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1. The Story 50 Far...

Heretic chronicled the adventures of a heroic Sidhe olf who </\a“u~7¢¢1 the
forees of D'S}mri(, the weakest of the three dMsion—(mve(LA? Sarpent Riders. His victory
wes AN("] insi7nificm(, but while Ae batiled P'SPM((, the other two Serpent Riders
ware far fron Wle. Tluz)r ware hard ot work sowing the seeds of destruction (n several
other dimensions. One such dinension (s Cronos, U\Z world of Hexern: a Aumen world,
but one wheve the forces of mayic are both s(ro»\7¢r and more s(rid(/v controlled thon
those of the Elven world.

The humans hove learned from painful experience that while ma7ic <an b2
Powzrfu( tool, i also contains more destructive Po(o\(ia( than oy other force in their
universe. from this havsh realization o cliscif(b\u] and on]zr(, sociely Aas dzve(opzd, one
wherz avery citizen knows his (A(C} and where the vast nm'ori{/y of/:ommah N INPNT
held in thrall to o fow ruthless, Powcrfu( {eaders. WLQ(JO\7 Maﬁka( powers ond artane
artifacts, these men overshadow evary other human force on Cronos, sn”ressina
individual U\ohﬂl\{ and ackion in the name of the 7r¢o&¢r ood.

Within this strict order, three or7w\izp&ions maintain the fabric of Aumen
soclely: the Legion, the Artemune, and the Church. In an uheasy badance often threatened
by petty squabbles and ¢sca(a€izpow¢r siruggles, these three organizations share absoliste
dominion over all I\hmw\i()a The Legion represents Ruraan Mi(i(po), s(ru\?U\, using brute
force backed 1:7 Mpﬁi(m( weapons o impose a strict ond (nflexible order upon the PoPu(sxce,
The Arcanum (s the center of learning for all rwxjical studies, and as such i determines
who will or will not have access to ifs wealth of arcane secrets. The Church acls as w
Lri(l7¢ and buffer betveen the Legion and Arcanum, using a mixturz of magic and mili-
tory training 0 maintain the LaZ»\u of power while secrd(, furthering ks own interests.
Togz(kzr or sapa\m(d/y, these three groups <ontrol every as ect of human (ife.

Each or9w\{zaﬁo»\ is led L)¢ « sb\7(¢ o Zedek, Marshal of the Legion;



Troductus, Grand Patriarch of the Church; and rMenelkiv, Arch-rage of the Arcanun.
These men are the ullimate enbodiment of power on Crones. (o(f m(cu(c\(v\ and devoid
of concern for N\/y{/\m7 but the advancerment of their own status, these fem’ers were the
first to fall under the sway of Korax, the second of the three SI.VPQA( Riders. In return for
thewr a({¢7w\)\<¢, Zedek, Th«]udus ond Menelkiv were rewerded by Korox with the dork 7Lfl
of Unlife. Using the powers granted them by Korax, as well as the relics a(rsz)' tn their
possession, all of humonit 1"“‘“7 fell under ther spz((

Only three f\umw\s zscaful the geas of the leaders’ new powers: Baratus, o
Warrior of the Lejxon, DAQ(’O(OI\, o Mage of the Arcanwn; and Parics, o Cleric of the
Chureh. Now these three have sworn to J»zsb'o)f the (eaders U\z) onCR fo((owed ond on
thing else that z(s i the way as they execute thair {ask. EA&VU\7 the m s(mx( Por(a\{

(? L Korax (o reach thewr wor((l the three becone Lopz(ess( am(u] forcm 2ach of
U\em (o abterpl on their own (LA{ which Use)( had (ittle /\on f together: {u«l
Korox's s{ro;\?kow defeat Ais (eamns of 7ro(eszue AiaioAS, and fmAF ﬁ:\(m] the
S&rfeh( Rider himself.

