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Icrttinc
STARTED

A. Svsrclr RrqurnEluNrs

RmrR rccluires a ninimum of a 486 DX50 processor u'ith ar leest (r.SMbs of free RAM in
rhe fbrm of XMS lExtended) rrenrorr,. It also requires r sound crrd, a nouse, a double speed
CD-RONI cirive, a VESA compatible 512K video car.l, and I0Mbs of fl.ee hard clisk space ftrr
insta I Irrion.

The recommended system lior running the game would be 486 DXtOrJ or Pentium 60 wrth a

firu speed CD-RON.{ cirivc end a PCII or VLB vi.1eo cartl, though it will play just fine on a 486
DX2 66 u,ith two speed CD-ROM drive and Loc:rl Bus video.

R/PPrii u'r1l ,rn i. eith,'r l\4s DoS (Ver. 5.0 or higherr or \\'in.lorvs '95 (via a DOS box u.ing
Plug and Pta1,). It wili not run in \Vindov,s 3.I.

B. INsnr-r-.qrroN

L DOS Installation G Setup

'Io insrall Rtt-lt.t on y()ur cornpurer, insert R1.p-r,rR CD \..umber 1 rnro your (.D-RONI driye; then,
frorn the DOS prompt, change to youl CD-ROM .lrrve lerrer bv rrping rhat drivc's letter, srrch as
"l)" or "E", fbilowed by a colon (:), tlren press (Enter). -.\r rhr nr-rt l-rrorrpt, tlpc "Instal1",
prt-ss (Entcr) and lollow rhe instmctions displaved on r-our scrcr-n. Thi. rvill install Rl,r,l.q on
your system and configure the glme to run rvith vour hard,,.a.". It rou hter change lour system
hal.lware and u.ish to rrptlate vour Rr.r,rl configur:rtion. \'ou rna\- do so bv qomg ro rhe game
directorv (Rrut bv defurlt), typilg "Setup"ald then pressins {Ert.-r}. This will :rccess rire
gamers setup utiiity and allow you to change vout.configurarrrn.

Once the g:rme is installed, you nr.rv ,r.rr it bv trping krp.per"fi.om the grme directory pronpr,
Bv defiult, this directory name rvili be "Ripper\:>", rhough rhis rrar b.. cha,ged cl,ring the
instailation process.

2. Windows 95 lnstallation G Sxup

For most systerns running \vin '95, all that vou will need to do is insert Rri+r Disk Number I
inlo vour CD-ROM drive and lt't the operatirg sl.stems "Auto Rrrn"firnction ilo the rest. \bur
screen will soon .lisplav ;r Rtlpm program rnemr thar will provide r.ou u,ith an option for
installing the game.

If vour hardwarc cJoes not support "Auto Run", double clck on thc "Mi,Computer"icon on
vour desk toP. This will a11ow you select fi'om all available drives and folders. Now .louble click
on the icou tepresenting your CD-ROM Drive where the RmrH CD has been placed and select
thc "Install" option.
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I ikeu,rse, u,hcn you u'ish to plav the gamt- on a \Vin'95 sl.stenr that clocs ,ot supporr
"i\uto Run". doublc click on the "M)-Ciomppter"icon and thor or the icon."p,:"..r.rirrg t..,
Cil ROM Drivc. Now click on the "Play"option.

+

iIGETTiIIG
TECHIIICALI{ELP

A. Tnouslssl]oorwc

l. Audio Maljurution

If rour:u.Jio breaks up lnd,,,ou are mnning a multi tasking operating slstur like \Vinclows 95,
trou mav need to restart 1our conpLrter in MS-DOS mo.le and nur frorn there.

Y-ou svstem h:rrdrvare mar- be too slow to hanclle the largc srre;la of data coming fiom the CL).
If thrt is the case, Rrlr-,t will cornpensatc b1.p.xn5;1, rhe rideo until the ,lrt. rt.l.rl catches up.

2. Out oJ Mcmorl Errors ln DOS

If you ar,: experiencing problcrls in fi.eeing up sulllcient rnernorl, to run Rlplt( in DOS, 1,ou mal.
wish to trv creltirrg a boot disk. Take 2 has rnclu.lc.i a boot clisk creation program on R/ltr,(
L)isk N-umbcr I' fhis boot disk pregvlr, l,orks lirr lrrost svstems. It dom not a]ter your har..l
drive or 1-ernanert sr,'s.cm liles rn anrl u'ar'. Jf vou notice mv rurusual behavior rvhilc using the
boot disk created bv rhe progrrrn. r.-fcr to rhc l.o,r d,:k nsrl.Lrcrions rliloor. fxr) fir.rr.i in
rour rRt,p/,r]t game clircctorv. lt u,i1I help lou to meke env ncc(.ssrlry corrections to the boot clisk
filcs.

To run Boot Dmk Maker, lut 7i/P/t& t)isk Nurnber 1 into lour (.1) I(OM clrive ancl change your
cursol to that drive letter. Nou' rvpr "Bootdisk" and prt-ss (Enter). Be sure ro hut' a bhnk,
fir.rattt-d ilopp' disk han.{', end flollon,thc inst.rcrions.1isplar.c.l on your screcn.

j, CaringJor Your CDs

As with anv cQ vou should avoic'l exposing rour copl of Rlll,r,r ro scr:rtches, dust, ancl finger
prints. I)ust par ticlcs an.l other debris can be renoyed Lrv blou,ing crossu,ise over rhe Cf). To
remove sraudges end fingerprint', r.rrnJerd.Isc wesh.r-,s suitabi"- as long as it cleans lrom rht:
center outward in a straight lrne.

