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lnlloduclion lo
Unds a llllling l*loon

The mon himse f-lbx [4urohy

Congratulationsl You are about to enter the Virtual Woild of Under a Ki,lling
Moon.'Iltis section will introduce you to the story, setting and the characters
you will find during your adventure.

Who is Tex lllurphy?
Tex Murphy, P I., first appeared in Mean Streets, then Martian
Memorandum.In Under a Ki.lling Moon,Tex appears during movie
sequences and conversations, and is played by ChrisJones, the director and
co-designer of this interactive movie. ThoughTbx is on screen, you still have
complete control over what he says and does. Srhen you're not in a conver-
sation or viewing a movie sequence, you look through Tex's eyes, control-
ling his movements.

Tbx is somewhere between 29 arrd 49, with some premafure wrinkles and a
bad back. The wrinkles are a result of smoking, drinking, a poor diel lack of
exercise, and a perpetual frown. The bad back flares up every time he's
reminded of his ex-wife, Sylvia. Despite being a good PI., a born romantic,
and a generally nice gu5r, Tex has a talent for getting into trouble and offend-
ing the wrong people.

The inspiration forTbx is a cross between Sam Spade (The Maltese Falcon),
Rick Blaine (Casablanca) , and Inspector Clouseau (The Pink Panther). Slrrce
the story takes place in the year 2}A2,Texcomes across as a man out of
time-someone who can handle a futuristic doo-dad, but dresses, talks and
behaves like a hard-boiled PI. from late 1930's. Give him a Lucky Skike, a
glass of bourbon (neat), and a leggy dame and Tbx is in his element.

Whnt is the Selling lor Under o Killing illoon?
There are two ffies of people in the futuristic setting of Under a Killing
Moon:Mt;1tar:1rs and Norms. The norms have nafural immunityto radiation,
while mutants have physical deformities, ranging from hideous to comical.
Race, creed and gender are no longer the great social dividers, having been
replaced by genetic quality. The majority of norms live in New San
Francisco, but Tex doesn't. Despite being a norm, something in Tbx s char-
acter makes him feel more comfortable around those who've been disfig-
ured and rejected.

When the story begins, you are in your seedy, third-floor office, in the heart
of a run-down, mutant section of Old San Francisco. You live and work here
because the renfs cheap-at least that's what you tell the few clients you
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-get. In the streets below mutants and norms go about their business-much
of it illegal. After a quick look around the office, walk down to the skeet and
start looking for a case-it won't take long.

Where do I llve and who do I knou€
As Tex Murphy, you make your home in the Ritz Hote1, a dilapidated board-
ing house on Chandler Avenue in Old San Francisco. Despite the low rent
atrnosphere, the neighborhood is thriving with several shops and businesses
managing to make ends meet. The people who live and work in your neigh-
borhood are listed below:

Chelsee Bando: Chelsee runs the newspaper stand down on the street,
across from your office. She's a mutant, just like almost everyone else in this
part of town, but you haven't been able to find anything unusual about her.
Not that you wouldn't like to.

I-ouie LaMinb: Iouie owns and runs the Brew & Stew cafe, which isn't for
everyone, with the smell of I-ouie's famous lamb stew or spicy chili biflowing
from the kitchen, then mingling with the beery breath of the patrons. People
can't help but feel welcome, which is why everyone comes to [,ouie's. So
does all the street talk. If something's going on, Ituie knows about iL
Rook Garner: Rook runs a pawnshop across the street from your office.
He's a crusty old \4{MIII vet who comes off as a bitter Scrooge nursing a
feud with the world, but he's actually a tender-hearted guy who would take
you in on a cold night, feed yoq, clothe you, give you some czlsh, then tell
you to get lost.

Francesca Ilcido: Franny runs the Slice O'Heaven YazaPatTor. She's an
older woman who longs for her lost youth, and her girlish flirting has
become less effective with age. She is married to a creep named Sal and
wants nothing more than to divorce him, take his money, and find herseH a
young Fabio look-alike.
Ardo Neupop: Ardo's an intellechrallychallenged mutantwho works the
front desk at the Golden Gate Hotel. There are "genfle giants" in the world,
but Ardo isn't one of them. He's over eight feet tall, weighs close to 400
pounds, and has a temper to match. Even worse, he gets furious when he's
confused. For this reason, few people bother to talk to Ardo unless ifs
absolutely necessary.

I
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CHAPIEN
Gcllins Slailcd
The first step in playing Under a Killing Moonisto install it on your hard
disk. This chapter explains how to install the game and how to configure it
foryour system.

Minimum Hordwore:
386/25MhzCPU
Hard Disk (8 MB free)
CD-ROM Drive (Single Speed - 150 KB/sec - MPC Level 1 compliant)
4 MB RAM
SVGA Display (VESA compliant - 640x480 resolution in 256 colors)
Mouse
&bit Sound Card

Rerommencred Hordwore:
486/66 DX2 or faster CPU

Hard Disk (8 MB free)
CD-ROM Drive @ouble Speed - 300I(B/sec - MPC Level2 compliant)
16MBRAM
Local Bus SVGA Display (VESA complaint - 640x480 resolution in 256 colors)

Three Button Mouse
16 Bit Sound Card

lnstolling Under c Killing lf,oon
Under a Killing Moon must be installed on your hard disk to operate proper-
ly. Complete the following steps to install the program:
1. lnsert Under a Killing Moon disk #1 into the CD-ROM drive.
2. Tlpe: D:INSIALL [Enter] (where D: isthe drive letterofyourCD-

ROM.)
3. Follow the directions on the screen.
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Note: Tol:ra. a[*re souds in flre gdarc, yotl
nnrstsdbdr dsfues Che D IGITAL SOUND
DEWCE is required,. The MIDI MUSIC
DEWCE is not required, but recommended.)

gtarting the Progrom
To start the game, follow the directions below:

1. Make sureyou'rein the MOON directory.Type: CDMOON [Enterl
2. Thentlpe: MOON [Enter]

Configuring fhe Sound
The fi.rst time you start the game you will be taken to the Sound Screen auto-
matically. Afier the fi.rst ti,me, you can get to the Sound Screen through the
Conf,guration Screen. Follow the steps below:

To getto the Sound Screen (afterthefirsttime):
1. Click the Auxiliary Panel button to open the panel.

2. Click the CONFIG button. This will display the Coniguration Screen.

3. Click the the SET SOUND DEVICE button to bring up the Sound
Screen.

It is important to understand how the sound is used in the game and how
the sound system works so please read the information below carefwlly.

Types of Sounds
Sounds in the game are stored i,n two separate forrnats and each format is used
for a different pu{pose. All speech, digitized music and sound effects are
stored in DlGlTAl-formatwhile the background music is stored in MIDI
MUSIC format. The DIGITALformat is played bv the DIGITAL SOUND
DEVICE and the MIDI MUSIC format is played bv the MIDI MUSIC
DEYICE.
Most sounil cards can functi.on as both deuices (piayboth formats simultane
ously), so setting up your sound system normally involves idenffiing which
card you have and findins the correct hardware configuration (I/O Ports,
Interrup! and DMA channel).

Setting the DIGITAL SOUND DEVICE (must b sefl
Click OK if necessary to bring up the screen that says DIGITAL FORMAT
This is where you select the DIGITAL SOUND DEYICE. Highlight your
device (card) in the DEVICE USTby clicking or,it lf you do not know which
deuice or whi.ch settings to use, click the AUTO DETECT button (See next
page).lJsethe UP or DOWN arrows to changethe I/O Port, InterruPt and
DMA channel settings.