Their tosk will be o difficult one indeed. 1 s well known that Korax's spem:\(
powrars stenn from his control of the Chaos SPlxere, which Az uses fo warp and cormP(
averyone and 2vel A he touches. 71\0\4 h not the rm7l\{uzsl of the Schu\{ Riders, Korax

ZAA PSP:«H.( wes, M(] his lust for power 15 rabehed onl L} his
Katred for n\(( (wm7 (/\U\7s not under his control. Can he be vmihisked? OI\(} ﬁrwe wall tell.

s for rore owzrfu( ¢

l.Tl\:Ochdowa

hether you choose to Plﬁ\ a3 Boratus the Wearrior, Dazdolon the Mege or
Parias the Cleris, the ultimate goal of Hexen: Bz);oh(] Harebic is the same. You must
defeat Korax, the second of the three deadl, Szr[zh( Riders. The task (s not an ensy

one, howaver. A(or\9 the wey you st des(ro; undreds of Korax's vile minions and



(earn the secrets of Ais shronyl\o(zl if you wish to progress to the final confrontation.

I yom hove P(r«]«] Haeratic, you will have (e J(fficu(()r hh(’(VSlM(kh? the
world of Hexen. There are several siahi{kw\( differences between Heretic and Hexen,
(l\ou7f\, and here are the most Aoizwor(ly.

Hub Play: Unlike Heretic, where you Fr07r¢ss¢<] h & (inear fashion from one
level to the next, 70\4'“ find that Korax's fortress (s built upon a series of central cores
known as Hubs. Each Hub provides access to several sub-levels. In order to progress
(’wou7/\ the game, you w{& need to revisit each Hub several times and szforz the
numerous sub-(evels that branch off from i, often r¢<ov¢ri;\7 LMPoriM( tems and
Lri»\?i»\? them back to the Hub. OA()/ then wi(()rou be able to prograss {o the next Fub
ond the next <La“u\7¢.

Character Classes: vhen o start a new 9game of Hexen, you will Aave the
opportunity to choose your chavadter class: Warrior, Mage or {leric. Once you have cho-
52m, yOu Moy not ckw?z your lass (a{(l\ohjl\ Ol Pmary start as Prory REW GaRRS 0.5

ou wish and use different characters i all oﬂl\zm, then save them in Jifzrv\( Save-
ame slots).

Sbmk,ios For Each Class: Several (Ai»\75 are affected L)l the character class

ou choose. for zxmup(z, zach class uses different W2APOAS, and certain artifacts work

Jif{eren((y in the hands of different characters. Most im’mr{w\(( ) howaever, 2ach class
has its own fighting style and its own unigue abilities and [mitations, so you'll have to
bear those abilities in mind when yom {17 ¢ or (7 to solve a ProL(e_m. In 7Nm(, the
characters’ abilities are as follows:

Baratus: Trained by the Legiom, Baratus (s a master of the Weapons ond the Peys=
ﬁ tical artifacts of Zi(s order. He is the fastest and strongest of the characters. His

excellent s,pzed rckes him formidable in conbat, and his p.L;m, to '\m\P 7rza(
distances allows Aim to u\si()r reach areas that are difficult for the other cZ«mcbzrs to
access L)/ normal means. He starts the germe wath 5(""‘7 arrnor, and he can build Ais



Armor Class to a f\iﬂkzr (evel than 2ither Daedolon or Parias. He needs the 2xtre Pro(ec(ion
because Ais WRepORS m}’/\asizz <(os¢—rw\9¢ f{7l\{i;\7. This s Baradus’ Primmy weokness:
unlike the other characters; he often cannot /\o.}\? back and Jis}m(ck Kis enemies from o
distance. He must d\ar?a {n {0 bring the power of his melee weapons to bear.

Daedolon: Physically we::Z but strong (n spiril, Deedolon weaves the very fabric

of rza(i()« with Ais Fowerfuf s,:z((s. He (s an expert at Jes(ro)finﬁ his foes from

afar, ¢(irv.{»\a{£;\7 creatures with magical attacks before U\z)' can get close
2rough to (njure Aim. However, this useful AZ&((()« is counterbalanced L)l kis poor s,wu]
and strength, and the weakness of his armor. If you choose Duedolon, you must choose
your battles carefully, maximizing the effectiveness of your rw\9¢(l attacks and fir«](:\7

s0me way to comro\sdz for your (ack of sPu(] and )'um (g powRr.

