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About Photosensitive Seizures

A very small percentage of people may expenience a seizure when exposed to
certain visual images, ncluding flashing lights or patterns that may appear in
video games Even people who have no history of seizures or epilepsy may
have an undiagnosed condition that can cause these “photosensitive epileptic
setzures” while watching video games

These seizures may have a variety of symptoms including lightheadedness,
altered wision, eye or face twitching, jerking or shaking of arms or legs,
disorientation, confusion, or momentary loss of awareness Seizures may also
cause loss of consciousness or convulsions that can lead to injury from falling
down or striking nearby objects

Immediately stop playing and consult a doctor If you experience any of these
symptoms Parents should watch for or ask their children about the above
symptoms—children and teenagers are more likely than adults to experience
these seizures

The risk of photosensitive epileptic seizures may be reduced by
* sitting farther from the television screen,
« using a smaller television screen,
« playing in a well-Iit room, and
* not playing when you are drowsy or fatigued

If you or any of your relatives have a history of seizures or epilepsy, consult
a doctor before playing

Avoid Damage to Your Television

Do not use with certain televisions Some televisions, especially front- or
rear-projection types, can be damaged if any video games, including Xbox
games, are played on them Static images presented during the normal course
of game play may “burn in” to the screen, causing a permanent shadow of the
static image to appear at all times, even when video games are not being
played Similar damage may occur from static images created when placing
avideo game on hold or pause Consult your television owner's manual to
determine If video games can be safely played on your set. If you are unable
to find this information in the owner’s manual, contact your television dealer
or the manufacturer to determine If video games can be played on your set.

Other Important Health and Safety Information

The Xbox Instruction Manual contans important safety and health information
that you should read and understand before using this software

Unauthorized copying, reverse engineering,transmission,public performance,
rental, pay for play, or circumvention of copy protection 1s strictly prohibited

Microsoft, Xbox, and the Xbox Logos are either registered trademarks or trademarks of Microsoft
Corporation in the United States and/or other countries and are used under license from Microsoft.
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G TTING STARTED

USING THE XBOX VIDEO GAME SYSTEM

.
A

Disc tray
— JR | B
[>xeox I p—
Q@ ® ® o
@l |loe® |
L ]

Controller port 1
Controller port 2 E—

Eject button

Power button

mstructions i the Xbox Instruction Manual

will 11g'ht up

Press the eject button and the disc tray wll open

the label facmg up and close the disc tray.

Follow on-screen mstructions and refer to this manual for

-
Controller port 4
Controller port 3

Set up your Xbox video game system by followulg’ the

Press the power button and the status mdicator hght

Place the Hunter The Reckonmg’° dise on the dxsc tray thh

more mformation about playlng’ Hunter The Reckomng’°

AVOIDING DAMAGE TO DISCS OR THE DISC DRIVE

To avoid damage to discs or the dise drive

Insert only Xbox—compatxble dises 1nto the dise drive

Never use oddly shaped dlscs, such as star-shaped or heart-

shaped discs

Do not leave a disc in the Xbox console for extended penods

when not 1 use.

DO not move the XbOX console wl’nle the power 1s on and a

disc 1s inserted

Do not apply labels. stxckers. or other forelg'n ob] ects to discs

USING THE XBOX CONTROLLER

Expansion slot A E xpansion slot B

Left trigger

— White button

O/ _— Black button
oy

Y button
B button
X button
Abutton

Left thumbstick

Directional pad Right thumbstick

BACK button START button

1 Connect the Xbox Controller into any controller port on the
front of the Xbox console For multxple players, connect
additional controllers to available controllex ports

2 Insert any €Xpansion devices (for example, Xbox Memory
Umts) into controller expansion slots as appropriate

3. Follow on-screen instructions and refer to this manmal for
more information about using the Xbox Controller to play

Hunter The Reclconmg‘o

Thus game supports the Xbox Memory Unit This perlpheral 1S
sold separately
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For centurles,‘supernatural powers have relg'ned, warring amotfg *
themselves, cunlng the human herds and lashlng' out from the
shadows The creatures of the mg‘ht have held court sance before
the dawn of hlstory

Notl’ung’ lasts forever.