TESTTHE DEYICE by clicking the SOUND TEsTbutton. IJvou hear digi-
tized speech then the testwas successful and you should clich oKto conti.n-
ue. Iiyott do not hear any speech, the test was not successful. You may want
to try other l/O, Interrupt and DMA settings, or you may want to try AUTO
DtrTECTagain.

Setting the MlDt MUSIC DEWCE (should be ser)

Click OK or CONTINUE if necessary to bring up the screen that says MIDI
MUSIC FORMAT Here you will select the MIDI MUSIC DEVICE. Usuallv,
the same card you selected as the Digital Sound Device can function as the
MIDI Music Device. If so, it will already be highiighted in the DE\IICE LISI
you can keep this device or select another device by clicking on it. Then use
the UP or DOWN arrows to setthe I/O Port.Ifyouhave enough memory,

Settlng the Digitcl Sound Device

Setting the AAID A.Ausic Device

tlnder a Killing toon lJsers Guide
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NOTE 1-LOCKL]PS
Some sound cards do not react well to the
interrogation process and may LOCK UP the
comptrte r. If this happens, reboot and tty
AUTO DETECT again. The program keeps
track of contbinatious which cause a lock up
(during Auto Detect) and uill not try that
combination again. IF YOU INSTALLA
NEW SOUND CARD. be sure to click the
"CLEAR LOG" buttln be.flre using AUTO
DETECT,

NO?E 2 -PTANTOM DETECTIONS
Some sotrnd cards can be mistakenfor other
cards. Tltis produces nhat is called PIIAN-
TOM DETECTIONS. The AUTO DETECT
Process aPpearc to find a card that really isn't
tl'tere and the SOUND TEST doesn't work (of
cource). In this case you should try AUTO
DETECT again and select CONTINUE
rather than ACCEPT when the program Paus-
es on the phantom card.

Configurotion screen

CD RO,\1 drive ossignments

the DIGITAL DRUMS checkbox will appear. Make sure this box is checked
if you wish to have Digitized Drums with your MIDI Music. Now TESTTHE
DE\{ICE by clicking the SOLIND TEST button. If you hear music, then the
test was successful and you shorid click OK to continue. Hyou do not hear
music, the test was not successful. You may want to try other I/O Port set-
tings.

Using the AUTO DETECT feoture (Digirol Sound Device only):
If you do not remember which sound card you have (a common problem) or
which settings to use for the Digital Sound Device (a VERY common prob-
lem), you can ask the Sound Module to find outforyou.
This feature is called AUTO DETECT and works as follows: The program
has a list of sound cards and it knows how each card is supposed to respond
when interrogated. Starting with the most common card, the program
checks to see if it is "OIITTHERE." ffthere is NO RESPONSE, then the
next most common card is checked and so on. If the card DOES RESPOND,
then the appropriate settings are retrieved and the program pauses and dis-
plays the name of the card and the settings. At this point you can click the
ACCEPT button to stop the AUTO DETECT process or click the CONTIN-
UE button to keep trying.

fhe Gonfigurotion Screen
After setting up the sound system, you will come to the CONFIGURATION
SCREEN.

The Configuration screen is where you customize the program to best suit
your computer hardware, as well as your personal game-playing prefer-
ences. There are five sections on the Configuration screen:

CD-ROM
MEMORY
\IIDEO
SOUND
MISCELLANEOUS

Read the following to become familiar with the operation and meaning of the
various sections. When the configuration is acceptable, click OKto SA\IE
THE SU|TINGS and continue.

CD-ROlvlSqtion
The CD-ROM section is designed to allow users with multiple drives or CD
changers to make use of the extra devices when playing the game. This fea-
ture can be used to reduce disk swapping by having more than one disk
available simultaneously. It can also be used to easily switch drives for game
play. (In a multi-drive configuration.)
Drive Assignments: Each disk is assigned a drive letter. S4ren the game is
installed, the program assigns all 4 disks to the CD-ROM drive letter that
was used for installation. If you haae multi,fle driaes or a changer, !0u can
assign a separate driae letter to each disk. Use the ARROW BUTIONS to
change drive letters.

Getting $nrcd



Tonsfer Rote ond Burst Rote

AAemory Avoi ob e ond Video Speed

Sound section

Undet a Killing Moon Users Guide

Example 1: If you have two CD-ROM drives with drive letters E: and F:,
you may want to assign DISK I = E: DISK 2 = E: DISK 3 = F:
DISK4 = F:
Example 2: If you have a 6 disk CD changerwith drive letters E,RG,H,IJ;
youcanassignDISKl = G: DISK2 = H: DISK3 = I: DISK4 =J:
IMPORTANT: If you set the disks to run on dffirent driaes, you must make
sure the correct disks are in the corresfonding driues.

Transfer Rate And Burst Rate: These are the two most important perfor-
mance characteristics of CD-ROM drives. Transfer rate is the rate at which
data comes off the disk into the drive's internal buffer. Burst rate is the rate
at which data is sent to the CPU from the internal buffer. Transfer rates vary
from 150 KB/sec (single spin) to 600 KBlsec (quad spin). Burst rates vary
from 300 KB,/sec to 2MBlsec. Higher rates are better. Transfer rates belout
150 KB/sec and burct rates below 300 KB/sec may cause 0oor dis0lay |erfor-
,nance, especially if associated with a slout uideo card.

Click the TEST button to test the perforrnance of the indicated dri.ae.

MEMORY Sqtion
The memory section reports the amount of Ertended Memory aaailable whi.le
the program is running.If the extended memory is below 8000 KB (8 MB),
the graphics for the VR scenes (movement mode) will automatically scale to
fit into the available space. The lower this value (below 8000 KB), the more
scaling that occurs and the more blocky the appearance ofthe scene. Zoau
extended memory may also result in loss of some features such as digital drums
and enuironmental soands. You may be able to increase the amount of
extended memory available by removing or reducing the s7e of DISK
CACHES, RAM DRIVES, etc.

WDEO tution
The video section reports the speed of the Video Disfilay System (the rute at
which video images can be placed on the screen) . This is a function of both
the speed of theMDEO CARD and the speed of the CPU and has a significant
effect on the playback of the movie sequences. Very slowvideo may cause the
playback to be "choppy''and may cause the sound to break up. Click the TEST
button to check the perfonnance of the uideo sytem.Yaluesbelow 5000 k/s are
considered slow. Values above 12000 k/s are considered fast

SOUND Section
The Sound section (ocated on the lower left side of the screen) contains the
information for the Digital Sound Device and the MIDI Music Device. Both
devices have a Test button, Volume control and On/Off check boxes. There
is also a SET SOUND DE\IICE button at the bottom of the screen. Click this
button to change sound devices or settings. (Ako see Confi.guring the Sound
at the beginning ofthis chapter)
To Test tfre Sound click the TEST button.
To Adiust the Volume click the Up or Down Arrow buttons. 

,

To TUrn the Sound On or Off click in one of the check boxes. 
i

To Change Devices or Setings click on the SE-l SOLIND DEMCE button. 
]

?ip; Since the Digital Sound and the Midi Music often play simultaneously, !

adjust the volume levels so the music won't drown out the speech. 
1

E



A,Arscel oneous section

MISCELLANEOUS tucrion
The Miscellaneous section contains play options that can be set according to
your personal preference. These include: Captioning, Hints, Walking Speed,
Mouse Sensitivity, Tilt Control, Window SLe, Rendering Quality, and the
Interactive Mode switching.
Captioning :Turn this option ON to display TEXT along with digital
speech.