1 Parias: Half wearrior and half g, Parias melds (Ze two Jisci,:(ims nbo & (ethal
composite. His skills and abilities (ie somewhere between those of Baratus and
Daedolon. He is {air()« fast and strong, ond some of Ais WRAPORS Can kill from o

distonce. Some might think of Parios as a weak Aalf-caste or o mere jack-of-all-trades,
but Als mixture of martial and M)ys(ica( (mininy rakes hin o formidable opponent (ndeed.

B.Mo.ihmm&GmO’ﬁons




Starting Out: When you start Hexen, o demo of the game will automatically
Begin. Access the Main Menu by pressing the ESC key. Then use the arrow keys to
move {0 a selection and press the ENTER key to achivate i

New Goame: To begin a game of Hexen, select New Game. You'll be asked to
choose a skill level and a character closs. If you're new lo the game, s recommended
that ou use the defoult skill {evel, or P“""“P’ AR 2aSier OAR.

Load Gone: Select this option fo load o Przvious()y saved gene of Hexan.

Quit Geme: This option will Jrop you to DOS.

Oriim\s: Salect Options to cf\zo\?z several aspects of the gorme, b\c(m]b\a screen
size, music and sound effects volume, and controllers.

Function Kz)«s

Within the game Uself yOu Can use function ke)'s to P”fo"“ vewrious tasks.

F1: Views (Zz l\z(P Screva.

F1: Saves the gome.

£3: Loads a Previous()f saved 9game.

£4: Adjusts volume (evels.

F5: 70 rastart the level if you get stuck and feel there (s no wesy out. You'll L¢7in where
ou storted on the level

F&: Quicksave: Save without nterrupting the game. Works (ke a normal save the first

fime; but thereafter, does ot rormpt you or disp(a] o hagiu, o }'usi saves the gare.

F7: Quits the current garme but doesat exit the prograr.

¥8: Toggles geme rassages on/off.

£9: Quickload: Loads & garme without Promp(b\? you.

£10: Quits to POS.

Fi1: Garnma Correction: 7677(¢$ the Lrijlxbsess of the (J{sp(a\)y. +: Increases your view.

- Decreases your wiew. Useful if your raching (s slow and you wakt to tncrease the

frame rate.



4. Your Status

The Status Bar at the botton of the screen Jisp(a]s vital (nformation about your condi-
tion. Herz's o (ook at what the status bar (a((s/you.

1. Life Counter: The number in this box tells you how /xea\((fy you arz. Your
health (s rated as a Peru}-\fa?e, 30 o health of 100 means 7ou'r¢ TN Per{tc( S‘\APQ, while
& health of 1 indicates that )'ou'rz »u\r()/ dead. In Deathratch P(A}, this area will also
sl\ow;our number of kills.

2. Mana Counters: This area shows you how much mana you hove collected.
The nurber beneath the bluz mana s)m\Lo( on the left tells you how ruch blue mana
7ou'wz accurulated, and a vertical bue bar 7iv¢s you the same information 7mfl\im((;.

The number beneath the Green mano s)m\Lo( on the rial\( shows you how much
green mana )you’vz 70(, while o vertical green bor shows that same information 9r l\iw\(()y.

If you are mrro\(()f usin7 & Weapon that requires mana to fuaction, t
either the blue or green mana won will be /\(7’\((7“«]’ JQPQ‘\(]O\? on which sort of rmana
that WRAPOA USES.

3. Nem: This box shows which tem from your i»\vo\(ov Iv3 <wr¢;\(();
selected (rzn\(f)r {o use).

4. Weapon Pleces: Each charadter con use o spzzia( weapon: The runesword

krown as Quietus Lz(o»\9s fo the warrior, the kof) s)m\fm( called wmi(kvzr% (s used L} the



Prms( and the stoff nomed B oodscowjz can be wielded L)y the rage. These wWRAPORS
hovz bean broken info Putczs, Lowzver, which you rust collect. The outline o{)/our chor-
acter's spezm( WRAPOA (swon] s):mbo( or s(a#) and any ches you howve collected will
appear i thes /mrf of the screen.

5. Arror ((ass The Arnor Class box on the fa\r n?l\( 7w¢s you & Aunnerical
indicator of your armor {evel. An adventurer with ro armor whatsoever has an Armor
Cass of 1, while o charatter armored (ke o Colossus would Aave an Armor Class of 20.