From the throng’ of Humamty, ndividuals emerge who know the
truth They know monsters exist Enough 15 enoug’h The forces
of darkness must pay their due

You are the Reckoning:

.

~

" ASHCROFT'S EVIL
INSTITUTION

There were only two places to work 1n Asheroft The railroad
and the penitentiary Smce the 1920s, the town centered on the
larg'e prison The people didn’t know that for over 50 years, the
prison was under the control of vampires The warden himself
was turned into a creature of the nlght and the center of power
was secure Since then, the prison has become a feedlng g’round.
and the iamates no more than cattle. Those unfit to be fed on are
sub] ect to horrific acts of torture and expermmentation Such
actions cannot be 'Eorg‘otten. and the veng’eful spirits of the
inmates soon rose from the dead and lashed out at the llvmg‘.
The veng’eful spirits were eventually subdued by greater powers,

and the vampires regamed control of Asheroft Penitentiary

When convicted murderer Nathamel Arkady was sub] ected to
capltal pumshment by electrocution, the reneg’ade g’hosts were
freed from their bonds and once more wreaked havoc on the
prison Four people. brought to the scene by circumstance, were
witnesses and at that moment their normal lives ended They
pushed back the onslaug’ht of angry spirits and locked the doors
of the penitentiary The prison was shut down, and the town of
Asheroft became a shadow of its former self.

Ashcroft now stands at the brink between the world of the llvmg’
and the dead. and someone or sometl-nng’ 1s toyaing with the
balance An act of chance freed the spirits from the prison, and
their hatred has been unleashed on the entire town Nothmg‘ 18

as 1t seems and 1t1s up to you to save them all

-



GAME CONTROLS L

These are the default controls Please refer to the "Usmg the
Xbox Controller’ page for button locations There are other

-t

controller conflgurahons available in Game Optlons Please
refer to the Game Op’clons Section, under Control Optlons for
further instructions

MOVEMENT ~ DEFAULT CONTROLS
Move Character — Left thumbstick

Aim Character — Rxg‘ht thumbstick

Walk Backwards — Press the left thumbstick in any direction
and press the rxght thumbstick m the opposite direction.

Strafe — Press the Left thumbstick 1n any direction and press
the rxg}xt thumbstick ata 90-degree ang‘le from the left
thumbstick

Jump — Left trigger
Roll — While Strafing press the left trigger. ’

o
J

'C'.O0SING WEAPONS

There are three types of weapons a hunter may use 1n battle
BQ.SIC Weapons. Spec1a1 Weapons, and Edges. TO searc]‘x your
mventory for a weapon or edge. repeatedly press the buttons
descnbed below until you find the edge or weapon you wish to
use Then arm the weapon or use the eclg‘e by pressing the
Activate Edge or Switch Weapon button

Seroll throug’h Basic Weapons — X button

Scroll through Special Weapons — B button

Scroll throug’h Edg‘es — Y button

Activate Edge or Switch Weapons — A button or right trigger

ATTACKING
Melee Attack — ng‘ht Tngg'er

Perform combos by continuing to pull the rlg'ht trigger durmg’
combat Please refer to the section entitled “Playmg’ the Game”
for more information on Attack Combos

h e e ke W e B Ewem A me A R



Ranged Attack — Use the

rlg‘ht thumbstick to aim, and ’
pull the rnight trigger to fire

your ranged weapon

OTHER ACTIONS

Action Button — A buiton o
Use to open doors. activate

g’lyp]-ns. reload weapons, .
select weapons and Edges. _ - —
and access Hunter-net near

computer consoles

Reload Wea.pon — A button
When a Hunter 1s not 1n
position to open a door,
activate a glyp}x, select
weapons and Edges. or 4
access Hunter-net\ then
the button will reload your
rang‘ed weapon Weapons
automatlcally reload when
the Hunter runs out of
ammo on the next fire
However. you can force a
reload with this button

Note All remaining ammo 15 returned to your inventory

for later use

Zoom Camera —Directional pad There are five levels of zoom
Pressmg’ up on the directional pad zooms the camera n
Pre551ng‘ down zooms the camera out. When playmg’ 51ng'1e
player, pressing left on the directional pad will zoom you all of
the way 1n and pressing rlgh’c will zoom you all of the way out