4. READ Mr.Jile

The READ ME file i:onrrins all of the latest infbrmation about RllrrR, incl,cling lasr-mrnurc
comPatibility issucs discovered during the final hours of rcsting. \\'c urge vor, t. iead the fil"
befote starting to rlotc any changes that werc rnade afier the ,rra.url *"i 1.rirt".l.
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B. CoNtlc'rrNc Tarc 2 ron TrclrNrclL Suppon'r

If vou've read through the troubleshooting section and all else farls, please conract the Rrlzl
Tcchnical Support Staff by:

I. Telc-phone:
(.1I2') 539-6107; weekdays, 9:00arn-5:00pm Eastern St:rndard Time

2. Fax:

(4r2) s3e-3res

3. BBS:

(.1r2) s39-6,rr4

4. e-mail:
t2supprt@take2ganes.corn

5. America On-Line:
Ko-Word Search by "Take2"

6. (,ompuServe:

Select Go "GAMAPUB"

/ - lvlrtl:
Thke 2 Interactiye Software. Inc.
Attn: Technical Support
1004 Ligon:ier St., Third Floor
Latrobe. PA I.5650

Plnst lal:il an,- rcrrespondurtr ranrcrning trhnital problntrs "Attrntion TerlniruL Support"on th ouxide oJ thr

uvlope and bt surr to indudt boll: d rtturn addrts and a telepbonc nunrbu with a tlutription oJ yur probbm.

B. \\'eL-. Page:

http://rvww.westol,crm/^-taketwo/

PLEASE NorE when conrating rechnical S,pport, pleasc be prep,rred. lt *i11 be much
easier to solr'e your techntcal problems and go a long wav totard reducing fiusrrations if you are
able-to provicle us lvith the 1o1lou'ing infbrmrrion upon first conrairing orrr technical supporr
stefi

The brand rumt oJ the tottputff thil )oLt dre opffdtinE.

I'hr operatig s\lsten \)ffsion (i.e., DOS ).0, lltn'95, etr.) installetl on tlx slstem dnrl ils manufacturr.
Tbe ndntt oJ the nnron nanagr that )oil arc tsrrg (r.t., QElVNt, LMI|186, 3E611-4a, *).
fhc anouut oJ slsten kAMlnstdLltd on thc comptrter.

TLe antotrtt oJJru ContenricnaL anl EMS or XMS tremor1 lou bav dvqilal)l . (T1pe "MLM,'at lour DOS
prompt and prtss lEnrcr) b tbtennirc lour amilabb nrnnry)

l'ht nrcuse rLrber tnarutJailurtr and yersion thdt )ail are ustng.

Tht Sounl Card itstalbl on tl:e slstun.

The Music Card or Daughttr Boartl, f an1, instdlbd on tlr sy-stnn.
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Tb Vtlro Card on the slstun. Pbase indude th amount oJ hleo RAM instalbd on the card.

Tb fIESA Drirer that yu drt rurrnttll ustng.

A11 of dris iniirmation can be fbund lrv consuiting your system's reference material and/or usrng
the diagnostrcs utilities available through vour operf,ting svstem.

If you believe that one or sone of your Rtrult CDs is defective in some w,ay and wish to rerurn
it to us for :r new cop)' of the game, please be sure ro contact Take 2 technical support f.rr
cliagnosrs and confirmation of the problem. We will not be able to replace returned CDs with-
out a ProPer authorizrtion nrurber whiclr can only be obtained from our tt-chnical support staFl:
Take 2 cannor be responsible 6r any CDs sent to us without authorization from our technical
support department.

iii"#,'p,fur,*,
DO NOT CONTACT TAKE 2,s TECHNICAL SUPPORI,STAFF IN SEARCH OF GAME
HINTS. TLey are neither permitred, nor qualified to supply such information.

For game play strategies and hints (live and recorc'led), call:

(900) 28-TAKE2

Ninetl-Jfue cents pr nlirutJrr rrtordtl ltnts; Sl 21 ptr niruttr for lirc hhts.

Must be lE or ltav paruts'prt'mi:sion. Tou;h-tont plcru requirrtr.

Prina Publishing is publishing rhe official straregv guide to Xr,"r,r,t. For ordering informrrron,
call (800) 53I-2343.

9\ frrnvincI Y TIf GAInE

November i8. 2040

Another boc'ly, another byline. That's the saving in mv business; it's the s,av vour name gets
recognizcd. \\'e11, rnv stories are rrurning in the Vrtual Herald a lot these days and my n.rm€ rs

linally out there, I should be happy, bur who an I kidding? See, theres :r catch to rrv newfound
succ(ss. I r*c rt rll to rhc Ripl'er'.

\Vhat is it about thrs guv? I mean this; is Ncq, \brk Citv. It lrasn'r changed in a hundred years.

There are crazies arottncl every corner and murders cvery.1a1'. It takes a special breed of psvcho to
stand apart from the crowd in this town, but the Ripper has rnanaged to pul1 it oflf; he has clearly
differentiated himself from a thousand other lunarics y.ho share his hobbl'.

This is tle kind of story that only comes along once in a career, full of rnysterr,, murder, inrrigur,
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and biq loud lreadlines that scream lor attention. This Ripper is an arroganr killer y4ro loves
his work, rvho boasts an.l takes pride rn the {ict that hc evisc"rates h,s viJti,ns and secmingll.
yanisht's without trace. The police arc stunpecl and the public is hooke.l. I clorit eyen have to
trr'; the srorv is practicalli writing itsel(

It started_ r feu, *.e.-ks ago rvhcn a nobody who ol,ne.1 a clrv clcaning business in the B,ru,crv ryas
torn to shrecls. I've covered nr .hrrc .rf n,rr.1..., htrr 1're never sc,-ia.ything like it. He was
slicecl open florn crotch to throat, his organs and L-lood spl;rttered 

"1I 
ou". thi r.om like sonre

grotesgue \\otk of art. EYflr Detective M:lgnottA, the lead invesrig;rtor in the case, shed his ball-
brcaking, fiailcss-co1.;rersona long 

"rrorgh 
to rclmit that it *as the u'orst rnur{er he ha.l .,er seen

in all his vears on rhe fbrce, an.l he'.s seen his share, up c1os.- and prrsonrl.