Hints -Under a Killing Moon has a built-in ON UNE HINT SYSTEM. If
you would prefer to restrict access to the hint system, select OFE Even if
you choose to have the Hint System ON, you are not required to use it.
\ryalking Speed :This refers to your speed of travel while in MOYEMENT
MODE. Selecting LOWwill give you greater control. Selecting HIGH will
allow you to move faster.

Mouse Sensitivity -Mouse Sensitivity refers to how quickly and to what
degree the mouse responds when you move it. Select LOW, MED or HIGH
sensitivity.

Tilt Control -While moving around in Under a Killing Moon, you can tilt
the view up or down. The Tilt Control option sets the controls to operate in
Normal or Reverse mode.

NormaLUpArrow=UP DownArrow=DoM{
Reverse:UpArrow=DOWN DownArrow=UP

Note: Thi.s option is auailable because man! users are accustomed to flight sim-
ulators which use the up arrow to pitch down and the down arrow to litch a0.

Window Size --The size of the display window while in movement mode
can be adjusted to any of 10 different sizes. Click the box next to the size you
want or press the corresponding HOTIGY (1{).
Note: If you want srnoother rnouernent (fasterframe rates), select a smaller win-
dow size.

Rendering Quality-Select HIGH, MED or LOW quality. The rendering
speed for high quality is slowest while the rendering speed for low quality is
fastesl Yoa can also ase the HOT KEYS F2, F3, or F4.

Interactive Mode - Ahrays switch b 432x324, -Activate this option to
return to fulI size in INTERACTIVE mode even if movement mode is set to a
small s2e.
When the configuration is accePtable, click OKto saue the settings and continue.

Gening 9nrrcd
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Moin contro ponel with Auxi iory Ponel open.

Stort o New Gome screen

Doy I

Playing lhc Gamc
Now you are ready to play the game. If you completed Sound Setup and
Coniguration as described in Chapter One, then you should be looking at
the MAIN CONTROL PANEL and the ALXILIARY PANEL should be open.

Storting o NEW OAltlE
To start a New Game, do the following:

1. Click the NEW GAME button on the Auxiliary Panel'

2. Enterthe PIA\BRNAME.
3. Click OK to continue. @efer to Chapter 10 for more infomation on start-

ing, saving, and resuming a game.)

Gome lnlro
Each time a NEW PLA\TRbegins a game, the GAME INTRODUCTION
sequence plays automatically. You cal Pause this sequence by pressing "P or
bylass ilby pressing the spacebar. This applies to any audio or video
sequence. You should watch it the first time however, since in{ormation is
given which may prove useful to you later.

DAY I
Each time a NEW DAY begins, a DAY INTRO sequence plays automatically.
Again, you can bypass them by pressing the spacebar, but you shouldn't, or
you'll miss important in{ormation. If you are jwst starting a new garne, this is
DAY 1. Shen the DAY 1 INTRO finishes, youli have a shortwaitwhile the
OFFICE loads. Since you're Tex Murphy, this is your ffice, and the first
thing you should do is become familiar with it.

Chonging llllodes
There are two main MODES of control in Under A Killing Moon. To switch
vnod,es. PRESS THE SPACEBAR or click the CENTER MOUSE BUTTON.

1. MO\EMENT MODE is where you walk aroundin a room or other
environment. When you're in this mode, the Control Panel may or may not
appear (depending on the window size), and it will say Movement Mode in
the Text Box.

2. INTERACINT MODE is where euerything hap|ens exceptwalking a-

round (movement mode). A11 the commands, inventory, conversations, travel.
etc. are available only in Interactive Mode. \\rhen you're in this mode, the Con-
trol Panel will aiways appear and it will say "Interactive Mode" in the TExt Bor

.,r-. A -t/ fl
I lt!'rt,i1/1 li/1 'r/2f*r'.:t "-

+
"l:i!ri*tr=tfrlittl{ .,i,::

t\0.!3iii,*ri*:1
,i,r-Iffi_.{$,
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Note: For more infunnation on MOIE-
MENT MODE controLs, see Page 13.

REMEMBER: To change from one mode to the other, PRESS THE SPACE-

BAR or cli.ck the CENTER MOUSE BUTTON.

Quiok Stnrl lnstruclions
The following instructions are designed to give you a quick overview of the
basic elements of the game. 1/ is assurned that you haae read chapter one
and, haue started a new garne as described abo\e. Go through the following
steps to get a feel for how to play the game.

Movemenl
1. Press the SPACEBAR to get into Movement Mode.

2. Move the mouse forward slighfly to start 'walking' around the office'

3. walk over to the side of the desk where the lower right desk drawer is
located.

4. Ctck the right mouse button to stop'

5. Press the up or down arrow key (on the keyboard) to tilt the view down-
ward. Tilt until you have a good view of the bottom right desk drawer.

I nteracling wilh O biec*
6. Press the SPACEBARTo leave Movement Mode and enter Interactive

Mode.

7. Move the cursor over the lower right desk drawer. The l,ooK function
will highlight (in Yellow) in the command window and the cursor will
change to the l,OOKcursor (a magnffig glass).

8. click the left mouse button to LOOK at the object. You will hear Te>cs

voice describe the desk drawer. After the voice finishes, the cursor will
change to the OPEN cursor (an opening/closing door) and the OPEN
tunction will highlight in Yellow

g. click the right mouse button a few times. Notice how the yellow high-
light switctres between the OPEN command and the LooKcommand
and how ttre cursor changes from the OPEN cursor to the LOOK cur-
sor. Click the right button until the OPEN cursor is displayed'

10. Click the left mouse button to OPEN the drawer.

11. Move the cursor over the object in the bottom of the drawer. If you can't
see the object, you may need to adjust your position or the angle of the
tilt (refer to Movement, above).

12. click the left mouse button. You will hearTex s voice describe the
object in the desk drawer'

Gafing lnventoryObieds
13. With the cursor still over the object in the desk drawer, click the right

mouse button (if necessary) until the GET cursor (a grasprrg hand) is
displayed and the GET command is highlighted in the command window.

14. Click the 1eft mouse button to GET the stamp in the drawer'

15. Press the spacebar to switch from lnteractive Mode to Movement
Mode.

16. Move until you have a good look at the bottom left desk drawer'

17. Repeat steps 6 through 14 to getthe pen from the bottom left drawer'

Pl$ng ilrc Gome

Note: For more i.nformati,on on INTERAC-
TI\D, MODE controls, see fage 76.

lnterocllng with oblects

Getting inventory objects.
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Co-o' i^g i^\e^-oa oblec s.

Note: For more information on using the
IMANTOR\ see Page 19.

Exomining inventory obiects

18. Switch to Movement Mode.

19. Walk over to the door. Yow rnay want t0 adjust the tilt to see better.

20. Press the spacebar to switch from Movement Mode back to Interactive
Mode.

21. Get both pieces of mail from the floor.

E xamini ng I nventory Obiecrs
22. Clickthe IN\tsNTORYbutton.
23. ht the list box in the upper right corner, click on Credit Card

Application.
24. Click the EXAMINE button. The Credit Card Application will be exam-

ined with an accompanying voice-over.

25. Click the Resume button.

Combining I nventory O biects
26. Click the COMBINE button. This will bring up the inventory icons.

27. ktthe Inventory, 1eft click on the Stamp icon. This will turn the cursor
into the Stamp icon.