MENU SYSTEM

From the Main Menu you can start a new game, continue a
saved game, access the g’ame‘s optioms, or view specml features

For more information on options, see page 19

MENU NAVIGATION

When navigating throug’h menu screens, use the directional pad
or erther thumbstick to hlghhght selections Press the A button
to activate your selection Pressmg’ the B button in any menu
will extt back to the previous screen

LOADING SAVED GAMES

To load a saved game, hlghlxg’ht Continue and press the A

button Next, select the hard dxsk or memory unit to which your
saved game 1s stored by pullmg‘ the left or ng‘ht triggers You
may use four controllers with up to 8 memory units connec’ced\
1nc1ud1ng the hard disk When you have located the save game
file }ug’hhg’ht 1t and press the A button You will be taken to the
Character Selection screen Next, press the START button,
select the character you wish to load and press t}le A button You
will now plck up the game where you left off

CHARACTER SELECTION
After you choose to begln

a new game, you will be
taken to the Character
Selection Menu You ¢an
choose from up to four -
characters, each with his %
or her own strengths, # h
weaknesses, weapons, and Coa ’
Edg’es Press down on the

directional pad to view

different pages of

information on the Hunter,

such as skills and available Edges

Press A to select a character

————
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Strength — Amount of additional damage the Hunter does
dunng melee combat

Accuracy — Amount of additional damag‘e the Hunter does
clurmg’ rang’ed combat

Speed — How qu1cl<1y the Hunter moves

Conviction — A Hunter's dedication to the hunt Conviction 1s
used to activate Edg’es

Stamina — A Hunter's damage resilience

As your character grows in experience, hus ox her skalls will

mcrease, and new Eclg‘es Wlll become avaxla])le

il

SPENSER “DEUCE"” WYATT

CHARACTER PROFILES

When Spenser was 14 years old, he watched as his mother was
murdered on the cold tiled floor of Gertie's Diner The man who
killed her was Cornelins Boothe On that same mg‘l‘xt, Spenser
drove a butcher knife into Cornelius’s heart Cornelius was a

very important man in Ashcroft.
and afraad of what would
happen, Spenser fled the

town and yjumped a rail

20 years later Spenser, now
nicknamed Deuce, returned to
Ashcroft to fmally visit hus -
mother’s grave He's stunned
when he sees Cornelius
c11mb1ng' out of a car on the
streets of Ashcroft-——not a &ay
older Deuce follows Cornelus
to the prison on the c]ay
Nat}xamel Arkady 1s to be
executed He watches as the
veng‘eful dead of the Asheroft
Penitentiary rise up and slay the
lwxng‘ Cornelius s a Vamplre
Tog'ether with the other three
ymbued, Deuce kills Cornelius
and shuts down the prison

Creed - Avenger

Height: 7°0

Weight- 310

Age:35

Weapons . Battle Axe and Lever Action Rufle
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; K 'SSANDRA CHEYUNG
Kassandra 1s the sole heir to the Falrday Manufacturmg fortune,
and up until two years ago, her ]alg'gest concern was where she
would spend Ler father's money One mght at a barn rave

SAMANTHA -ALEXANDER
As a child, Samantha was often smgled out for }aemg’ different
Unw;lhng to back down from Buﬂymg. she learned to defend

herself When the bullies moved on to easier targets, Samantha

-

defended those kxds as well S}xe was never al‘:le to look away
when someone needed help

Her decision to enter the pollce
academy was natural, and g
came as no surprise to her
family Police officers help
peop]e and that’s what
Samantha wanted to do She
15 one of the officers
responsxble for brmg’mg’

Nathamel Arkacly mto i

custody1 and as a favor to

her mentor, Detective )C

Waters, she attends his 5 .
execution 1 Asheroft. On

that day she 1s chosen ]ay /
the Messengers and 1s 4
witness to the hidden evils

of Asheroft Pemtentlary.