Thdr cilmc thc letter. sent to me over mr' \\AC. Some 1un:rric r,;rs trking creclit for the rlurcler.
1'he im:rgc of the conlessor *a. di.to.t".l, as {.as the ce r.it, vorce that adr.lresst-d mc :rs 

,.Boss.,,

")'ou are the wtiter oi worcls. I am the taker of souls."stlrt.'il u,har wouLl become an on_gulrg
comntulication Lretween us. He a.lcle.-i, "Of r11 thc i'rirers. grrar anrl snall, I chose you r. spicad
n1'u!rc1. 

.J.:,1 "1" 
mv Pen-Pal, mr" voicc. And vou wrll h.ar-irorn rrc lrom tirne ro rinre, like a.y

true frienc]"'He latcr *'ent on, "l\{a1'be y,r., k,r,rrt rre . nar-bt r.ou clon't. perhaps we,l1 mcet.
Sorned;rr', y;u might stare rne in th" 

",,., 
anc'l lou'll kr,rr,.i'H. siqnccr oid "\b.u.s trulv, r{rpper.,,

This "Rippm"u'as obviouslv fattcrning hirnsclf alter rhe oriqinal Jack the Rrpper, rvho also usecl
to adclress his Lroastful letters to rhe prt-ss "Dear Boss. 'Bur ,-lik. ,h,- origirrri j".k rhe }{ipper,
rhis ki1ler! flrst victim u'asn't a p.tostiture. bur rarhcr an honest, likrble.]ri.cleaner u,ho ha.l a
reputf,rion fbr being:rn all arotrnd nice quv in the,t'rqhborirood. It.li.ini ad.l up.

\\'h1'did he prck me ro rvritc r(): That qutstion sriil qnarvs at me. I .lclnt like the war..rrt- s.icl."M.rrhc lorr krr.,u mc. \\'lrr *,,trlJ lr. .lr rh.rr. ( . r r,r rJrct.bc.r cl,rnc,.rh.rt I lrarc nrct hirnl
I've mct alot of crazl ;."o1,i". L-ut th"rt",rot usrrallr'the ones ro fi-ar. It'-s thc caln, peacefrrl,
gentle souls *h. "* .".r"riv driven bv.lark ol.scssi,rns rhar arc the rcellr. dangerous i,r".. 'fh"
ones rvith ec}ral doses of brilliuce , .r..rr,r,,,.. chrri,nr,r, h:rc, and irr.rrritr.. Ni, -rtt", hoq, well

lou,th,rnk rvou can re;rcl pe opl6, the re'-s ner.cr anl war of evcr rc:11r. knon rng rlhar kir.l of maclness
lies lrehind ,:ven the nlost sercnc er cs. M1' 1rL, i..p, rrr ()r1 m' fil.t; L,.."i people evcrr- dar.,
sorne good, some bad. Ma'bc T ir:r'e cr.sstd prrLr rrrrh the Iiipper. \Vh,, tnows!

A short tirne later he srruc* agrin. Thrs time it 
',;rs 

Karr Frt..z, l comp.rrcr prograrnmer ror a
religious sofiu'arr company ir Soho. 

-The 
Rippcr tore him to shre.ls right u, f.i. #fic", rrr.l .grir,

no u'itnesses, Llcspite thc lact that r fiw nrght o'ls u.,:r.- still hanging aiot..l rhe buildirg.
No one he:rrd or s:ltrr a thing. None of the entran.r-s,rr e.it, wer" *."r.".1. Thcre was no trail
of blo-od leading ltom Estevezt oflice to anvrvherc. It's :rs if rhe Ripper sudclcnll'materialized,
:r\.rdc11 l\urchcrrd Iri. r icrirn, ,rn.l r,tni.hed ,,,r. rh,,, ,i,.

Magnorta was cven rnore srrrtlped about this rnurdt-r thrn the prer.ious one, There rvas no appar-
ent connection between thc victims and no one in the police fbrce could spcculare 

". 
to *lr"i th"

rnurder u,erpon might be.

My edrtor, Bt. I)odds, sarv this as one of those unique stories that could carrl'a p:rper for
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months. Hc put me on it full time and assigned Catherine Powell ro be my :rssistanr. Catherine.
\\''hat can I sar'? She joine.l the paper several nonrhs ago, and it .liclnt take long for ours ro
become more than a professional relationship. Mixing love and work can ger messy, and it hasn't
been easy to drf6rentiate rhe two. She has her ways of approaching a story and I have rnine, and
we seldom find common groun.l. We're nuking ttre most of ir.

Things have bcgun to quiet down. Some people would takc thrr es : good,ign, rhar rnaybe the
Ripper has v:rnished for good. But I know bettcr. He's sti1l out there, ready to strike, and it's up
to me to stop him.

-Jake Quinlan

A. YouR Onlrcrn't

l. The Plot

The year is 2040, ancl you are Jake Quinlan,
veteran crime reporter fbr the New York
Vrtual Herald. A mystcrious scrial killer
u,ho crlls hrmself Ripper is stalking the
streets of New York, murdering in the same

fishion as the iegendary Jack the Ripper.
And like the oriqinal Jeck the Ripper, no one

has a clue to thc identin'of this nerv psvcho
ki11cr.

2. The Game

ltt up to l'otl to weave )iour waf thtough l complex storl strucrure.l into a prologuc ancl four
acts. Along the way you'Il be moving throughont :r beautrfullr' rendered 3-D world, mecting and
conversing with characters, solving puzzles, uncovt'nng clues, and decking into the surreal rrether-
world of cyberspace where vou'11 batrle rorrr wav through numerous combat sequences.

