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undergrotnd rebel cells have formed, including the Citizens’
Freedom Frone led by former LS, Senagor Livin Bure
Bur opposition is fledgling since people live in

constant fear of being condemned 1o Tell's dark fires, The strects bf

m tlf these decisions were mmcd in pnpufar dmmnd. The
interaetive ActidDeck virtual redlity hiome entertainment system, for
nl:lmgih. ']\n_m:iﬂﬂd ithe populace when it was discovered that the
dovice b gradinlly altered the users' genetic codes and led 1o a
sevain oF Humans sith frightening psionic capabilities,

e the Mland wlsy oudawed free speech, books, rival political
parties, aleohol and drug, gambling, and a host of other freedoms.
This erackdown an lilbeetios has bred widespread discontent.

Hiding i the back alleys and the speakeasics of this urban dystopia,




HOW TO PLAY

B Button.

8  C Button

description; advinde intétaction

Room desctiption; use object: character

Access main game interfice; éscape

GURSOR ICONS

Moving your cursor abour the screen swill reveal a good deal of informa-

tion ghour ]mssib]r actions at i given location. The cursor will r[‘l.‘mgc shape

wheriever it passes over objects or characters with which you tan mrerict. The

fcont shapes and whar they signify are listed below:

Pitchfork: The cursor will dppear as a pitch fork in 8 default state.
When the cursot is 1 this form, it can be used ro move Gideon and
Rachel across a map: Place the pirchfork where you destte Gideon
and Rachel ro move and press A.

Press A to move Gidenn or Rachel

Press B for map description

Door icon: The cirsor will appear as a door when the cursor is

PI
positioned over a link point ro another locaton. Press A on the link
point to walk Gideon or Rachel to it Iff unlocked, the

link poimt will carinect you o another game location,

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

Press A to mreracr

Press B to abrain i description

Hand with palm dewn icon: The cursor will appear as a skelotal
hand with its palm facing down when s placed over an ol

icon,




Press A to pick up'icon

Press B to obtain icon descriprion

Inventory computer icon: The cursor will a ppear as a small com-

puter icon when the cursor is Placcd aver either Gideon 'or Rachel’s
characters. Pressing A on the characrer will grant you access torthe

playet’s inventories without leaving the game map,

Press A 1o aceess Richel and Gideor's ii‘l\"l‘.l‘ll’.{-‘lr}'

Press B for player deseriprion

Hand Using and Giving icon: The cutsor will appear as the back
of a skeleral hand whenever you hold an dbject as the cutsor and
move the cursor aver a player or a nonplayer characren

Press A 1o attempt to give an object

Press B to ;1rtumpl o use an obluct

Arrow pointer icon: The cursor will appear as an arrow when
yau are moving an object around with the cursor.
Press A to set icon down

Press B 1o use object onan area in the room

Finger pointing icon: The cursor will appear as a skeleral hand wich
its finger pointing whenever the ciirsor passes over artwork that can

Be manipulited as an object (see below for the two ways objeets

appear inthe game)

Press A (o |:m‘.k up abyject of that object can be raken.
Press B o abtain desctiprion
Press B when halding object at the cursor to use that sbjéct

oncroom art marked by the pointing finger.

MOVING/INTERAGTING

CHARACTERS

Your party's movement is represented by Gideon'sand Rachel's figures,
bath of which appear at all tumes regardless. of which character you choose to
be. To move Gideon and Rachel in the game, move the cursor to the desired
location and Press A, The diaracress will move to that location,

A tatking head illustration will appear at the:cursor whenever it passes
over a nonplayer character {INPC) or an objecr that can be manipulated in a
spectdl fashion, NPC miteraction is mitlated by pressing A whenever the head
cursor HPP('.:] rs.

When conyersing with an NPC, the NPC and Gideon and Rachel are
represented by animated close-up graphics, The options selection in the game
interface rool bar allows you to play the game with spesch only, speech and
[EXT, Or Text unly (see Game Interface section),

Pressing the Stop key during an interaction will terminate the interac-
ton, When you réturn to the chiatacter, intetaction will begin where the
PIEvIOUS INTELACLION Wils inLcrmptud.