Creed Defender
Height 59"
Weight 120
Age-29

Weapons: Katana and Mag‘num Revolver

c}xanged her whole life The rave was rarded, and the pamckmg
crowd trampled her friend Marnze Unable to move her,
Kassandra covered her friend’s body with her own When she
woke up 1n the hospltal with a boot

print 1n her back, Kassandra had a -

new perspective on life Empowered P - A

by helping ber friend. and validated ”// -

by the wounds she recerved, /‘(// <
Kassandra started volunteermg’ ( )
at the hospltal 1n the enitical -

care ward, cheerlng up the Vi ’

patients with her wrreverent 4

attitude and enthusiasm

Kassandra went to

Asheroft with her friend “
Marnie to vistt the man

who abandoned Marnie when
she was trampled at the rave ) Vs
He was domg’ time for drug’ I

cleahng Kassandra attended

the execution of Nathamel

Arkady and was witness to the

deaths of the innocents wnside

the prison She was wounded

while helpmg’ Deuce take down

Cornelius, The Vampn-e, and was

vaotal in the ong‘mal shutting down

of Asheroft Pemtentlary

Creed - Martyr

Heght, 5°2"

Weight- 105

Age 19

Weapons Twin Daggers and Dual Auto~Loading Pistols

B e e M



FATHER ESTEBAN CORTEZ

"l

Father Esteban was the chaplaln at Asheroft Pemtentlary It was
his job to counsel and administer last rites to inmates scheduled

to die by electrocution The priest was the last person to speak to

Nathaniel Arkady before his execution, and was witness to his

sufferxng‘. In his ]ourna.l.
Esteban theorized that
Arkady was erther
channehng spirits, or
t]-ney were actually
occupying his body

On the day of Nathamel
Arkady‘s execution, Father
Esteban was g’rfted ]ay God
with second sxg}xt\ and able
to see demons using the
bodies of men Like

puppets Enrag‘ed, he

took up arms against

these creatures like a Holy
Templar, and with the
other Imbued, purged
Asheroft pemtentxary

of the evil within

Creed . Judge
Height:5'11"
Weight 175
Age 45

Weapons H Crusader Sword
and Crossbow

EO 24

.

EDGES

Each Hunter starts off with one Edg’e at 1ts lowest level of power

As the Hunters advance. t}xey gain up to three Edg’es. and the
powers of each Edge increase—up to three levels

CLEAVE

Imbues the Hunter's weapon with raw
power, greatly mereasing the damag’e the
weapon does m combat Cleave only affects
hand-~to-hand weapons and when activated,
causes the weapon to burn with a super~
natural power The streng‘th of this Edge

increases as the Hunter gains experience

SMITE

Unleashes a powerful wave of clamag’1ng‘
energy that radiates out from the Body ma
360 degree arc. All creatures of darkness
caug’ht 1in the wave will be damaged, often
]ae1ng’ thrown back l)y the powerful show of
force As this Edge becomes more powerfuL

the amount of damag’e mereases

WARD

Creates a barrier between the Hunter and
bexng’s tainted by evil The summoned
barrier surrounds the Hunter and prevents
weaker creatures from making physwal
contact Strong’er monstexrs may brave the
barner, but will suffer damag’e as a result
As the Hunter gains experience, the radius
of this Edg‘e mcreases, allowmg‘ other
Hunters to become protected as well.

i
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BURDEN

Passes ]udgment on the evil near the
Hunter. Creatures of darkness caught in the
radus of this Edg‘e are frozen where t}xey
stand as the welg‘ht of their misdeeds rushes
over them As the Hunter increases in
power, Burden affects a larg’er number of
creatures in its area of effect and will hold
them for a Iong'er perlod of time.

WORD OF POWER

Focuses the power of g’oodncss and purity
1nto a weapon against evil When a Hunter
utters the word of power, 1t extends forth on
a cone of hg'ht Creatures caught in this
purlfy1ng g’low suffer terrible mjury The
more powerful this Edg‘e becomes, the
more damage 1t delivers

DEMAND

Boosts the Hunter's physmal speed and
performance to super~human levels A
Hunter who activates demand can attack at
great speed and do additional damag‘e. but
must pay for this advantage through a loss
of conviction and health Both the speed
effect and the amount of dama_g’e mcrease
as the Edg’e becomes more powerful