3. The Finab

As the plot unfol.ls, you'11 be compiling your list of srispects, rnrtil the story's climax rvhere 1ou'11
come face to face wrth all of them. Here, you have only one chance to stop who vou believe to
be the Ripper. Choose wiscly.

4. Pla/ng the Came Again: A New Ripper

Aftt'r you win the game, the ldvenrure is not over. You can plav the game three more rimes. In
these different scenarios, one of the other suspects will now be rhe Rrpper. Can you track dorvn
the clues and discover the identrtv of the other Rippers in the other tLree scenariosr.

9
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B. TnE Galrs Prey IcoNs

Erl

\tVhen vou pass the molrse cursor oyer the to;. portion of the screen, the game icons ri,ilJ appear.
If vou click on an icon, vou can access its sp.-cilic functions. The icons are:

I. WoidMap lcon

When you click on the \\irr1.1 Map lcon, the New, \brk Cirtv game map
aPlrears on thc screen.

A ljst of locations that vou can visit rppears
in tht- bottom left wrndow Click on the LJ;r

rnd Doun arrolvs next to tlris list to scroll it
uL. a,r.1 dorur.. The box to the bottom right
lists the narnt's of roorns rvithin the highlighr-
ed location tlrat r.ou can explorc once you
;rrrrye fhcre. Click on onc of the locations on
the list to be mtom;rtically ffansportcd there.

The New York City g:rme nap can also be

accesscd u,Lent'ver you exit a gerne location.
If lou see the spinning globe on the main

t0
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game screen, you'll knou,that vou're a single click away from accessing the city map. If 1,6s ..a.,
the \\'orld Map screen and x,ish to return ro the rnain game interface without trarcling-to A nerv
location, click on tbc Powcr buron.

2. The lntentorl Icon

You can xccess vour invenrorl, by clicking on this icon. All of the objects that
vou have collected appear on this inventory screen. When you wish to usc an
object rn vour inventory, click on the Inventort,icon to lisr rlre items stored
rhere. Now clck on the ot-ject that 1.ou wish to rrse and then on the Use

oPtion. You may also double click on an item or click on it md prcss the Enrer kev to accomplish
the same thing. If 1'ou are in a location where it is appropriate to use the selected item, yo. .,11
rlrrn sLc it I,,irrg u.,J rlrcrc. If tlrc rrerrr cJr)nur hr uscJ irr rhe,clccrcd Ioc.rrion,1o, *ili bc
informed of this as we11. You can click on the Cancel buttou ro cxrr rhe invcnt,rry .crct1 witirour
usrng the selected inyentory item.

ffi 3. Tbe WAC Iton

.GAME 
PLAY IN THE REAL \VORLI)' fOT

The small i.on that resr)nbles a lap-top computer accesses rhe WAC, vour
hand-hel.l cornpurer rvhich can be used in ser.eral ways in the gamc.

Sometimes you x,ill re ceiye vide o nessages
from ch:rracters over your \\'AC. At other
times 1'ou may scan objects and manipulatc
thern with il The database of objects that
vou have s.:anne.l can be lccessed at:lny time
br ciickinq on the \\,'AC's Database bumon.
\bu will flnd that lou are able to manipulate
some of thc scanneil inages in the \\AC
dat;rbase in the same rvav as you rvould
t pttz-zb interface (See Section C Subsection
6, 'Solving Puzzles'). Rcfer to Subsecrion 3,
'Exploring in the Environment' under C.

information on scanning objects with vour \\ACl.

clickmg on the Notebook butron allou,s yo. to tvpe and rcvirw ,rotrr com,ents or nores
thro,ghout the game. This is provided so thar when r.o. flnd 

" 
.ir" o. have a hunch, you can

write it down ro refer ro later. To exit the Notebook, Darabase or Hclp firnctions ,.i ,",rr, ,o
your wAC interface, click on the glou,rng box found :rr the top left of each o[ rhese screens.
Circk on rhe Help kev if you need assisrance with the \\AC interfice. To turn off the \\AC and
return to the main gatne screen, click on the Poryer button.

4. Saye Came Lon

When you click on this icon, you will automaticallv be taken to the SA\/E
GAME, screen. At the center of this screen will be a graphrc image of your

tl
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current game sized to fit into one olt the 20

save game boxes. This image is attrched to

drt' rnouse cursor an.l will move around the

screen with it, so that rou can save lour game

into anl box you wish. To save Your cutrent

game in a box, srmplv movc the imege over

that box and click the left mouse button. If
the box you have chosen contains a previousll'

savecl gane, vou will be given the oPPortunitv

to overwrite that gane or cancel the save

function. Oncc a saved game has been p.laced

in a box, you will have a chance to attach a

brief text description to that gane befbre leaving the SAVFI (IAME screen.

mouse

5, Restore Came lton

The Restore Game icon allows you restore one of trventy possible saved games'

Clicking on this icon takes vou to an exact replica of the SAVE GAME screcn

button
given the option of canceling the Restore function.

6. Tbe Came Options Lon

This icon takes you to the Ripper options screen wLere vou can tailor game

attributes such as morrse speed, video buffering, difficulty levels for combat and

puzzles, subtitles, etc. You can also select hot k"ys lor commonly used gamc

functions in the Options screen.

7. The Remote Con*ol Lon

In edditron to rhe reguler gf,me options, you will also be able to alter your video displa'r ro suit

your personal l.references and hardware requirements. C1ictr on the Remote Clontrol icon to

access color, contfast, brighmess and tint adjustment features yithout leaving the game. Master

voiume as u,ell as soun.l 1"u"1. fo. Ambiant Music, special tflects ancl \'idco Pla1,back cen be

changed using the Remote Control.