28. Move the Stamp icon over the Credit Card Application.

29. Click the left mouse button to combine the Stamp and the Application.

30. teft click on the Pen icon.

31. Move the Pen icon over the credit card application and 1eft click to conr
bine the pen and the application.

32. Click the Resume button.

Exiting a Room
33. Open the door to the street.

34. Press the spacebar to switch from Interactive Mode to Movement Mode.

35. Walk through the door. A slight pause wiil occur while the STREET is
loaded.

I niti oli ng a C onver soli on
36. When you reach the street, look around and find Chelsee at the news-

stand.

37. Wdk over to Cheisee.

38. Press the spacebar to switch from Movement Mode to Interactive Mode.

39. Move the cursor over Chelsee.

40. Click the right mouse button until the TALK cursor (a talking mouth) is
displayed and the TALK command is highlighted in the Command
Window.

41. Click the left mouse button to start a conversation with Chelsee.

You now know the basics for playing Under a Killing Moon. To learn more
about moving, using the inventory, or talking to characters, refer to the next
three chapters.
Note: For more information on TALIilNG TO CILARACTERS, see page 21.

llnder a Killing Moon Users Guide
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CHIPTE
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Note: In order to tnotte, it must say MOW-
MENT MODE in the Text box under the
Action Windou. You cannot ettter Moaetnent
Mode during a mouie sequence or a conuersa-
tion.

l*lovcmcnl llodc
In order to create a Virtual Wor1d, realistic movement is essential. I'or that
reason, the movement mode in Under a Killing Moon has been designed to
simulate real movement as much as possible. This chapter discusses all the
available movement options, including Walking, Running, Tilting UplDown,
Sliding I-eftlRight, TurningYour Head, Moving UplDown, Climbing,
Stopping, and Opening and PassingThrough Doors.
To Enter (or Exit) Moaement Mode, press the Spacebar or click the middle
mouse button.

Wolking
Walking is the basic form of movement in the program.
To Walk While in Movement Mode, move the motseforward or back.

To Turn: Move the mouselefi orright.
To Slow Dovyn: Move the mouse in the opfosite directionyol are walking,
To Stop: There aretwo waysto stop your movement.
1. Click the right mouse bwttonto stop immediately.
2. Press the Spacebar or clickthe center ntouse button to Stop and Exit

MovementMode.

Running
Running allows you to cover ground more quickly than walking.
To Run:
1. While in Movement Mode, startWr\LKING as described above.

2. While walking, press and hold down the "R" key.

filting UplDown
The Tilt option allows you to tilt the view up and down.
To tilt the view up,/down: While in the Movement mode, press the UP or
DOWN arrow key (onthekeyboard). Hold the key down until you reach the
desired angle.

To retrrn to Level view: Press the TAB key,

Mouse movemeni bosics

NOTE: A sm.all mouse note lroduces a
SLOW SPEED and a large )illus€ nrcL'e pro-
duces a FAST SPEED. \'au CL\!-OT get
more speed by "Retting the nouse. The best
nay to leant the controls is to staft u,ith ltsRY
SMALL MOU-SE I|OIE)IEITS and see ltou
the system responds.

I



Note: You can stop, tum, tilt, slide or run up
stailr,.

Undet e Killing Moon llsers Guide

furning Your lleod
The Head Turn option allows you to turn your head to alter the view
changing your utalking direction.

To hrrn yo-ur head: Press and hold the following keys:
KEY ACTION
A LooklEFT30degrees
S hok RIGHT30 degrees

Z l-ookto the REAR

O LooklEFT90degrees
W took RIGHT90 degr:ees

D Look DOWN 30 degrees

F I"ook UP 30 degrees

To change your walking direction to match the current view: While
holding down one or more head turn keys, double click the LEFT
BUTION or switchinto INTERA0ITVE MODE.

Sliding telrlRighl
The Slide option allows you to move laterally (sideways).

To stde to the leftlriglrt:
1. While in the Movement mo de, click and hold, the lefi mouse button.
2. Move the mouse to the 1eft or right.

ftloving UplDown
The UplDown option allows you to adjust the height of your eye level,
standing on tiptoes to lying flat on the floor.
To raise your €ye levet While in the Movement mode, press and hold
IEFT SHIFT hey untiTyoureach the desired height.
To lower your eye level: While in the Movement mode, press and hold
CTRL key wfil you reach the desired height.
To return to normal eye level: Press the "E" key.

Glimbing
To climb stairs, simply walk onto them and continue moving. The eye
will automatically raise or lower in relation to where you are on the stairs.

Opening ond Pnssing fhrough Doors
In this program, the only time you are taken through a doorway
ly is when you are standing very close to the door when you open it.
Otherwise, you need to mooe into the doorway to pass through it.

5



NOTE: With all ntouse controls. a SXIALL
MOUSE MOIT produces a SLOIT SPEED
and a L-ARGE IIOL-SE ]lOlE iroduces a
FAST SPEED. 7'ou can tlot get more speed b!
"Reuaing" the ntouse. The best way to leant
the corirols is to stari uith WRY SMALL
MOUSE X'IOWMENTS and see how the sys-
tem res!onds.

NOTE: The WEW KEYS dn not alter the
walhing directinn but simfly act as a "Head
Turu" as long as the key is held d,own. When
the key is released, the oiew wi.ll retum. to for-
ward oiew. TO CIIANGE YOUR WALKING
DIRECTION to match the current aiew,
DOUBLE CUCKthe IEFTMOUSE BW-
MN or SWTCH into INTERACTWE
MODE.

SUmilARY of tovemenl lUlode conlrols.
CONTROL FTJNCTION
Mouse FOR\IIARD \ /alk FOR\4rARD

Mouse BACK\4/ARD \ /aIkBACK\,IARD

Mouse LEFT Turn LEFT
Mouse RIGIIT Turn RIGHT
LEF'IBUTION + Mouse LEFT Slide LEFT
LEFTBUTION + Mouse RIGHT Slide RIGHT
UPARROW TiltviewUP
DOWNARROW TiltviewDOSD{
TAB KEY CancelTilt and return to LE\,1EL

I-EFTSHIF I RAISE your Eye Level
SIRL LO\4rERyour Eye Level
E Return to normal Eye I€vel

VIEW KEfS (must be held down)
A LooklEFT30degrees
S I"ook RIGHT30 degrees
Z I-ooktotheREAR
a hok LEFT9O degrees
W LookRlGHT90degrees
D ["ook DO'vVN 30 degrees

F tookUP30degrees
Double click Left Button Change walking direction to

matchYIEW
Switch to Interactive Mode Change dkection to

matchYIEW

Movemenl Mode



GHAPTER
I

I o oer 'o -OOt o- o ob ect -he

AAognifyrng Goss cursor must be disployed

r orcjer to GET on obiect, the Grosping
-cri cursor rnust be disp oyed.

loolt-Ocl- ll ouc- 0 [cn -fafi -
0n/0ll
The INTERACTIVE MODE is where al\ non+nouement interactton with
objects and people takes Place.

To use any of the following commands, you must be in Interactiue Mode'

Using the LOOK Commond
The LOOK command allows you to hear a uerbal descri,ption of an obiect or
person.

whenever the cursor is positioned over an important object, l,ooKwill light
up in the Command Display andthe cursor wi.ll change to the MAGNIFYING
G11SS. ffanother command is available such as GE'f, MOYE, etc', itwill
also light up.

To use the I-,OOK Command:
1. While in the Interactive Mode, position the cursor over the objectyou

want to LOOK aL In ord,er to LOOK at the obiect, the MAGNIFYING
GI,ASS cursor must be disflaYed,.