RETRIBUTION

The Martyr‘s personal form of revenge
When the Hunter activates this power, all
creatures that infliet damag’e on the Hunter
suffer a portion of that damag‘e reflected
back upon them As the Martyr gains power,
Retribution delivers mereasing damag‘e to
those who strike her

v - e

i R JUVENATE

Calls forth the power to heal When the
Edge 1s activated, the Hunter recerves a
boost to his or her current health At }ug'her
levels, any Hunters nearby are also healed

. e
AVENGER 3 MARTYR ”
Cleave \ Demand ﬁ‘/‘;
Smite Retribution .
Ward Burden .

b
DEFENDER JUDGE 1
Rejuvenate ) Word of Power
Ward N | Burden '
Demand Rejuvenate
ia
C e e




e

GLYPHS

There are five different types of Glyp}xs in Hunter The
Reckomng‘ To activate. stand near or over the g‘lyph and press
the A button Glyphs can have multlple charges. so multxple
hunters may use the same Glyph When a Glyph runs out of
power, 1its g’low will dlsappear

HEALTH Ak
The Health Glyph regenerates the

Hunter's Health ‘y
CONVICTION

The Convxctxon Glyph regenerates the
Hunter's Conviction

STRENGTH
The Streng’th Glyph giwves the Hunter a permanent
Streng‘th merease

+ k<

ACCURACY ’vq
The Accuracy Glyph gives the Hunter a permanent D

Accuracy merease

INFORMATION
Actxvatmg' the blue Information Glyph gives the
Hunter additional facts about the environment and

clues about the game Information Glyphs have

unhmited charges Sometimes innocents or other
bystanders will be standlng on Information
Glypl]s You may talk to them by Achvatmg’ the
blue Information Glyph

EXIT

Actwatmg’ a green Exat Glyph allows the Hunter to
ex1t the environment and progress to the next one
The Exat Glyph will not be activated until the

le\lreys mission has been completed

L4 > I
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GAME OPTIONYS

Optxons screens are available from the main menu and from m-~
game pause menus nghhg‘ht Optlons and press the A button
From mmside the options screens, press the A button to confirm
your chang’es, or the B button to cancel c}xang‘es and return to

the previous menu

AUDIO VIDEO OPTIONS
nghhght Audio Video Optlons and press the A button To

activate the volume slhiders, hlg’hllg‘}mt the option and move
ng’ht or left on the thumbsticks or press rxg‘ht or left on the
directional pad

Music Volume - Set how loud you want the background music
Speech Volume — Set how loud you want in-game dlalog'
SFX Volume - Set how loucl you want tl'le sound effects

Brlg’htness — Set the g’ame‘s brlg‘htness level

A H

IRV TUR
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CONTROLLER SETUP

ng‘hlxg’ht Controller Setup

and press the A button The Y .
player that selected the l LR IR
controller setup screen may ¢
now set hus or her controller
options by moving rlght or '
left on the thumbsticks or )
press rlg’ht or left on the L

directional pad Once the PR 4
controller 1s set, press the

A button to set

controller conflg’uratxons

GAMEPLAY SETTINGS
Highlight Gameplay R R LN
Settings and press the aty ¥
A button Select an option K

by moving nght or left on

the thumbsticks or pressing

rxg'}xt or left on the e :
directional pad ‘ ‘

Vibration — Checkmark this

option if you want the

controller to vibrate from m~game action Uncheck this box to
turn off vibration

All four pla.yers can have their own settings

Show Blood — Checkmark this option to see blood 1 the game
Uncheck this option to turn blood off

Friendly Fire . No Damage, No Hit Reactions — Checkmark
this option to prevent other Hunter from ta.klng' damage from
your attacks

Frxendly Fire. No Damag’e. Show Hit Reactions — Checkmark
this option to allow other Hunters to react as thoug’h they are
taklng’ damag’e, but Hunters will stall be impervious to other
Hunters® attacks

Frxendly Fire. Full Damag’e. Show Hit Reactions — Checkmark

this option to allow other Hunters to take damage from Hunters’
attacks
Warning Hunters will be able to kill each other in this setting
LI 1)

r . E
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PLAYING THE GAME

On your quest to uncover the secrets of Asheroft and rid the

!

town of its evil 1nfcstatlon, you wa encounter a variety of
challenges Understanding the combat and Edge system will be
mmperative to your success Good luck!