8. The Help Lon

\ou can click on the HELP icon at anytime to receive infbrmation about Low

to use the Ripper rnterlace or negotiate through I garne situetion. 
-Ihe HELP

screen will describe rvhat the v:rious mousc cursor fttuctions are a.d helpt rou

understand the situation that currently confronts you. This funcrion is partict

l2
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restore and click the lefi moust

be asked to verrfl vour gane selection and
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1ar1y useful when 1'ou find vourself entering a unexplored area of the gamc rvorld or an unfamiliar
puzzle interface. The HELP function .loes nor give you game hints or srrilregies.

To acccss the HELP functron lrom a Cvberspace location where the nomral game rnenu bar is

rrot ,rvail:bl.. l,re.. rlr, FI kc).

9. Exit [con

:mx

*
T

10. Tl:e Hourglass Lon

When r.'ou sec the spinninq Hour Cl:rss icon, you'll know that the cornputer is

loading a nerv scrne, locarion, charactcr interaction, etc. In a lew scconds, the

game u,ill continue.

I. Tbe Main Came Sueen

The game screen is a large view window
w,hich presents a |irst person vierv of the
wor1c1 as your character sees it. You rvill use

this interfiice ro moye through the Rrpp.'r
environment, participate in conversations with
the various characters that you encounter, and

solve puzzles that impede your progress.

2. Moting in the Ripper Game Enrironment

While exploring locetions in 2040 Neu, \brk, vou will be moving along pre-defined movemenr
paths. You control vour moyemenr left, right, straight or l:ackward by clicking your left mouse
button when the cursor changes to a c'lagger that points in the appropriate direction.

Generally speakrng, tlre dagger cursor u,ill indicate both directions rhat you mav
travel and directions yoll clrl turn to lrom the iocation rvhere your character stancls.

Move your mouse across the gamc screen. If the dagger cursor is pointtng stratght
ahead, you can moye fonvardi if it rs pointing to the r:ight or left, then 1ou can

choosc to nove or turn right or left br- left clicking when the appropriate
dagger is displayed. lf the dagger cursor is sprrnning on xn area of the screen,

it indrcates that 1,ou cannot move in any direction from that area of the room.

Click on ths ic,'n to .ltrit thc g:mc.

ti
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3. Exploriry in tLe Enrironment

As you explore the Ripper gane world, 1ou u,ill find many olrlrortuniric\ to int(rf,ct wrth the

people and objects that vou encounter there. When lrou sce a Magnifving Glass icon aPPear over

an object, it indicates that vou can examine that object more closelv.

To do this, click the left mouse button on the

inJiirrcJ objccr. I ltc lir.t pcrron ticu ,,n

your screen u.ill move closer to the object so

that you can see it more c1ear1v. To zoom
away fiom an object, click on the l)agger

cursor that points back 1sv.2115 you.

In some instanccs, vou u'ill encoLrnter an

object that l'ou can scan for your \\rAC dara-

base. You rvi11 be nrade ,rware of this whcn

rhe \\AC Scan icon appears ovcr the object

thet ]-ou are insp,ecting.

To scan an objcct, lelt click u'hen the Scan

icon apprars over it. This u'i11 transfer an

image of the scanned object into 1'our \\A(l
database. \'ou can then refir to that image

throughout dre garne without actuallv having

had to rtuove it from its game location. For
more information on using your WAC an.l

accessing its data [.me, see subsection 3, 'The

\\AC Icon in the 'Gane PIay lcons' section

above.

When yotr pass the cursor over an object that

When vou see this icon, click the lt'ft mouse button to take or move the indtcat-

ed object. If it can be p;cked up, the selected object will be transf;rred lrorn its
gane rvorld location into lour inventorl'. Whtn vou a.ld an ircm ro lour inven-

tory, the Tnventorv interface wr11 appear on you screen. See subsection 2,

'Inventory Icon'under the'Gure Plav Icons'section al)ove for inlornation ort

using items in vour inventorl'.

you nay w,ish to ;.ick up, or a fixed part of a larger object that I'ou can manipuiatc in place, a

metallic hand icon appears, alerting vou to this opportunitl.

ffi-

ffii:-r^*o 
n o'

If the item is a porrion of a Iarger object, clicking on it will cause it ro be p"11ed. turned, nvistcd

or orherwise manipulated in some wa). The results of this manipulation rvrll varv flom ircm to

item, but will soon be evi.lent to thc pla,r'er.

t4
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4. Interatting with Cbaratters

As vou expJore Ri;-per game locations, vou will encounter man\r characters to interact with.
Whcn you pass vour lnousc cursor over these cL;rracters, r.orr'11 notice that the crrrsor becornes a

Talking Skull icon. Thrs lets you knou'th:rt folr carr spe;rk to the rnclicered chara:ter.

When r-ou see the Talking Skull icon, click
the lcft mouse button to initiate a c()nversa

tion. Thc .ccn. will 'hili L' .tn rnI( rJcri,,n
screen rvherc the character rppears in the nain
vierv windorv ancl the questions \.ou can :rsk

them or infi>rnation that rrcu can .liscuss n,i11

appear in a lisr below. If the nunber of
questions/topics exceecls the size of the
visible list, LJp and Dour ;rrnrl' buttons rrrll
appc:rr next to it wlrch vou cln click ro scroll
rhrotrgh rll of v.Lrr rr,rr].r],1, l tr,,r,-.

As the srory ancl plot progrr-sr;J and nerv lnfor-
m:rtion is discovere.l, the list c,f availaLrle

qut-stions/topics can chlnge. :ven if you have

exhaustecl the potential questi,lns to ask l
character w4ren lrxr first cncounter him or her,

\,,,r nr,u frrr.J rh:i rou lt.tr. tt, tr i,,nr.ts.tliott
options $.'ith that charircter lltt-r in the same

:rct \1hen you return to spcak ryith then.

