’Q'feaﬁhj Ao wall

Le OhR 01( )mur ?rﬂ:a\{z,’n‘. CLAHH\?QS,
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Traductus: from (owfy mork to Grand Patriarch (h 30 short yrewrs,
Traductus’ c’asﬁry seermed o be eternal 7&&.&&55. But somewhere
a..(m\9 the wey he (ost direction, and now he blocks your PﬁU\ to
fu(ﬁ“ih9 your own shadowzed fate.

Menelkir: The 3&:&&54 Mege to occupy the (r/ys{a( Dats (n
centuries, & seems uh(ibzf); that Menelkir can be (’zsfro)ru’ L){
ony conventional force. F i91~ﬂh7 hinm will be one of the ?r«ea{es{
cf\a((m-u?as of your (fe. |

Korex: You hewve seen inhuman shapes before this, but surely even
hell would never spawn such a being as Korax; Ais very presence

P 7 7P
Flls you with horror, and you Cannot Liji:.h to im.o\f,{he whad

powers arz contained within Ais twisted frame.

e e -
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10. Technical Su”or(

If you ax}nrizhce Pm“-ems i"l«thhih? or P(a)(ihf, Haexzen, YOU Can USR any

of the fo((owih? avenues to obtain assistance:

Assistance Via E-Mail And Modem: Visit our web-site ol
L{{P.'//www,aﬁhizrad{v&com,

The SuPPari Section Provides (ists of frzguzfd(j asked Zuesfiohs,
{rouuesf\ooﬁn? f{}rs, forum discussions, and information about direct
2-rail su Por{. UP?mc’e Pa*ckes can also be
found on our site of {Le)(fw. needed.

HQ(P Via U.S. Mail: You can madl your Zuasﬁons to our technaical
suPPor{ team L} seh(]ih7 o rote (nclude as much detadl as Possiua)
about your needs {o the fo{(owih7 addrass:

GT Interactive Software
Altn: TS/QA PQPE.

1 Nixon Lane

Ed \SOA, N} 088177

He(f Via Tc(cpkom Call GT Interactive Software's Tech Support ad
(970) 522-1797 Monda] {Lmu9k Fri(la)r, g AM ‘U 12 Midhiﬂl\{ Eastern
Timne, exceP{ OA mrv'or Lo(i(’a)rs. Plecse be mm]/y with information

about the Prou«zm you are szerzhcih?.

Please do not make copi.es: The programm 7ou"w: Purc/«ased Was Producetj
{l\rou71x the offorts of Prerny PeoP(e, Dor't make coPies for othars who Aave
not Pai(’ for the r'i?L{ fo use Hexen. To repor{ coF)rri?L{ violations {o the
Software Publishers Association, call 7-800-388-PIRR or write:
Software Publishers Association
1107 Connecticut Ave., Sude 907
N Washingtos, DC 20036

This program LS Fm{ec{a(] L)r federal and (nternational copjriﬂk{.
Hexen™ ©1995, 1996 Raven Software, Inc. All RL?L{S Reserved.
Pub(ished 1:7 i Software, Inc. Distributed 17 GT Interactive Software (ar;;.
5a7a Saturn™ and the 542?::\ Saturn L09om are trademarks of 5235\
Eh{erPrif»cs Ltd. All other trademarks are the Fronr{)f of theiwr

respad W ﬁOMPﬁhi—QS.
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