COMBAT

There are two basic types of combat in Hunter Melee and .
Ranged Each Hunter l)eg‘ms with a basic melee weapon (axes.

swords, and kmves) and one rang‘ed weapon (plstols. rifles, and
cross]:)ows) These basic weapons are unique to each Hunter For
imstance, Deuce carnies a Lever-Action Rifle and a Battle Axe,

while Samantha carries a Katana and a Mag’num Revolver

MELEE COMBAT

Once you’ve armed your basic weapon by cyclmg through your
basic weapons with the X button and pressing the A button or
punmg the ng‘ht trigger to select 1t, you may use a variety of
melee attacks mcluclmg combos, jumping attacks, running
attacks, 180-degree sweeps, and 360-degree sweeps

BASIC ATTACK o

To attack monsters and l
destroy ob] ects, sunply
point your Hunter mn the
direction of your target
using the left thumbstick,
and pull the rxg’ht trigger *
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COMBO ATTACKS

You can pull off additional attacks by continuing to pull the rlght
trigger Txrmng‘ 1s imperative Tappmg’ the button too qulckly or
too slowly will abort your Hunter's combo attacks

T

Each subsequent strike 1n
the combo does additional
c]amage {0 your opponent
Pulhng‘ off long' combos 1s
necessary to defeat some of
the most ferocxous

1
monsters During combo “ |
attacks, rotate your Hunter / ! ¢
to stay targeted on an / c - [
enemy by using the right . ‘- J
thumbstick

LUNGING COMBO ATTACKS

By pullmg‘ the left trigger durmg a combo, your Hunter will do an
additional lung'mg’ or jumping attack To pull off the Iung'e attack,
use the jump button as the third strike 1n the combo (rlg'ht
trigger, rlght trigger, left trlg’g’er)

SWEEP ATTACKS

In addition to combos, By pung‘ and holdxng the rlght trigger,
Hunters will perform 360-degree sweep attacks Thus clearing
move 1s 1deal 1n situations where Hunters find themselves
mobbed by hoardlng’ monsters

RUNNING ATTACKS

Basic and combo attacks can only be performed when your
Hunter 1s stationary. Runnmg attacks allow t}xe Hunter to do
some melee damag‘e without comung to a complete stop and
becommg‘ exposecl to g‘un'fu-e and hoardmg’ monsters. To imtate
a running attack, push the left thumbstick and the rxg‘ht
thumbstick i the same direction while puumg’ the rxg’ht trigger
With fine aclj ustments of the nght thuml:stmk, you can force
your Haunter to attack to hus left or r1g}1t while running %

e

‘AIRBORNE ATTACK .

Whlle alrborne. your Hunter can a]so do a dxvlng‘ attack on any
nearby enemy To trigder this strike, 51mp1y pull the rlg'ht trigger
on the way down from a jump or from falllng’ from a Ing}xer
location

Note - Your melee '
weapon must be armed
to use this move, and

you must activate the
arrborne attack after the
apex of your jump.

RANGED COMBAT

After arming your basic

ranged weapon by cycllng -
through your basic weapons
with the X button and

pressing the A button or

pullmg’ the ng’ht trigger to

select 1t, you may target the
undead by using the rlg'ht
thumbstick to aim and the

rxg‘ht trigger to fire. C T 3

GAINING EXPERIENCE | .o

- /
During the game, each ! PR 4
Hunter’s experience will L_ .
increase with the - C T
destruction of enemies In multlplayer games, Hunters will gain
partxal experience points for damag’mg’ monsters The Hunter
who lands the klllmg’ blow gains the most experience points
This experience gain increases your Hunter's attributes and

overall power



HEALTH . ‘ 5
The top red bar represents your Hunter's health. When that

health 1s reduced to zero. the Hunter dies Actwatmg’ Health

Glyphs and using the Re]uvenatwn Edge can regain health

Health can also be replenlshed by g’athermg red spheres dropped

by enemies

CONVICTION

The bottom blue bar represents your Hunter's conviction stng’
Edg’es costs conviction Either activating Conviction glyphs or
gathermg’ the blue spheres dropped by enemues can replemsh
conviction. These spheres are a physxcal representation of the
Hunter's dedication to the hunt The more walkmg dead that the
Hunter clestroys (and thus, the more blue spheres collected). the
more dedicated that Hunter 1s to the eradication of all evil—and
therefore, more powerful

v,

SPECIAL WEAPONS

There are a number of specxal weapons that can be plcked up
and used by any Hunter throug’hout the game To cycle through
the specml weapons in your imventory, press the B button until
you‘ve hlg‘hhg’hted a spemal weapon and puH the rlg’}lt trigger or
the A button to switch