A1so, be aw:rrc that asking sonre clut-stions rvill
leac{ t.ou into conversations that could exclude

,'tlr. I' CJt,,osC \Oilr rn(eTr,,J.t t,'n lJali\'\
wiselr., and tailor them to the inlorrnrtion thar yotl alreaJv knorv The clue that ycu tuiss .lrLe
opporftnity that l<ru lt>se rn:rv cost Jrkc Qurnlan his Lfi.

5. MotingJrom Itcation to ltcation

\bu u,ill rrove fiom loc:rtion to hrc:rtion in the garne bv nsinq the Ner'\brk Cirv Grne Map.

\bu can access this bv clickrng on the spinning \\iorlc1 Mal. icon.

Thc \Vor1d Mrp icon can bc fbun.l in one of tx() l\'avs. [t is on thc train icon

bar that apperrs when vou pass the cursor ovcr the t()p of the scrt'en and wi]]
llso;rutorr:rticallv appear rvhen the mouse cursor pf,sses over an exit hot spot in
a gamt- location. \Vher yorr click on tLe \Vorl.1 Map icon, vou'll bc transportecl

to the New \brk Citl' Ciame Mapr.

ReGr to Subsecrion I, '\\tor1.1 Map Icon, Llndfl-Section B, 'TFIE GAME
PLAY ICONS' lor inlormation on using the Nerv \brk Cirr mrp.
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6. Sobing Puzzles

Throuqhout 
th.e 

glme, you will encounter puzzles thar, once solved, wirl offer you clues, provide
vou rvith uselul information, or give you rhe ability ro travel to ncw locations. Each puzzle rvrll
bt tc.'t s.r.l .rrrronr,rricallv whcn vou cxf,mrnc an rppropriart ,,bjccr nr ircrrr in : lo..,ri,,n.

Puzzles *i11 come in all shapes :rnd sizes, but most wr11 involr,e simply using your mouse on the
game s'rcen to manipulate objects, move items, etc. You x'ill notice tlat thJ -orr" cursor changes
*hen vou are zoomed in on a puzzle [from the dagger to a srmple ar-row,l. As voLl move rhrs cui
sor around the przzle screen, yoLl wrll see it .hr.g.: .oio, from u4ritc to red. A red cursor incli-
cates that the part of tLe puzzle that it is positioned over can be rnanrpulated by c|cking on rr.
Rernember.to access rhe Ripper Help option (see B, 'The Herp ]co,r' .,.d". Sectio. B, 

"'bou")rl- rou nccJ r.:israncc with.r prrricrrl:r l,rrzzlc irrtcrlrce.

To, exi r. a puzzle, rnove vour cursor to tlre location on the screen l,hert' it becomes a Dagger icon
rndicating a direction that rtru cen nove or turn. Click on this icon to cxtricate ,,o.,r.lr"r"aa".
fronr rh, 1'rrzzie intrlicr..

D. G,uvre Pny rN CyspRspecu

L Drcking lnto Clberspace

Mtrch of Ripper will take place in the surreal netheruorld of c,,berspace, the virt,al non-space
rvhere computers talk to one another. Cvberspace can and will b" ."p."."nt"d in various ways. It
is a true fantasv world where anything can happen.

You can deck Into cyberspace through your computer in the nervsroom as well as various other
locations that you will discover as the game progresses. when you encolrnter one of these com-
puters, you'll notice that a Decking icon will appear over ir.

If you click the left rnouse butron when this icon appearsr rou will be trarrsport_
ecl to the Main Cl,berspace Screen.

2. Selztting Arttue !|,E1.IS

TrrrDhxm
l;r.;..rm At rhe Lybcrspace interface screen, voLr can scroli through various \\,ELL loca-'w rions. Thes.' are actual areas of cyberspace that you can-r,isit. To access an

active WELL, click the left mouse burton whel the cursor stops over its icon.
The selectecl WELL icon will thm rn()ve roward you an.1 P.1use to aliow you click on rt a second
rime to yerify 1'our choice. Press the Escape key ro return io the rnain Cyir"r.prr." screen N,ithout
enrcring the selected well.

I: l._|1 1"1': 
not yet encounrered infbrmation concerning a particular wELL or its crearor, rhen

::ar \\-ELL is considered to be inactive and th" .r.ror".ili not stoo over ir-
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3. Passwords

Be w;rrned however, that most \VELLs requrre
a pass*,ord. It'-s up. ro rou to cliscover n,h:rt
the passuorcls are. Onct- ltru cliscoler :r p;rss-

word, rou nee.1 to tvpe it in when prompred
after selecting an actiye WLLL. If the p355-

u'orcl that yrn have entered is incorrect. rhe
selected \VELL icon wrl1 simplv retru-n to rts

original position; if the password is .orrccr.
rcu will be adrnitted to the selc,crt'd u.ell without needing to verifi.vour choice.

1. Clberspare Combat

Some WELLs wjll be furthcr prot..r.J L.r lClE 'Intrusjon Countermersurc Electronic-) r,hich
prohibits ruru,elcome intrusr,rr. much like ;r irrcsent dl securitv system woul.l.

lf vou ettempt to invade a \\-ELL pri)rc.rr-J bl l(,E, vou rvill havc ro frght or solvc:r puzzle tcr

gain access. ICE, r'arrcs greath from \\'ELL to \\-ELL. In one inst;rnr-e \oLl r)av fhd r,.ourself
betrling t'hat appears ro I..' rn .'ltctronic sr-.rrritl gu;rrd or arnccl policeman. ]n anothcr WELL
you malr battle ]CE desiqneJ to l,rok lik.- gi;rnt r:rts or other rnonsters. ]n srill ottrcls you rvi11 be

ficed lvith a crvlrtic puzzL-.Lrn.r).t!'.1 L.r som.- e..entric.lcckcr. Don't fbrger, in C-Space anvthing
goesl

The lruzzle interf:rces in
cornbat sequences urjl jze

Cyberspace function exactly the same as those in the real wor1d, but the
different conventions-

t7
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Regardless of what kind of ICE you are battling, the rnethod of combat will remain essentially

the same. You must simply aim your cursor at an oFfonent and fire vour weapon bv pressing the

lelt mouse button. Cvberspace foes rnay have certain hot slrots where thev are most vulnerable to
damage lrom your ettrcks. It is up to yoLr to cletermine where these weak points may be.