Pressing B wirth the cursor positioned aver a character will display that
character’s deseription.

During NPC tnteraction with both speech and text active, pressing A will
scroll the rext on sereen until an entry of dialogue 15 complered. When an
entry of dialogue is complered, pressing B will advance to the next enrry,
When playing with tect only activated, pressing B will preempt the current
dislogue entry ad advance 1o the nextdulogoe eowy. Pressing Stop will end

the current interaction.



MULTI-RESPONSE MESSAGES

A sigmificant fearure of NPC interaction 1s the multi-response message
option, Frequently during interacrion with an NPC, you will be presented
with amenu of topics you van discuiss with the chatacter, This fearure is
designed to give you more control over NPC interacnion.

Press A on a topic to discuss it with the NPC. I you would rather not

continue, Press Cto exit the interiction. When you setuen (o the characrer,

you will agam be presenved with the multi-response miessage.

OBJECTS

Objects iu Hell are represented in two ways, Objects that are fist encoun-
tered as part of the game art will appear in scale with the sest of the are.
That 1s, a chair will lok like a chair. Onice you elect to rake that object, it
will appear in your inventory as an object won, Liketvise, whenevr it is
returned to o game location, it will appear asan object icon. Any objects given

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

Object lcons:

Mhe palm down hand will appear ar che cursor whenever it 1s passed
over ab deon that can be picked up. Pressing A on an object icon will allow
your ta pick up thar ohject. Pressing A a second time with thie object as the
cursor will dhop the objeet ac the current game loeation. Pressing 5 on an
abject will produie w descriprion of the object. Object deseriptions aften
contain clues ta an object’s uses.

After Pressing A anan abjecr, the object becomes rthe cirsar. Youcan
then Press A on the Cideon or Rachel figire or any NPC to msert that object
into their mventory, 1 pon wish to |1I.I'£t' the abject inti the inventory of
another member of your purty, you must deposic it divectly intis lis or her

1?\\’(‘!‘![1.‘1'}' b}' ACcessmg |fn‘ Hwentory screern.

You can use an object on a character or on angther abject by holding

—

the abject as the cursor and Préssing B on the characrer or object on which
o chodse 1o use the object,
You can give an object toa character by holding the object as the cursor

and Pressing A over o character.

LOCATIONS
The cursor will take the shape of a door whenever it passes over a link
P P
point ro anather location. However, some doors in the game are locked. Tn
these mstances, the cursor will stll ZIF}PL‘.'J.I' as a door, but }'L‘Ll will not beable
ro.maove through it until you unlodk ir. Pressing B when the cursor 1s not aver
i characrer o an objeer will prodiice a locarion deseription. These descrip-

tons somettmes contain valuable clues 1o your course of dction.

GAME DPTIONS MENU

After viewing the opening video, youwill encaunter Hill's aptions ment,
which allows you o customize the game to youn fastes, dnd to choose which
of the two lead characrer roles you will assume.  The opuons are as follows:

Music: Toggles music on and oft

Sound: Toggles sound on and off

f{(sml‘t‘ Ga.n-“:: AI](‘\\'"S ‘\’lﬂl [ restore a T}rt‘\'ll.‘”s]l\' .‘iﬂ\'l.'d g.ln-‘lt

Start New Game: Allows you to begin a new game




‘ CHODSING A CHARACTER

Each time you begin a new game, you must select which character—
Gideon or Rachel—you will be. Use the control pad 1o highlight the picture
of Gideon Eshanti to the left of the screen or Rachel Braque to the right of
the sereen and press A o choose the characrer you wish to be. Don't wOrTy,
though—this choice won't break up the team. 'Whichever character you
choose, the other will seill accompany you on the journey through Il

When YOU restore 4 previous game, you will }_\Ii}’ with the same

character you had ongimally used in thar game.