6. Life Chain At the bottom of the screen s & chain. This chain refrzszhfs
your (ife: « s(u]u\7 (nditator rests on the n9l\{ of the chain while }ou re Lza((f\)', ond
slides to U\z (ef( when you are (]&Mﬁ?((j

the Ihvudory (V] 3N )«w walk over most dems, U\zj will be P laced (n
your u\vz»s(ory The bracket kz);s, L7 oand 77 wall [{}\ your u\vu\(or/ on the Stadus Bar
and allow you to scroll throw l\)row tems. Ivhen the tem that you want fo use (s
/\L7l\(\7l\(zd Prcss ENTER. That tem s now the selected item on )mur Status Bar. Press

ENTER once Again o use the em.
5 Moverent and Game Environment
Kc),lmmrd Controls

Arrow Kys. The arrow Lzys Frove you around i the world. The Up rrow moves
you -forww«l the down arrow mroves you Lmk ond the (eft and n7L( arrows tura you eround.

Al + Left or k\y“ Arrow: Ho((]m7 down the Alt kz)« as you press the left or
n?l\( arvow Lz) Causes you to su’es(tf You slide to the (eft or the n7/\f but continue -fa\cus7
the samz direction.

< and >: Thesz /u]s a\((ow)/ou to strafe (Sulzsfep) (eft and n?l\{ with a
SLr\?( bz;s(roke



Shift + Arrows: Ho(«]{n? down the SAift kz)y causes you fo run. kwmir\? s
zx(rem()y useful when you want to do(’7¢ abbacks.

l- The forweard slash nakes your character )'ump‘ ]wv.})ing ;J}i(((} veries from
character to character.

Poge Dowrn, Delete and End: Payz Down temses you to {ook up- Delete (efs you
(OOL (’DW‘\. ;Z:

End ke)r refuras your view to rormal.
Mouse and jojs({ck Controls

With o jo):s(ick, use button 7 fo shoot and button 2 to open doors/activale
swilches. If you are using & Gravis PC Gamepad, you can also use your third and
fourth buttons fo strafe (sides(ep) and rua.

with a PoUSE, Use button 7 to shoot and button 2. to walk forward. Double-click
button 2. to open doors and activate swifches. H you are usih7 a3 button PGS, yOU Con
use the third butlon to s(m{e, and double-click ﬁ(m\ 3 {o opan doors and activate swilches.

Commmmands that the rmousz or )'o)fs{ick con't handle will still rzzuirz the /uz}Loard.

PicLin? Up Hems
You Pic/( wp on dem L)r w«(k{nﬁ over . If you walk over an tere but do nof pick
ot up, you robably can't use that ttem right now. For eme(z, o you are ol 100% health
end you walk over o Vial Gwhich onvidas +10 health), yom wall not Pick the vial up.
¥ (ia/\(

inthen )mn’rz usir\7 Inkilicon’s wi;\7s of Wrath, ou can f()v Press PA7e Up to
float ufw«n], and press Insert to fload down. Press the Home ke)w {0 lond.



A“b"‘“f’

Press the Tab key to look at the rap. Prassinj + and = will zoom (n and out.
To scroll the map while your character remains i place, prass F and use the arvow keys
o move the rap. This (s known as Follow mode. Press F again to (eave Follow mode.

The Au{ow screzn s also where you wall see any Ltz/ys and armor that you
have accumulated. All other tems are P(Actl‘] A your I»\vo\(my.

Doors




Most doors in Hexen will open o you walk up to them and press the Spa\celmr.
Somz doors arz (ockuf, and )mu’(( need to be Lo(JLAa the proper kz; to open them. Other
doors are OPEM(I Lj switches on MM[P( walls. And still other doors remain sealed until

you P&rforrv. « spzcia( action, (ike walk (nto a certain room or kill a s’uzzi-fic nonster.