These Cvber fbes have been placed in C-Space by their creators to light rntruders such as

vourself, and that's precisely what they u,iil do. Their methods of attacking you mav varl frrm
creature to creature, but ell will do damage to your Cvbcrspace persona unless you protect
vourself Holding down the right mouse button raises your character! inherent shields to absorb

the brunt of an opponenti atta.-ks. When your shields are raist'cI, :r biue cast will overlay your
vieq,of the game screen. Shield strength is not unlimited, however, and the wise player will use

them sparingly lest he find himself unprotected at a critical moment in a prolonged combat.

To monitor the strength of your shields as well as several other kev aspects of the battlc rn

progress, reler to the gauges on the right side of your combat screen. The top left gauge keeps

track of vour health, whiie vour opponenti health is monitore.l bv the top right one. The bottonr
liftgauge tracks your wef,pon power ard the o.e to its right gauges vollr shiel.l strength. These

will deplete and refresh rhemselves at dilferent rates throughout the corabat situation. The rate at

which these fluctuations occur rvi11 vary lron combat to combat arrd will depend directly on the

difEculty lcve1 that 1'ou have selected. In combat situations where your opponents do not attack

you directly, such as Eddre's Shooting (lallery or Cathenne's brain, the monitors will not be

present on the game screen. Your weapon's strength will sti11 lre depleted by excessive use in these

siruations however, and could stil1 fail, depencling on the difflculty level selected.

No rnatter what form it takes, be awafe that conventional I(lE sofru,arc can onlv damage your
C-Space identity. It cannot hurt you in the real world. This means that if vou are defeated bv

ICE in Cyberspace the worst that can happen to vou is being booted out of the WELL that the

ICE, is protecting and force.l to return to the real world.

Rernember, if you are having difficulty wrth a particular Cyberspace puzzle or combat interface,

v()u can access the game'.s HELP functron at any time. If the reguiar game options tool bar is not
availeble in the C-Space location that 1,ou are in (due to a conbat situation or other strf,nge cir-
cumstance) t:ou can still get to the HELP menu bv pressing the FI kev. ln acldition, you can exlt

anv C-Space WELL or rnenu at any time bv pressing the Escape kev.

\ TGLOSSARY OF
Y usnrur lvnrnnu n K f ERIns

C1'berpunk: Extremely popular sub-genre of science fiction ftaturing the interaction of humans

and machinery, culminating rn the abilitv to merge a human nervoLrs system with computer
crrcuits, projecting the mind into cyberspace. \Vilfiam Gibson inventecl the genre in his novel,

Nturc,nnncer, and Ridlcy Scott defined the look in his fihn Bldrlrunrrcr.

Cyberspace: The virtual non-space where our computers talk to one another. A fantasy world
x,here anything can happen.
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WELL: A location in cyberspace. A place were dara can be stored and manipulated.

Deck: The hand-held clevice that a person uses to enter cybersp-ace. A person who uses a deck is
a decker, when someone uses it they are said ro be decking.

ICE: Intrusion Corurtermeasurc Electronic. ICE protects WE,LLs in cyberspace fiom unwel-
come intrusion. Security systems, basicalh..

Data Angel: A person in cvberspace is often referred ro as a dara angel.

+
rrTsTEp By STEP WALK THRoucH
vIoF THE PROLOGUE

This is an introduction to game straregy, including Lints and puzzle solutions for the prologue.
If vou wish to plav the garne on rrollr o\yn, skip this section, lrur if vou get stuck earlv, refLr ro
this section if you wanr help.

Pnolocut

+ \/iew the mysterious murder of a volurg lvoman (Renee Stein).

+ Listen to the establshrng voice or..-r from ,|ake Quinlan (vour character).

t Move into the room of rhe murclt-r srrt. \Vhen the rnouse cursor (the knife) pornts straight
ahead, click the left mouse Lrurron ro u alk inside.

Munopn Srm

+ Talk to the lead detective on the case,

\/incent Magnotta. Pass the mouse cursor
over Magnotta. Jt rvill rurn ro rhe communi-
cate icon (the skull). Left click to converse

with Detective Magnotta. By asking him
various questions you le:rrn:

A. That the victim was ,13 year old Renee
Stein, a book publisher.

murders.
C. The murcler has the same M.O. as the other Ripper murders.
D. There seens to be no connection among the victims.
E, Oddly, there werc no witnesses and no signs of forced entr1..
F. That her corrputer u,as on an.1 she rvas .lecked to the public library node of

cr bcr'p.rcr.
G. That the Ripper wrires ro yur (_[ake Quinlan) after each murder.

+ After all questions have been asked, Magnota breaks a piece of evidence, a mug, seemingly on
purpose and then leaves the room.

l9
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+Look ,'lol'n rvhere Maqnrltta was strndirg to see thc broken shatds of the mug lving on rhe

floor.

*scanthepiecesofthenrrgttsingtheWAC.Nowcljckonthe\Vr\Cicononthemenuatthe

.,f lrt ,,o.i, scrcen rn.l tlr",l o,, ti" L)atabase key. \bu can no!\i r(-corrstrrlct rhe mug bv clrckrng

o,] .h" *rio.. pieces en.l manipulating them on the \VAC screen' This rvi11 re'ea1 a u'o:-d'

Salisbury, inscrjbcd on the mug's surfrce'

+ \'i.-I'the computer-lt 1s clear that Rence Stein was decked to the public librart' notlc 'rf
cr"bcrspace.