RECRUITING CHARACTERS

You can recruit some NPCs to travel with Gideon and Rachel and assist
m tl!l‘ iILth'nluu'. Rn,lullluiilr NI-‘(:; |.\I'.i_}- ]lmiL;:n.l. llu( :-Il.llrg:'i_d_“‘\ |1.ll}.!ui.|..].llL
toles in Hill Facl recruitable comes with a separate inventory and proprictary
objects which r|*|u}- will take with them whenever r.]1c_v are dismussed from the
party, When a character is dismissed, they will return o the location from
which they were recruited and will bie ayailable ro be recruited agaim.
Reeruitable characters do not follow oL It liell. Gideon and Rachel are on

thesr own i the dark deprhs.

GAME INTERFACES

MAIN GAME INTERFAGE

[ pnwidc full-screen play, the game

fiace is displayed only when needed.

To access the gume interface, move the cursor to the top of the screen or
press C. A tool bar wirh seven 1cons will appear. Beneath the icons, a status
bar shuwing thc.gamr. date, number of -:Irl}*s passnd i the aame, and Rachel
and Gideon's amount of money will appear. The starus bar upcfnres auromar-
im]]}f.
1w selected, the seven icons have the following funcrions: Right or
Wi lected, th I the foll  funct Rigl

left moves selection 111'ghlighl on the menu. Press A o Ph:k the 1tem.

TRAVEL VIA THE D.C. MAP
Travel i Washington D.CL s via the city's subway system. The subway
systern 15 represented by animage of the electronic subway map that Gideon

and Rachel car

« Subway stops are mdicated by red and white markers.

Whenever locations at a stop become activated during the game, the stap
indicaror will flash when the cursor {5 placed over it. Move when the cursor is
over one of the lashing cireles, and the subway stop name will appear in the
roxt box at the top of the interface. Use the left shift o roggle through the
subway stops.

Press Abn A :-lup to zoom-in on that lveation, From the zoom-in
perspective the names of the locations accessible at that stop will appear in
the text box at the top of the interface. Press A on the locarion you wish

to travel to, and Gideon dnd Rachel will appeay there. Additional locations

willl appear ar each sro pas you fearn about them through interaction with

Clmmcu‘rs.
Pressing C while zoomed-in will rerurn to a zoomed our view. Pressing
C from the zoomed-out view will return to the game location or press A any

the CSCAPE 1CON.




[U:l’] AY 10 L 1 |.|]I: I.'CF.‘JLI_\-‘ T.LLI'IEE.IOI‘I. press Aan rin- Lil'!lln_‘ con To 1"0:5!'.' [J'lL‘ menu

Pressing A on the replay con pulls bo.
down a menu that allows vou to replay
| the dialogue (text only ) of any interac- USE
tion yoii've been involved iin up to thi When the cursor appears as an object (when you've selected an objecr by
point. You cin access your past intetac- pressing A upon ir within the game ) pressing A on this icon btings up a menu
i of charaetets and wems you ean use thar object upon,

nons in one of three ways:

—
Time: This oprion lises che characters by the ofder in which you have GIVE

. ] )
spoken with them, with the most recent fiest. Selecr the dialogoe by Wihien the cursor appears as an ebject (when yourve selected an objecr by
I g
pressing A on the character name you desire, pressmg A upon' it within the game), pressing A on this won and a4 menu pops

up telling you who you can give this objecr ro.
ARC: This aption lists the characters vou've _\puki.*n Lo, 1n ‘1IP|"J‘
betieal arder. Press A ona mame to replay thar mreraction. EXAMINE
When the cursor appears as an object; pressmg A on this icon summons
Location: This opuon lists the locations you've visited and allows you up a deseripion of the abject you've chosen,
to access characters according te where they appear in the game. Press B

ar 'L 1o escape out of the list and use the control p;ld o |11'g]1['r_e]1L the

INVENTORY

aption you wish to use and press A to select, Press A on the done option
! to escipe out of the rr}'.'l.'l}' funcrion. Press A on a desired locarion narme. Selecting this oprion displays the inventory page.
A dist of the NPCs vou have mteracted with at that location will appear. Obyeers gathered during the game are stored in the
Cligk an the NPC whose interaction you wish ro teplay. individual character’s inventories. Gideon and