2. To CHANGE CURSORS, click the RIGHT mouse button.

3. When the MAGNIFYING GI-{SS cursor is displayed, click the IEFT
mouse button.

Using the GET Commond
The GET command allows you to lick uD an obiect and add it to your inuentory.

Whenever the cursor is positioned over a GE"ITABLE object, GETwill light
up in the Command Display (along with l-ook). The GET cursor is a GRASP'
INGHAND.
To use the GET Command:
1. While in the Interactive Mode, position the cursor over the object you

want to GEl. In order to GET an object, the GRASPING HAND cursor
must be disflayed.

2. To CHANGE CURSORS, clickthe RIGHTmousebutton.

3. When the GRASPING HAND cursor is displayed, click the IEFT mouse
button.



ffi

ln order lo I,.AOVE on obieci ihe Hond A,Aoving

o Chess Plece cursor must be dispoyed.

ln order to OPEN on oblect, the Opening
ond Shuttlng Door cursor musl be disp oyed

ln c':=" - --
A,/,c,'-

o o chorocteJ the ToLking

si be disployed

Using lhe MOVE Commond
The MOVE command allows you to MOW an object.

Whenever the cursor is positioned over a MOVEABLE object, MOVE will
lightup in the Command Display (alongwith Look).The MOW cursor is a
HAND MOWNG A CHESS PIECE.

To use the MOVE Command:
1. \[hile in the Interactive Mode, position the cursor over the objectyou

want to MOYE. In order to MOW an obiect, the HAND MOWNG A
CHESS PIECE cursor must be disrtlayed.

2. To CIIANGE CURSORS, click the RIGHTmouse button.

3. S4ren the HAND MOYING A CHESS PIECE cursor is dtsplayed, click
the LEFT mouse button.

fhe OPEN Commond
The OPEN command allows you to OPEN obiects such as doors, safes,
drawers, etc.

Whenever the cursor is positioned over an OPENABLE object, OPEN will
light up in the Command Display (along with Inok). The OPEN cursor is an
OPENING and SHUTTING DOOR.

To use the OPEN Command:
1. \4rhile in the lnteractive Mode, position the cursor over the object you

want to OPEN. In order to OPEN an obiect, the OPENING/SHaTTING
DOOR cursor ruust be disPlayed.

2. Tb CHANGE CURSORS, click the RIGHTmouse button.

3. When the OPENING/SHUTIING DOOR cursor is displayed, click the
IEFT mouse button.

Ueing the IALK Commeind
TheTALKcommand allowsyou toi.nitiate a COWERSATION with a char-
acter

Srhenever the cursor is positioned over a CHARACTERyou can talk to,
TALK will light up in the Command Display (along with l-ook) . The TALK
cursor is a TALKING MOUTH.
To use theTALKCommand:
1. While in the Interactive Mode, position the cursor over the CHARAC-

TE,F- In order to TALK to a character, the TALKING MOUTH cwrsor
must be disilayed.

2. To CHANGE CURSORS, click the RIGHT mouse button.

3. S{ren the TALKING MOUTH cursor is displayed, click the LEFT v-touse
button.

L o ok4 et-M ov& pen-Tolk0 n / O f f
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ln order to use fie On/Off commond, the
Switch lurnlng On ond Off cursor must be
disployed.

Under a Killing Moon llsers Guide

Using fhe ON,/OFF Commond
The ON/OFF command allows you to TURN THINGS ON or OFF (i.e
puters).

Whenever the cursor is positioned over an appropriate object, ON/OFF
light up in the Command Display (along with Inok). The ON/OFF curcor
a SWTCHTURNING ONAND OFE
To use the ON/OFF Command:
1. While in the Interactive Mode, position the cursor over an

object^ In orderto use the ON/OFF command,the SWTCH
ON AND OFF carsor must be displayed.

2. To CIIANGE CURSORS, click the RIGHT mouse butbon.
3. When the SWTICH TURNING ON AND OFF cursor is displayed,

the IEFT mowse button.

:
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lnvenlory

Reviewing your inventory

The INTERACTI\IE MODE is where a77 non-mouement ifleradion vntJr
objects and people takes place.

To use any of the following commands, you must be rn Interactiue Mode.

Reviewing lrour INVENIORY
Srhen you GET an object (such as the stamp in the desk drawer in Tbx s
Office), the object is added to tke Inuentory. (lo Get an Object, refer to Using
the GET Command onpagel6.)
To review yotrr INVENTORY:
1. Click on the INVENTORY button to bring up the Inventory LisL
2. Click on an item to highlight it and display a picture of it in the small

window.
3. If there are more items in the list than can be displayed, the UP and

DOIIIN arrows will become active. Click on the arrows to page up or
down.

EXAltllNlN@ lnvenlorlr llems
You should ALWAYS EXAMINE any object you pick up, since examining it
may reveal another, more useful object.

To D(AMINE an Inventory Item:
1. Click on the INVENTORY button to bring up the lnventory Ust.
2. ClickonanITEMtohighlightiL
3. Click on the EXAMINE button.
4. To exitthe Examine Mode, clickthe Resume button.

GOtBllllIlG lnvenlory/ ltemg
In many instances tfuoughout the game, two or more inaentory items need to
be combined to create a NEW inuentory item.

To COMBINE Inventory Items:
1. Click the Combine button. This will take you into the Combine Mode, and

pichres of the inventory items will be displayed in the Action window.

2. Move the cursor over the flrst object you want to combine and click on
it- The cursor utill change into the object.

Exomining invenlory items

Combining inventory items

--
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Offering inventory ltems.

Assemb ing notes.

Note: Sotne nlte scra|s may need to be rcttated.

llnder a Killing Moon Users Guidetr

c Now move the cursor over the second object and click again. This will
combine the objects if possible. If the obiects will not combine, n\thing
will haL0en.

To cancel after clicking on the first object, clickthe right mouse button.

To exit the Combine Mode, click the Resume button'

USING lnvenlorY llems ]
Most inventory items need to be used at some point in the game. For exam- l

ple, you mayneed to use akey on alocked door' 
]I THi::l

5. Move the cursor over the recipient object in the Action window, and

",;H[T;;*fi-"*;:,,"...*;-* 1

Some of the characters you meet in the program will not cooperate until you j

offer them something from your Inventory. I

To Offer an Inventory Item to a Character:

1. When you reach the point in a conversation where the .h*r.t", i. *i[-l
ing to accept something from you, OFFER FROM INVENTORY will
appear as one of the A, B, or C responses.

2. In the lnventory list, click on the item you want to offer' A picture of the
object will appear in the small box on the right side of the screen'

3. Ctck the oFFER FROM INVENTORY response. The character will
automatically respond to your offer.

ASSEilBUNG NOIES in lnvenlorY
Several times during your investigations, you will come across 'note scraps'

which must be assembled.

To Assemble Note Scraps in Inventory:
1. Click on the INVENTORYbutton to bring up the Inventory List'

2. Click on the scraps, shreds, etc. to highlight them'

3. Click the EXAMINE button.

4. Move the cursor over one of the note scraps and then press and hold
the left mouse button.

5. Drag the note scrap to the new location and release the button'

To Rotate Note ScraPs:

1. Move the cursor over one of the note scraps'

2. Press and hold the left mouse button.

3. Presstheleft orrightarrowkey (onthekeyboard)'

4.

5.

::.