Shotg’uns and Machine Guns come 1n three levels of power The
}ugher level of shotg’un or machine gun replaces the lower level
in your imventory, but a lower level weapon will never replace a
hlg’her level p1ck1ng‘ up a lower level shotgun wiall s1mp1y add
more ammo to the hxgher-level shotg‘un Note Hunters can
carry only a llmlted amount of ammunition

SHOTGUNS
Double Barrel Shotg’un

The old standard huntmg tool put to a
new use Thus weapon has a short range,
but sprays a volley of ]aucksl'xot that wall
often destroy enemies 1n one shot
Careful‘ don‘t forg’et you only get two

shots before you need to reload !

Riot Shotgun

This pump-action weapon 18 the standard
long arm of police officers and prison
guards around the world. This weapon
was made for more than just huntmg,
and 1its generous elg’ht round magazine

reflects this fact

Combat Shotg‘un

This 1s the ultimate 1n shotgun
technolog‘y T]:us sturdy semi-automatic
weapon was made for the rigors of
combat It fires mllltary ammunaition that

18 even motre powerful than law

enforcement loads More bang’ for your
buck, so to speak Thas weapon can fire
up to elght shots before a reload



MACHINE GUNS

Submachine gun

Thas little beauty 1s the perfect weapon
when flg'htxng’ up close and personal!

It can empty 1ts thlrty-two rounds of
ammo 1n a matter of seconds, but lacks
accuracy at long range So remember,
wait t1ll you see the g‘lowmg red of their
eyes, then use short, controlled bursts

Assault Rifle

This 1s the standard 1ssue combat nfle
for soldiers around the g’lobe The
Assault Rifle uses a powerful mlhtary
cartrxclge and 1s aceurate at long range
Its magazine carries thlrty rounds and 1t
15 capable of fully automatic fire

Bull—pup Assault Rifle

Thus 1s the sports car of automatic
weapons! By placmg‘ its thlrty round
magazine behind the trigger, it retains
the aceuracy and range of the assault
rifle, and reduces the weapons si1ze to
that of a submachine gun Its compact
and sturdy nature allows 1t to fire more
powerful ammunition at hlg‘her velocities

OTHER WEAPONS

Chamsaw

It shices, 1t dices, and produces a
fantastic zombie puree! However, watch
your gas gaugde, this weapon 1S usecless
when out of fuel

-

"~

T amethrower

What better weapon to face down the
creatures of darkness? Use the
flamethrower to cover your enemies 1n a
satlsfylng' blanket of ﬂamlng’ napalm
Thus weapon does staggering damag‘e to
those 1t hits, but 1ts fuel runs out qulckly,
so watch your fuel gauge

Rocket Launcher

Demgned to take out armored vehicles in
WWIL, this weapon hasa punch
unequaled to anythmg else in the Hunter
arsenal. A few words of warning, it 1s
heavy, slow to reload and fires only one
shot at a time The rocket also delivers
exp]oswe damag’e . SO don't shoot at
anytI'ung’ too close.

EVIL ENEMIES

Here are just a few of the enemies your Hunters will face

SHAMBLERS
Tl’us excerpt 1s taken from an essay

by Bookworm55

The last of the three types of /
Zombles‘ and dec1ded1y the I §
least human. s what I call a b
Shambler Take a good look

at one . a Shambler s
unmlstakably the Walkmg‘

Dead Up close, a Shambler's
dccaymg flesh and putrld odor are
mmmediately obvious

T



Shamblers wat with a characteristic shu’fﬂlng’ gait and they
don’t seem to be well preserved, S0 they‘re slow moving They‘re
also dull-Wltted. but that's not much of a factor N they‘re snlg’le-
minded about tormenting and kllhng’ people You mxght be able
to outrun one of these tlnng’s, but 1t'll wear you down with
dog‘ged endurance