Tiz(epor(ers

There are two ()fpzs of {efcporhrs W Hexen: skorf—n\n?e (e(z}:or(zrs and
nter-leve( teleporters. The short-r. teleporters movz you around but do not (rw\spor( you
fo the rext (evel. Tl\&; ¢an be (dentified 1:7 a s)m\Lo( on the floor thot emits o s’mr/c{‘
flow of energy into the 5/7. To use & short-range teleporter, you just walk over . Mote that
&(zpor‘zrs with & red floor panel will Adua(()l (4(¢Por( o w/\id the ones with o blue
floor Pw\z( are rerel U\J—Pob\(s for other (e(zpor(ers. TLQ)' wor't move you M)\V’\{V&:
U\e)/ Just rark the P(:«: where (you'“ be (lro”u] off after using o red (e(:;or(en

The other type of te ¢Por(¢r (s the inter-(evel (z(eporfer. This device moves you
from one level to the next. These teleporters are a(WA)/s mounted upon walls. Tkz; (ook (ke
a -fu((—(uj(/\ mirvor with a swir( of color inside. Just walk up to it and 70»«'“ be (z(zpor{zd.



Platforms

Often you wall encounter P(“‘f"""‘s that raise and lower. They are activated
PN varie(/y of weys. Somae raise or (ower when you walk up {o then and press the
Spacebar, while others move whea you throw o switch or walk across a certain section
of floor. Kl others are co;\((;\ua('(y (h Aotion.

Pmc«7i;\7 Enviroamants

hile La\(((ihﬂ your wey U\rouﬁl\ Korax's fortress, 7014'(( often encounter
envirormental threats such as poisonous clouds, lava-covered floors, or ce{(o\7s that (]ro’
to crush the uhwary trovaler. Other hoazards (nclude dangerous water curreats and

falling bridges that can throw you to your death.
9 €y Jentey

Noke that you can be killed of you fall & great distance. This was ot the case in Heretic.



(omp(z( iA9 an Area

Hexen (s structured around several (a\r7z Hubs. You'll spend & (ot of time (n
2ach Hub, going back and forth between the many sub-levels that branch off of the
) g 4

rain area. You' ({ know )mu'vz fim«((/v <o»\zu¢r¢<] o Hub when you reach an (ntermission

By
Invhen ou die ou are P(aced back at the start of the level you waere killed n.

The game restarts at the point whare you first entered the current (ewz(, and anythin

screen with text.

you accomf(is/wd PR u(zriA? that (evel (s undone. Evzr):(l\b\7 you accomf(isl\«] before
entering the current (om(e, /\owzver, s Preserv«].
Thaere (s no (imit to how many tines you can retry o (evel. Howaver, since
ou lose all your reat ziui mnent when you d(z, & s usually better to save your game

{nzzua»\((} and load an ol 9erme of you I\c\PPQA fo be killed.



6. Wu\’ons

Except for the weapon that o character starts out with, eve weapoh n Hexen
uses mana. You can tell which sort of mana weaApOA uses because ¢ APProPria\(e

rana icon will be kial\(gl\hd on the Status Bar.
F ijﬂhr Weapons

Spiked Gauntlets: The F i7‘\(¢r starts the geme with these Gauntlets and A(Wa.]s has
them “at hand” as a (ast resort. Each punch wears down your em».)/s defense and

avery third Pw\cl\ delivers o /"\(71\(} Blow!

q’ Tumon's Axe: The Axe makes ou want to na{(] }'MMP {n there and hack awey at
our 2hemizs as t deals out much more damage than the Gauntlets. This (s also
I’ <(os¢—rw\7z—oh()z weapok, $o be careful ot to 7:( carried awn/y!

T Hamomer of Retribution: Now you can rm((); start dca{ih7 some death! The
Hammaer can be thrown straight out (x a sLu“—sp(i((iA attack or you can 7&(
up—c(osc and Persona\( for that specia( L(udaeonbﬂ that on(/y you can Provide.

' Quietus: This Mu((i—}mr( runesword s called Quietus because ('s the ultimate
way to silence your foes. After one slice from this steel companion, most
¥ nonsters M((\A7(/y surrender their souls.



Cleric Weapons

T Mace of Contrition: The Mace will or\(] cause Ontrtion ih an eremmy afler Aumerous

Lm(b\?s. TAis weapon should only be used as a st resort because of its short renge!