: j<=-::<l
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Us ng inventory items.
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0onvclsalions

To king to Che see

Note: The tetct disflayed in the Resrtonse
Attitude boxes implies an attitude instead of
the actwal dialogue Ter will use. This allows
you to haue a good ilea of what Tex will say
uithout giaing away the actual dialogue.

As<.'ng oboul things..

l\:tte : Ete ntttally, the Ask Abowt List taill con-
taitt ttt,irt subjects than can be disflayed on
att{ !(i!.. )t fhis Point the UP and, DOWN
artut attlu)ts toill become actiue under the list
bot. ('t:,'il tite UP or DOWN arrow butto,s to
iagt ila 1t irLLn.

Conversation is an essential part of the investigating process in Under a
Killing Moon.

Iolking lo Ghnroclers
\Arhen you first leave your office and arrive on the sheet, look around and
flnd Chelsee, who runs a newsstand across from the Ritz Hotel. To talk to
her, walk across the street, then follow the steps below:

To Initiate a Conversation:
1. Make sure you are in Interactive Mode.
2. Move the cursor over Chelsee.

3. Click the right mouse button until the TALK command is highlighted in
yellow and the TALKING MOUTH cursor is displayed.

4. Click the left mouse button and Chelsee will start the conversation.

5. When Chelsee finishes talking, three 'Response Attitudes'wi1l appear in
the boxes in the lower right corner of the screen. Click the A, B, or C
button (next to the Response Attitude boxe).Texwill respond to Chelsee.

6. To EXIT the conversation, you must continue the dialog until END
CON\,IERSATION appears as a response or until the character ends the
conversation. (lhis limited exit path is required so that the character
will know how to respond to you should you meet again.)

7. Conversations with all characters are conducted in the manner
described above.

Asking Chorercters Aboul Thingo
lhere are many paths your conversations can follour, but many lead to a
point where you can ask the character about things. \4lhen this happens,
ASK ABOUT will appear as one of the responses. Click this response and
the Ask About list will appear. Click any subject in the list and the character
will respond to your question.

Offering Bribes lo Ghnrn.lers
Some of the characters you meet in the program will not cooperate until you
get something for them. This makes it necessary for you to offer them
something from your Inventory. Refer to "OFFERING Inuentory ltems To
Characters" i,n Chapter Fiue.

E=€=
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Ending cl Gonversnlion
There are two ways to end a conversation. First, you may offend the charac-
ter you're talking to and get booted out automatically (or killed in extreme
cases). The other possibility is thatyou proceed to the pointwhere END
CON\IERSATION appears as a response. Eaily exitfrom a conuersation is
not allowed.

Scving Before Gonversnliong
Saving before starting a conversation is a good idea for several reasons.
First, if the conversation doesn't progress the way you would like, you carl
resume at the point immediately before the conversation and start again.
Second, you may see an intriguing Response Attitude that you are curious to
hear, but feel that you should use a different attitude. Saving before the con-
versation allows you to go back and see all the diJferent possibilities. Refer to
the sectian on "starting, Sauing or Resutning a Gatne" in Chafter Ten.



CIITPTEN

Tlavcling
On the street where you live (Chandler Avenue), you can walk to a new loca-
tion, open a door and go inside. In order to trauel to a location owtside the
street, howeuer, yow will need to use the Traoel Systetn.

Gelting Your First frovel Loceilion
\4rhen you start playing Under a Killing Moon, there are no travel destina-
tions.
To get your first travel destination:
1. Walk to the front of the Brew & Stew.

2. Pick up the newspaper on the sidewalk.

3. In the Inventory, examine the newspaper.

4. Left click on the article ffi)ed'Burglaries Baffle Police.'

5. Click the Resume button to exitfrom the newspaper article.
6. Click the Resume button to exit the Examine screer.
7. The Police Station will now be available on the Travel Screen.

Using lhe frovel 9yotem
To Use the Travel System:
1. Click the Travel button. This will display the Travel Screen in the

Actionwindow.
2. On the Travel Screen, click the location you want to travel to. The but-

ton will flash yellow.

3. Clickthe GoTobtitot.
Important: Some locations, such as the sfeet on which Tex lives, are made
up of multiple locations (i.e. the Pawnshop, the Electronics Shop, etc.).
These multiple locations are called sub-locations.

To Travel to a Sub-Ilcation:
1. Click the Travel button. This will display the Travel Screen in the

Action window.

The Trovel Syslem

nreks ortte
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Note: Sub-locations do not appear in the
Traael Slstem until you haue gone to them
o?tce.

llnder a Killing Moon lJsers Guide

2. On the Travel Screen, click the location you want to kavel to. The
lo c ation wiil appear on the lefi side of the lower window. Any subJo ca-
tions $rol've gone to) will appear onthe right side of the lower window.

3. Click the button for the sub-locadon you want to travel to. The button
will flash yellow.

4. Click the Go Tobutton.

t

l
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Ihc Hlnl Syslcm

Hint dlreclory screen

A somple hint screen.

Note: When you ask for a hint, the line
ap|ears in black and, will stay black until you
haae comfleted the stefi. All comfileted stefs
appear in blue.You cannot ask for anoth-
er hint until you have accomplished the
action for the previous hint

Under a Killing Moon feattres a multi-level Hint System which is designed to
provide as much help as needed when plalrng the game. It is also designed
to encourage the user to solve puzzles with as little help as possible.

Ueing the Hint Syslem
To Get a Hint:
1. Click the Hint button. This will display the Hint Directorl, screen. The

topics listed are unresolved puzzles. This provides a Leael 1 Hi,nt arrd
costs l point.

2. Find the ytzzTeyottwant a hint for and click on it. This will bring up the
Steps Completed For.. screen. This screen displays how many steps
must be completed, and how many have already been completed. This
provides a Leuel 2 Hint and costs zero points.

3. If yott wm:J'a kuel 3 Hint (tell me exactly what to do), click the button
next to the blank line highest on the screen. A hint will appear. This
costs you 4 points.

Important:The program uses a Point System in which you earn points by
solving cases, getting objects, etc. Each time you ask for a hint, you are fenal-
ized points. In order to earn a ferfect score of 1000 points, you will need to
complete the Program without using hints.

If you would rather run the program without using hints, you can prevent
access to the Hint System.

To Turn On/Offaccess to the Hint System:
1. Ctck the Auxiliary Panel button. This will display the Auxiliary Panel.

2. Qlick the Config button. This will display the Conflguration screen.

3. On the Confguration screen, go to where it says Hints and click in the
On or Off box.

fhe Point System
There are many paths that take you to the end of the story, and there is a
great deal to see and do in the program. Tb encourage you to investigate the
program thoroughly, we have included a point system. Each time you solve a
case or pick up an object, you are awarded a certain number of points. Ifyou
do everything possible in the program (and don't ask for any hints), you can
reach a perfect score of 1000 points. Points are displayed on the side ofthe
Control Panel and on the hint screens

Close up of Toto Polnts.

,



llol llcyr and Addifional
0plionr I

The following Hot Keys and Options can be Escddit &rfugth grme:

Hot Keys
KEY FUNCTION

UIISCBLIAIVEOUS
F1 or ? Bring up the fIEIPSYSIEIf,
Y2 Displaythe movementmodegrdishffGfl

Resolution.

F3 Displaythe movementmodegnpli:sfuIfED
Resolution.

F4 Displaythe movementmodegr+tbfuZ)f
Resolution.