Unlike other kinds of Walkmg Dead, Shamblers often appear 1n
groups. What possxbly keeps these groups together (may];e the
control of another belng’. Like a vampxre?) 18 unknown They are
1ncred1bly strong and can withstand enormous amounts of
punlshment. Even worse, they don't slow down until they are
stopped comp]etely

SKITTERS
Skitters are a horrlfymg’ example of

Fleshcraft These former prison mmmates
have been warped and twisted into

thmkmg and mobile bombs A

Skitter 15 a human head placed - -

on spder-like appendages, the i o
mouths forever openn a o '\ -~
silent scream as they carry ’ / )

out their smgle mission
These creatures exist only to
charg’e a target and detonate
The resultmg flesh and bone
explosmn will damag‘e
anyt}nng’ in the area. They
will not stop pursuing until

they have fulfilled thewx g’oal
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WARRANTY o

INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the onginal purchaser of this Interplay Entertainment Corp product that the
game disc will be free from defects in matenal and workmanship for 90 days from the date of
purchase. If the game disc 1s found defective within 90 days of onginal purchase, Interplay
agrees to replace, free of charge, any product discovered to be defective within such period
upon receipt at its service center of the product, postage paid, with proof of the date of
purchase. This warranty Is limited to the disc containing the software program ongnally
provided by Interplay and 1s not applicable to normal wear and tear This shall be vord if the
defect has arisen through abuse, mistreatment, or neglect. Any implied warranties applicable to
this product, including warranties of merchantability and fitness for a particular purpose are
disclaimed Interplay disclaims all responsibility for mcidental or consequential damages. Some
states do not allow limitations as to how long an implied warranty lasts and/or exclusions or
limitation of incidental or consequential damages so the above limitations and/or exclusions or
liability may not apply to you This warranty gives you specific rights, and you may also have
other nghts which vary from, state to state

LIMITED WARRANTY

If the game disc should fail after the origimal 90-day warranty peried has expired, you may return
the disc to Interplay at the address noted below with a check or money order (made out to
GamesOnline) for $15.00 (U S currency), which includes postage and handling, and Interplay
or Its' agent will mail a replacement to you To receive a replacement, you need 1o enclose the
original defective disc in protective packaging accompanied by" (1} a $15.00 check or money
order, (2) a brief statement describing the defect, and (3) your return address If you have a
problem with your game disc, you may wish to call us first at (949) 553-6678 If your game disc
is defective and a replacement 1s necessary, U PS. or registered mail 1s recommended for
returns Please send the defective disc(s) only (not the box) with a description of the problem
and $15.00 to: Interplay Warranty Dept., 16815 Von Karman Avenue, Irvine, CA 92606.
Ordening replacement copies of disks or Manuals 1s also available through our web store,

www [nterplay-Store com

COPYING PROHIBITED

This software product and the manual are copynighted and all nghts are reserved by Interplay
Entertanment Corp and are protected by the copynight laws that pertain to computer software.
You may not copy the software. You may not loan, sell, rent, lease, give, sub license, or
otherwise transfer the software (or any copy) You may not modify, adapt, translate create
dervative works, decompile, disassemble, or otherwise reverse engineer or derive source code
from all or any portion of the software or anything incorporated theretn or permit or encourage
any third party to do so

Notice Interplay reserves the right to make modifications or improvements to the product
described n the manual at any time and without notice.

SOFTWARE USE LIMITATIONS AND LIMITED LICENSE
This copy of Hunter- The Reckoning 1s intended soleiy for your personal noncommercial home
entertainment use. You may not decompile, reverse engineer, or disassemble the software,
except as permitted by law. Interplay Entertainment Corp. retains all right, title and nterest i the
Software including all intellectual property nghts embodied theremn and derivatives thereof The
Software, including, without imitation, all code, data structures, characters, images, sounds,
text, screens, game play, derivative works and all other elements of the Software may not be
copied, resold, rented, leased, distributed (electronically or otherwise), used on pay-per-play,
coin-op or other for-charge basis, or for any commercial purpose Any permissions granted
herein are provided on a temporary basis and can be withdrawn by Interplay Entertainment
Corp. at any time All nights not expressly granted are reserved
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