Ruchel share a joint inventory. It can be viewed by

Onee you've seleoted an mteraction for replay; the text of the mreraction pressing A on eithet characters” likenesson the

appems st to U e i a popoup screen. To advance the rext press B. inventory sheet. Recruitable characters have separate inventories. and these can
Nore thar you cun enly replay that portion of the seene that you originally be accessed by pressing A on the character’s likeness,

played. In other wands, i you quit out of a scene before it has-ended, the Recrutable characters possess proprictary objects which they will taks withy
replay aprion only allows you to teplay up to the point where the interaction them whenever they are dismissed from the party. To obrain an alyect e

l'lltli‘\[.




tion while on the MVENLOTy page, press A on an ohject, positon 1t over the
examirne icon, and press A

Ta drop an object, press A on'the objeet, position 1t over the drop icon,
ancl press A 4 second time. .J\nn[hi.'r OPron s ioy return: 1o the game screen [1_\'
pressing C with the object still held as the cursor, and press A to drop the
object.

Press C to escape from the inventory screen.

GAME

pl’t‘\'hll'l}__‘ A on ihl.‘i 1con bl'lf‘l\}]ﬁ LIP. I menu l)’- s1X ('JPth}JTS:

Saye allows you 1o stop play and save the current game. Selecning this
e [ﬂ‘”l [11!.' el P[’l')n.'f[lf('\‘; Wl SCrecn \'l'l'!l.‘l'l.' ‘\"()IJ ITIJ'.\' save L[P L ['-Ol.'lr
games. T he sereen |1lsi1|:|j.'.‘; four thumbral sereens, deprenmg your loca-
tion when each game was saved, The name of each saved game

.-I‘| L'hll:\'\'“ 1"\ lhl' ['].I}""l’ i «l}f‘Pl'ﬂI‘:\' next to l]']t' |.)iCIL1fL' Lo lllL' rlgl“.

You may enter:up o twenty characrers: Press A to save a game into

the storage slot.

Restore -[J.‘-‘}\L‘U'-i the same sereen as the save Oprionon this menw. The
sereen shows the room locations of the Jast scene of each game }'nu'v:‘

saved, Plighlighe a picture and the name of the saved games then press A

O e tite to restore that p;nl‘u‘u]al' aved game file.

New Gamie starts the parme from the Iwgilmiug,

Options allows you to customize the game as you play. You can togg

on ot off the sound, music, speech, and text. Pause conversations to

allow convessarions to pause alter the charicrers say their lines,

Credits will allow you to see the cast and production credirs for Hell.
You can also listen o the Hell credits song, "In the Depths (of Flell)”

b}- The Hu:;n"v Skies.

Quit will end your current session of Hell

COMBAY

(Jf.‘unhar i Hell 1s, with the (‘.xrr[\ril\n of Vi first encounter, ]m'ﬁ'h'
driven. That is, your success in combat depends upon solvitg a puzzle,
Combat consists of a serres of lavishly atimated sell -running Fights betiveen
Gideon, Rachel and various demons. You must analyze the tactics of your
opponent and the evenrs of unsuccesstul combar sequences, discover the

meatis 1o delear your foe, fake some action

prior to beginning combat, and then press

A on the charucter to [u‘gin the i-i‘uhl.

LIJ'U.! amy other IWH?..?.II.’ 1n tiﬂ.‘ g.llIlL'.

vl will ['rnl1;-1[1|_\' fail several rimes before

you succeed, so be cortain to save the

game before entering combart. Be certain

m t'ilT‘r} any Wl‘.’il‘ﬂﬂ.‘s vou dl‘.‘il—{“’\'l' “’H'h

you for use in combat. You'll find that

vou need them.