" Talk to Karl Stesiak, a forensii- Photographer
at thc site lo learr that:

A. This rmrr.-ler is identical to the

prt'r,ious ones; it has to bc the sarnt'

klllcr.
B. Thc Rrpper kills u'ith urrc:rnlll'/

1'rcci.i',n. rlnl"'t trrl'rrn'ttrrrrllr'

t - Srr,i-rL lr.r: rro rJ,,r,rh.rr kirrJ.,f
rnttr.l, r ttirl','t, rlrc R i1'1'cr n tr'inq'

brrt it must be big arr.l the RiPPer

mtrst be :r strong man to ri'ieltl it'
L). Somethinq teallv seems to bi: bothcring Nfrgnotta'

E. 1';. 1t.r1.1']the pathol,rgrst lt the Metl-(-og, "tav 
k"n"'nrorc about what the

nurder weaPon might Lte.

o Catherine Porvell, r'our assistant at the

Virtrr,,l H, r.,lJ Jrr({ 'rrlrcnl lot. ittt' r"t ;"n-
tacts vou over vour \VA(-. She tells l'otr

,or.r.ih,t g is up, but as usu;rl, slre 's vague rntl

nrysterious about rvhat it rs. She tel1s you to

,rri, lo, h", at the nes'sroom rnd firrther

ad.'ls that if vou clon't hear lrorn her in ln

hour vou shoukl travel to 1.er a;'artntcnt and

rveit for her there'

l Move lour [rouse cursol to the tool bar

(or walk ro thc cloorr) and click on the world

20

ma;r. Acccss the lvorlc{ rnep rnd sclecr " '

Nru'sttoolra

* The scenc automaricallv shifts to the nervsroom rvhere vou mcct rvith vour Fditor-tn Chicf Ben

Do.lcls. I)odds tells vou that h.'docsn't knot' rvhat Catherine is u1' to'.but u'hetever it i' it

secnecl important. Sire y,ouldn,t tell him u.here she u,as going, so Iorr'11 lust h;rve t. rvait and sec.

L



+ Suddenlv, as he has done ,rfter the each of
the previorts mur.lers, rhe Ripper sen.ls you a

message over your \\AC. He boastfirlly takes

credit for the Stein murder ancl tells vou that
his next victim wili be Cathenne Porvell. In a

state of panic, ),ot dart from the nesrsroom

and rush to Catherinet alrartnlent.

C,crFrsR.tNE's ApeR.rvrNr

o Carherine returns to her epartment, but

somr'thing is rvrong. She stumbles fbrward,

whispenng the namc Ripper befi>re passrng

out in your anns.

END oF PRoLoGUE
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Director:

Pmducos:

Line Prcducer:

Is Asismt Diremr:

2od Asismt Dliacor:

Prcdrrtim Office Cmrdiuor:

Soipt Supavisor/Caotinuiqr

Cmem Opetor:

Ultimame Enginna:

Gaffer:

Rym Brmt

Phil Parmet

Michael Glorieux and Mark Seremet

Erma Krarunis

Justin Muller

Annie Tm

Lisa Wood Shapiro

Lesie Cariste

]erry Gormm

N j.Yuqrez

Dave Smuel
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Best Boy Electric:

Electric:

Key Grip:

Best Bq Grip:

Crip:

Sound/Mixer:

Boorn:

PropsMaster:

Props Assistants:

Costurne Desigrro:

W;rrdrobe Supervisor:

\\'ardtobc Assistants:

Meketp/Hrir:

Assisrants M:rkeup/Hair:

Edicor:

Assistant Ediror:

SLill Photographer:

trX Makc-Up:

FX Make-LJp Crcw:

Scan Sheridan

Jeffrcv A. Daoielson, [ot Quirk, John lnzcr

Adri;rn Truini

Joc Foler

Adrian liuini

Tom Paul (Red Ramona Snrdio)

Jcanne Gilliland

Katherinc Spcncer

Mimi Gabtr, Jennrfir Mollov

Susan Soctaert

Melissa Totlr

Kay Grun.1er, lten:r l*aniec (Kvle)

Dina Sliwiak

Mallv Roncal, Jane Dipersio

Pamele Marrin

Nlark Sutton

Thcron \\rilliams

Bryant Holt

1bm Dcnicr.fr., Marr Ann Picrro, Paul llerllv, Matt Sotis, Yefim Shumskl',

I{oss G. Aveni, Torld Mastets

Walken,/Jafli Crsting

Kee Castng / Karcn Adkolf

Ewe Kamienska

Alvin Banks

N{ichacl Burrell

fonathan Jacobsen

A;rron Medick

Rebecca \\rvlder, Louise Melilli, Amv Anzell, Ceorge Crr, Ste'e Parris

Broadcast Yirleo Rcntals (.fim Pahner)

( rrpc.,k".. lrc A rr.rrrrcrr I ood. Ir ..

SttLdio irilm & 'lape

Teno I rqhtrnq

Gary [ohnson

Arrnso, Offi cc l-urnishings

(i:rsring:

Exrras (iasting:

Storl bo:rrds:

Telcprompter:

Carnera PA:

Production Assistant:

Pto.luctron Assrstant:

Stanrlinsr

(ienera Equipoent;

Caterers:

Video Tipe Stock:

Chincra Liglrts:

Nlodel Maker (Decking Unit):

Production )-u nishings:

SLot dt CECC) hterrational Co' New Yvk, NI Qodl Baran tt Its Suinber2)

Geme l)rogran: copvrighr end rranual copvright O199(r Takc 2 Interactivc Software, Inc. All rights rcservcd.

Take 2 Intcractive Soltware, lnc.
575 Broadway, (rtlr Fl.
New York. NY 10012

RfPrx js a registere.l tradernark of TaL. 2 T"r.rrrtiue Softrvere. Inc.

I
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