F8

Turn Captioning Cd) 0n or Off
Set the Tilt Control ta NORIIAL (tbArrwheyfits up
and the Down Arrow key tilts dowd
Setthe Tilt Controlta REI/F.NE (tjpArroyke,flts
down and the Down Arrow key dhs ,p) (re in most flight
simulators)
SeISLOW walkittg s\e?t
SetMED walking ileet
SetFASTwalk@sreen
Switch betueen MOYEMENT mode and INTERACTTVE
mode.

Byfiass amowe sequence or voice over.

Pause a movie sequence or voice over. (Press any key to
continue.)

INTERACTN'E MODE
Bring up the HINT SYSTEM
Brins up the TR 4WL SfSIE-11
Activate the INWI'ffORf S1-qIE.rI

F5 orX
F7

F10

F11

F12

Spacebar or
Center Mouse
button
AnyKey
P

N
V
I
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-Pgup

PgDn

Go to the PREWOUS PAGE of Inventory Items or Ask
AboutTopics
Gothe NEXT PAGE of Inventory Items orAskAbout
Tbpics
Bring up the COMBINE SCREEN (nventory must be
active)

EXAMINE an inuentory item Qnventory must be active)
Go to the PREWOUS PAGE oftext in the TEXT\IIINDO\ l
Go to theNEXI PAGE oftextntheTEXTWINDOW.

AIXILIARYPANEL
Opet the AUXILIARY PANE L
Clo se the AWI LIARY PAN E L
StaTtaNEWGAME
LOAD A SAVED GAME and RESTJME pta.y

SAW A GAME
Go to the CONFIGURATION SCREEN
Runthe/NTRO SEQUENCE
Runthe CREDITS

EXITTO DOS

CONVERSAIIONS
Select Response Attitude A
Select Resp onse Attitude B
Select Resp onse Attitude C

WINDOWSITES
Size the Actionwindow to 240xl90
SLe the Action window to 320x240
SLe the Action window to 400x300
Size the Action window to 4S2tcS24

Size the Action window to 4801360
Size the Action window to 560x420
Size the Action window to G40x480

Size the Action window to 04k240
Size the Actio n w|ndow ta 240x420
Size the Action vnndow to 280x480

E

+

P

Cor
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L
S

o
I
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E

Esc

A
B

C

1

2

3

4

5

6

7

8

9

0
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NOTE: The WEW KEYS do not alter the
walking direction but simply act as a "Head,
Turn" as long as the key is held, down. Wen
the key is released,, the uiew will retum to for-
ward oiew. TO CHANGE YOUR WALI<ING
DIRECTION to match the current r.tiew,
DOUBIE CLICK the IEFT MOUSE BW-
TON or SWTCH into INTERACTIVE
MODE.

The Sound Seclion of configurolion screen
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COMMANDS (Interactive mode only)
Select the LOOK command if available

Select the GEI command if available

Select the )IOIE command if avaiiable

Select the OPE-Y command if available

Select the IIZK command if available

Select the O)- OFF conrmand ii ar,ailable

VIEW (Movement mde on\'-Ke1 must be held dov',n)

A l,rtok LEFT 30 degrees

S lnok RIGHT 30 degrees

Z lnok to the REAR

0 l.ooh LEFT 90 degrees

W Inok RIGHT 90 degrees

D Look DOWN 30 degrees

F Look UP 30 degrees

Adlusting the Sound Volume
Two ffpes of sound are used in the game: DiS:tal F rr:::i ?.rd \llDI Music
Format. Each fipe has independent volume ancl i,n :- ., :r]r1,,1.

To Adjust the Sound Volume:
1. Click the Auxiliary Panel button. This rviLl dispiar :::c -\'.:tiLiar-v Panel.

2. Click the Config button. This *.i11 displav the C,,nltrrrra:i,rn :creen.

3. On the Configuration screen, go to the Sound section. There are two
separate Volume and On/Off controls. one under Digital Sound Device
and another under Midi Music Device.

4. Click the up or down arrow keys to raise or lorver the volume.

5. To turn either sound Off, click in the Off box.

I@: Use the Test button(s) to check the volume leve1 before returning to
the program.

Turning the Coptioning fTexrf On ernd Olf
Captioning can be displayed in the T€xt box under the Action window, which
allows the hearing impaired to enjoy the program. To those who don't need
to read the text, it may be somewhat of a distraction.
To Turn Onloff the Captioning: Click the Text button.
Tip: You can also toggle the captioning by pressing the F5 or the X key.

'J 2t
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Note: The smaller the window size, the faster
the moaement uill be. If you haae a less !ow-
erful comPuter, you will probably want to use
a smaller window when walking around. you
can, houteuer, resize the Action window at any
time, euen while mouing. We recommend, that
users utith slower cornfuters use a srnaller
window when i,n Mouement Mode and a larg-
er window while in Interacthte Mode.

-Resizing the Action Window
There are ten different sizes in which the Action window can be displayed,
ranging from small (24k180) to full-screen (640x480).
To Resize the Action Window:
1. Click the Auxiliary Panel button. This will display the Auxiliary panel.

2. Click the Config button. This will display the Coniguration screen.
3. On the Configuration screen, go to Movement Mode in the

Miscellaneous section. All ten window sizes are displayed.
4. Click the box to the right of the screen size you want.
5. Click the OKbutton to return to the program.
Tip: You can also resize the screen by pressing any of the keys from 1 to 0
on the keyboard. (See Hot Keys on page 26.)

Exiting the Gome
Some of our testers have found thal even while playing Under a Killing Moon,
they occasionally need to ea! sleep, etc. And ifyou gotta go, you gotta go.
To Exit the Game:
1. Click the Auxiliary Panel button. This will display the Auxiliary panel.

2. Chckthe Exit to DoSbuttan Awarning boxwill be displayed, asking if
you're sure.

3. Click the Yes button.

Ploying lhe lntro or Credits
The introduction sequence is only played when you start a new game. you
can view it along with the credits for tJnder a Kiiling Moon atany hmeby
doing the following:
To Play the Intro or Credits:
1. Click the Auxiliary Panel button. This will display the Auxiliary panel.

2. Click the INTRO or CREDITS button.
3. The corresponding Video Sequence will play. you can bypass this or any

aideo playback at aryt time by firessing the spacebar and. you can paase ai
any time by pressing P

Hot Keys ond Additionol Options

An exomple of Exiting the Gome.



0Ht Sla ilins/Sauins/Reru n in q
a Gamc

i

As all experienced game players know, saving is essential in games like
Under a Killing Moon. This chapter discusses how to Start a new game, how
to Save a game, and how to Resume a previously saved game.

Storting ei New Gcrme
The first time you start a new game, you will need to enter your name. If you
start another new game at a later time, -vou can p1a-v under the same name if
you wish or use a diJferent name.

To Sloil o New Gome under o New Ployer Nome.'
1. Click the Auxiliary Panel button to open the -\uxiliar1'Pane1.
2. Click the New Game button. The Readr-to Start a \erv Gar.ne box will

be displayed.

3. Press the Backspace key i{ necessarv to delete the name in the Player
Name box.

4. Type in a new player name.

5. Ciick the OK button. A ne*' game u.i11 automatically' begin.

To Snn o New Game under an Existing Player Nome:
1. Click the Auxiliary Panel button to open the Au-,<iliary Pane1.

2. Click the New Game button. The Ready to Start a New Game box will
be displayed.

3. ff the correct Player Name is displayed in the Player Name box, go to
step 5.

4. If you want to use a piayer name from the Name List box, ctck the
name to highlight it.

5. Click the OK button. A new game will automaticaliy begin.

Stortlng o New Gome

T
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Soving o Gome

Resuming o Soved Gome

Note: If there are more saaed games than can
be uiewed at once in the Saued Games box, use
the scroll bar to the right ofthe box.