? Serpent Staff: The essence of the sacred Kalrath serpent is contained within this

staff Feed & with the blue mana and it will serve you faill\{h({/y L)r spi((b\? twin
VRAOA spkms al your enemies. Using this staff wp close will drain your eneny's (ife
and 7(\/4 some of (o)ou!

i Furestorm: The Firestorm s}m(( lets /O SUPAOR & 70\4( of fire from the earth.
The flames appear at your ¢A¢~7's feet and roar MPWAV(] to zn7u(f Kis entire
LO(’], roasting kim alive. All (/\0\95 considered, Firestorm (s the ultimate barbecue.

® WnEU\vu,c A very lpowzrfu( MH(“—P&«( weapon, this staff will summon the
T forces of the grave to feed upon your wm/s soul, (eara? and /umsl\ing awey ot
the (ifeforce (ike th7v7 cJo7s.’

/“\A7¢ w“?m\s

Sopphire Wand: Useful for killing enemies, eventually, this wand will fire quick
LA ) s eventuat) 7
ragical bluz darts at your (Arjz(A Therz (s ro (imif o the amount of dmr?zs

n this wand and rezuiﬂzs RO PacrAce.

z Frost Shards: This sPc(( lets you shoot frozen shards from your hands. These (ce
bolts are siﬁn{ficw\(f] s(ro'\?zr than the Sa\ﬁpl\ir& Wand's small (]N'(S, 50 us2
frost Shards whenever Poss{“z {o freeze your enemies where U\zj stand.



‘ Arc of Death: The Arc of Death spel( fires vertical columns of suPzrd\ﬁr?ul electrical
energy from your hands, ls(a\s(ir\7 your foes with (levp\s(;\(i»\7 imrw\i(f Once it Alts «
creature, { will stay near ther and contirue to do (Jma9¢ before -fuv«((] Jis«ﬁ;za\rir\?‘

® Bloodsc : TRis mighty multi-part staff fires reultiple tracking spheres that wall
' seek and zslro)r M)A i;\7 h thelr Pa(k. Ma7zs who Prefzr not to atm wall a”recio.{z
B(oodscour7¢, the Aumans’ first successful atterpt at o fimz—md—fory( weapon.

7. lems & Artifacts

lems with an asterisk before their name can be Pick«] up and f(acu]

wto ir\vo\(oyy, then used later. Hems without the asterisk are used imme

(adely when
7
you walk over them.

/ *Torch: Makes (t ruch 2asier to s2e i dark areas.

i Vial: IAS(N\(f)/ 7ives +10 to your health when you walk over .
é *Quartz Flask: Gives +25 to your health.

' ’/"\f(ic Urn: Gives you full health.

Y *Krater of /‘\i,l\(: Guves you full mana of both colors.

Maesh Araor: This (ight armor is most useful to the F{7H¢r and least
‘ useful to the Mage.



Falcon Shield: The Falcon Shield helps all characters, but it adds to the
leric's Armor Class most of all.

Anulet of Wardu\,. This amulet adds to your armor class and varies its
benefit (’(Pthl“h? Oh your character class. The Mage benefits most, while the
Fijl\(zr 74(5 the least results.

w Platinum Helm: The Platinum Heln boosts your armor class an ¢2\m( amount

for all character classes.

Note that all armor (s added to your Armor Class the moment om walk over (. The armor
then sticks around until i has absorbed a certain amount of (Jamn7¢, then disaprears.

-]

Dra,onskm Brocers: These Bracers 9iwz you a (emporwy (hime-based) boost of
. 4 Pob\(s to your Arreor Class.

*Boots of SP«J: These 9ivz you o terporary burst of spu«], ma/cb\7 yOu reason-
oJ»() fast f )rou're the /’\A7¢, and insm(; 1ui<k o 70\4'" the Warrior.

“Wb«,s of Wrath: A old favorite, the wi~7s of Wrath allow you to ﬂ)/ U\roujl\

the awr with the greatest of ease. The wo\js allow you to {f] all you want unlil
you 90 {0 & new Hub. l? you are P(A]LA7 o DeathMatch or (oopzmﬁvz 9ame, kowever,
the Wings Oh(} stick around for a (imited time.

£y "Disc of Repulsion: Ivhen you use this artifact, everything within o certain radius
@ of your ::(i: (s deflected i:«y. This includes ,Monzrs, ;rojecﬁfcs and 2ven s,;z((s!



. *Chaos Device: Teleports you back to the Leyimsiha of the level Useful if U\LA75
are getting out of [:»\J

*Banishment Device: T?z(epor(s your (ar7d back to the L¢7i~\0\9 of the (evel.
+ Even better than the Chaos Device: wl\)f (¢(¢Por{ when you can make the bad

9uys 90 awey (nstead?

*Flechette: This strange tem ,nrforms Jif{erv\(() (n the hands of different char-
‘ acters. When the rmage throws &, it explodes (ike o bomb. A F(7l\(zr who throws
the Flechette Produus an effect nore Zﬁc a 7rwd¢. And & Cleric who uses i

Prodhus & poison 9gas cloud, lethal to any who venture aear.

s(ijk(()y different effects, however, (]:Pu(]in7 on who uses it. For a Fi iykkr ot
Froc]ucts o fleld of i»vu(nernki(((y; for the mage, W creates o zone of reflection
that deflects ih:oh\in7 attacks. And the Cleric who uses this artifact appears to blink

(h and out of existence.

l *Ion of the Deferder: This artifact makes you vir(un“)' nvulnerable. ) PmJu«s

*The Dark Servant: The Dark Servent appears as o srall Maulotaur -fiaurina.

When you use &, it grows {0 a (ife-size Maulotaur that will defend o for about
30 seconds before dis pearing. Be careful, though: the Dark Servent has Ao(orious():
poor aim, and oy kil you with stray shot i; YOUr 2hRANRS are close to you.

’ *The Porkelator: The Porkelator (s without quastion the most dreaded artifact of

all By {w? i at your targel, you can bronsform {17{0»\5 of fmm] warriors and
powerful mages info herds of milling swine. In human sociely it is forbidden to even mention
the Porkelator, much [ess use .



2. The Bestiary

Afrits: These (arTzr, nastier cousins of the gar o)l(zs found in Heretic are more
than l\aPP)( to douse you n flames. The or\; nice thing about them (s the sat-
is{)irﬂ sP(a( (AE) ke when you shoot ‘en from the sk)/_

ﬁl Stalkers: Stalkers are Azhdi( ref({(zs with f\\«?e talons (]¢si7r\z(] to rend thair

rey into bite-sized morsels. They can't (zave the waler, so oace ;ou'rz on d
(and you mi7l\( feel safe. But beware, some Stalkers can fire slime Projzc(i(es.

WcM"(,o: This fierce tundra beast fires shards of (lama\jinj e, (urnin7 all
who fall prey to Us icy grip into frozen statues.

Rawvers: A((Loujlx (Lx; retein on()/ Ralf of their bodies, these Undead creatures
W have (ost none of thetr powers. Tluz)r «ﬂ) through the air with l\]PAo(ic 9grace,
Ay but don’t Just sit there and watch or U\&/({ ch you with (’lva\s(aﬁr\a fireballs.

Death Wyvern: Like the Reivers, these creatures are Undead, and their thirst
for the d:od of ((vin7 creatures (s sur’mssed o;\(), Ly their Aatred of eny=
Uu'.»\7 but themselves. The Death Wover s a forridable opponent, and
should be dispdcl\u] imrwzdiahz()v - f not sooner.

Dark B\SI\O’ Many of the more powerful (eaders within the Church Aave been
wewped into mindless servants of the Serpent Riders, and their ».a7i<a\( powers
hove been nultiplied tenfold. These vile creatures are known as Dark Bisl\o’:s,

and U\o?l\ U\z] are frail of (imb, (‘\Q) arz extremely powerful. Tl\e)l fire clr-

<(b\7 Projec(i(zs o Mp\?ica(jmlz that {mcL)yow position, and the Bisko}: leses n and



out of existence as (/\zy travel from P(ACQ to P(““' A (jM?trth o”omzr\( L/y i(sc({, 'S

Aightrarz when 2rcountered (n groups.
v grovp

Heresiarch: As far Lz]omj the Bis/\ops os the Bislsops are above cormmon men,

these L(MPI\QMOMS Lai;\7s contro forces <aPoJ>(¢ of semj(r\? rere rortals

screaming in tervor. The Heresiarch knows several sfe((s, im(udir\? o stron

reflective s,n(f, two types of magical attack, and a summoning spell that gates
n Dark Bisl\ops to aid the Heresiarch. O)\(} ' sufer[s warrior can defeat a Heresiarch
without sus(ao\{;\7 serious i»\)‘ur/y.

Centaur: Named after o mythical being, these monsters bear none of the
leasant traits attributed to them (n (egends: vicious, brutal and ex(reme(): kard
to kill. Centaurs serve in the front ranks of Prany of the Szr,;u( Riders’ armies. The
are “‘P“L{Q of (!zf(zdi»\g missiles with thelr sf\ie(ljs, 50 use caution whaen a((ackb\? them.

S‘A\"I\‘Akh‘ These Centaur (eaders are much (ike thelr minions, but Uw)/re

w,\salemkl), (ot«?/\er and (L.e)« Can Spew Ma\jica( fire from their shields. So we

wor't say anything about their aP( rerme. Your safest s(n\lc?) s to atlack
ther from afar as (A‘/ tend fo do the same.

Leglonnaires. Less than human, they refain just enough of their memory to

* Ettin: These horrid creatures are all that remains of the once Prou(]

hate what they have become, and to hate you even more for what you

still are. For(m\a.(e()r {orjou, U\ou?l\, (l\t)' arz mot Pc«r‘(icu(ar/y skillful foes.

Choos Su’a&: D'S}mr&( once had a Chaos SchoJ for o mount. O this world
the 54.70\(5 run (o0se, uncontrolled L)/ ary Ai7/~¢r (A(e“igzncz. One breed of



Chaos Serpent will scorch you with fiery blasts, while o second veriant of this creature
belches Poism\ous green gas.

Zedek: Once the lender of the Legion, Zedek (s now (#tle more than & pawn in
the hands of the Serpant Riders. SH{l, he retains all Ais old martial skills, and (’efzaﬁnﬁ
Kirn will be one of your ?rzahs( c’\o\“zn?zs‘

Treductus: From lowly ronk {0 Grand Patriarch in 30 short INEN Traductus’
desting seemed to be eternal greatness. But somewhere along the way he lost direction,

and row he blocks rour PAU\ to {u(f((({nj your own shadowed fate.

Menelkir: The greatest Mage to occupy the Crystal Dais in canturias, f seens
w\(ih()y that Menelkir con be dzsfroy«] 17 any conventional force. Fgl\(b\? hirn wall be one of
the 7r¢a.(¢s( clsa((u?czs of yow (ife.

Korax: You have seen inkuman shapes before this, but surely even hell would
never spawn such o being as Korax; his very preseace fills you with horror, and you con-
rot L¢7ih o ima\yiuz what powers are contained within Ais twisted frame.

9. Mu((if(p.)m-
IMPORTANT NMOTE TO MUTIPLAYER MODE USERS: ivhen you are playing with friends,

certain rules for playing Hexen </~M7¢ si7;\{{ic~d(/y. Full details on this are ineluded on

the /"\u((ip(a)nzr Instructions in the Addendum found (n Your gare box.



10. Technical Support

I )ou'n ko Pro“zh\s m}\l\(}\j Hexen, first vefer to the READMETXT file
installed (n your Hau:?rzdo . It contains solutions to some conamon ProL(ems, if

ou have read the README.TXT file and are still kavih7 }:mL(cms, u can refer to
the Addendun included in this PA(/<A7¢ for detailed instructions on how to install and
run Hexen. If you need further assistance, call 6T Interactive Software’s Techaical
Support at (970) 522-179].

H Possils(e, P(u\se be near your com’m(er when Co\((b\?, and seve as ruch
informabion D‘Q?AD’(")\’ your s)ys(zm sz(uf and <on{i7umﬂon s Possik(e with Youy &8
well as detailed information about where 7ou'r¢ 2'\(0\0\(2?0\7 o ProL(cm OF aky nas-
sages you receive on the screen.

Please do ot make copies. The progran you've purchased was produced
U\rougl\ the efforts of ey P¢°P(¢' Don't make copies for others who have not Pa\id for
the r{7l\( {o use Hexen To report copriﬂd violations to the Software Publishers
Association, <all 1-800-388-PIRR or write:

Softwere Publishers Association
11071 Lonnecticut Ave, Sude 907
M/ Washington, D< 20036

Tfusproym is;»'o(«(«] yful%( ond international copyright.
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