Soving o Grrme
To Save a Garne:
1. Click the Atxitary Panel button to open the Auxiliary panel.

2. Click the Save button. The Ready to Save a Game screen will be dis-
played.

3. C1ick the Increment File Name and Save button. The Add Comment
box will be displayed.

4. If you choose to add comments to the saved game, file such as who
you've talked to and whatyou've found out, type them in.

5. Click the OKbutton.

R.esuming o S.ryed Gome
To Resume a Saved Game:
1. Click the Auxiliary Panel button to open the Auxiliary panel.

2. Click the I-oad button. The Ready to Resume a Saved Game box will be
displayed.

3. All saved games are filed under Players'Names. In the player Names
box, click the player name under which the game was saved. The
name will appear on the left, and all the games saved under that name
will be displayed in the saved games box below.

4. In the saved games box, flnd the game you want to load and click on it.
5. Click the Resume button.

Viewing Soved Geime lnformolion
Each time a game is saved, information about where you were in the game is
also saved. This information is useful when you want to resume a game,
because it will help you remember which game to l,oad.
To View Information for Saved Games:
1. Click the Arxiliary Panel button to open the Auxiliary panel.

2. Click the Load button. The Ready to Resume a Saved Game box will be
displayed.

3. A11 saved games are flled under Players'Names. In the player Names
box, click the player name under which the game was saved. The name
will appear on the left, and all the games saved under that name will be
displayed in the saved games box below.

4. Click and hold the Info button adjacent to one of the saved games. An
information box will appear containing the player Name, Game File
Name, Date, Time, Day, and location, with the Comment shown at the
bottom (if you added a comment when you saved the game).

Description of the Saved Game Information:
Player Name; The name of the player who saved the game.
Game File Name: The name of the flle which contains the saved game.
Date: The date the game was saved. (From the computer's internal calendar)
Time: The time the game was saved. (From the computer,s internal clock)

Snning / Soving / Resuming o Gome



Note 7: Yow cannot delete the name 0f the
llayer who i.s currently playing.

Note 2: Deleting a Player will aho delete all
games saoed und,er that name.

llnder o Killing Moon Users Guide

Day: The day refers to your point in the game chronologically when it was
saved. Since the action itUnder a Killing Moon is divided into seven days,
the Day number will be l, 2, 3, 4, 5, 6, or 7.

l-ocation: The location refers to 1,our physical location in the game when it
was saved.

Comment \44ren you saved the game, )'or-1 rvere given an opportunifir to
add your owrl comment to help clari!'the point at which the game was
saved.

Deleting Plrryers ond Srrved Gomes
To Delete a Player:
1. Click the Auxiliary Panel button to open the Auxiliary Panel.

2. Click the [.oad button. The Ready to Resume a saved game box will be
displayed.

3. In the Player Names box, click the name of the player you want to
delete.

4. Click the Delete button. A warning box will be displayed.

5. Verifu that the name is correct and click the Yes button.

To Delete a Saved Game:

1. Click the Auxiliary Panel button to open the Auxiliary Panel.

2. Click the Ioad button. The Ready to Resume a saved game box will be
displayed.

3. In the saved games box, click on the game you want to delete.

4. Click the Delete button. A warning box will be displayed.

5. Veriff that the game is the correct one and click the Yes button.
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Easy Play 0rlion
If you're not much of a traditional game player, but would still fike to explore
theVirtualWorld and see the Movie Scenes in the game, there is awayto
See the Game with verylittle ptzzle solving effort.
This option is called Easy Play and will allow you to enter the story at the
beginning of each of the Seven Days and proceed from that point. Al1 inven-
tory items and other information from the previous days will be available. By
usrngthe Hints, andthe Easy Play optiotyou will be able to travel to most
locations and see most movie scenes withoutmtch Brain Work.
WARNING: Playing this way will significanfly reduce the overall continuity
of the game, and may diminish your enjolnnent of it. It can most certainly
ruin the ending for you.
To use the Easy Play option:
1. Click on the Auxiliary Panel to open it.
2. Click on the had button. The Ready to Resume a Saved Game box will

be displayed.

3. In the Player Names box, click on the player name of EASy. EASYwill
appear in the Player Name box, and the games EASY_00.001 (Day 1)
through EASY_00.007 (Day 7) will appear in the Saved Games box.

4. Click on the game that represents the Dayyou'd like to startplaying.
For example, clicking on EASY_00.003 will start you at the beginning
of Day 3.

5. Click the Resume button.
IMPORTANT: After using Easy Play for a while, you'll become lamiliar
with the controls and how to play the game. At that point we skongly sug-
gest that you begin a New Game under your owrr name (See page Z0) . you'll
enjoy a new leael of entertainrnent if you play tlnder a Killing Moon from start
to finish.
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CD ROA section of configurolion screen.

Tcchnical lclclcrce
Before calling our tech support lines, be sure to read the following sections
carefully. This chapter contains important information about the operation of
the program which may help answer questions or solve problems.

The Gonfigurolion System
The coniguration system is accessed through the Auxiliary Panel, via the
Config button. Here the user can test the CD-ROM, Video, and Sound hard-
ware and set up the game to suit their hardware and personal playing prefer-
ences.

To bring up the Config Screen:
1. Click on the Auxiliary Panel Button to open the Auxiliary Panel.

2. Click on the Config button to bring up the Confguration Screen.

There are five sections on the Configuration screen:

CD-ROM Section
The CD-ROM section is designed to allow users with multiple drives or CD
changers to make use of the extra devices when playing the game. This fea-
ture can be used to reduce disk swapping by having more than one disk
available simultaneously. It can also be used to easily switch drives for game
play. (In a multi-drive confuuration.)
Drive Assignments: Each disk is assigned a drive letter. When the game is
installed, the program assigns all 4 disks to the CD-ROM drive letter that
was used for installation. If you have multiple drives or a changer, you can
assign a separate drive letter to each disk. Use the ARROW BUTIONS to
change drive letters.
Exaruple 1:

If you have two CD-ROM drives with drive letters E: and F:, you may want to
assign DISK 1 = E: DISK2 = E: DISK3 = F: DISK4 = F:
Examfle 2:
If you have a 6 disk CD changerwith drive letters E,RG,H,IJ; you can assign

DISK 1 = G: DISK2 = H: DISKS = I; DISK4 = J:
IMPORTANT: ffyou set the disks to run on different drives, you must
make sure the correct disks are in the corresponding drives.

tr
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AAemory ond video section of configuroton
screen

AAiscel oneous seclion of confiourolion
screen

Tiansfer Rate And Burst Rate: These are the two most important perfor-
mance characteristics of CD-ROM drives.
Transfer rate is the rate atwhich data comes off the disk into the drive's
internal buffer. Burst rate is the rate at which data is sent to the cpu from
the internal buffer. Transfer rates vary from 1S0 I(B/sec (single spin) to 600
KB/sec (quad spin). Burst rates vary from 300 KBlsec to ztuelsec. Higher
rates are better. Transfer rates below 150 IGlsec and burst rates below 300
KB/sec may cause poor display performance, especially if associated with a
slowvideo card.

Click the TEST button to test the performance of the indicated drive.

MEMORY Section
The memory section reports the amount of Extended Memory available
while the program is running. If the extended memory is below g000 KB
(8 MB), the graphics for the vR scenes (movement mode) will automatically
scale to fit into the available space. The lower this value (below g000 IG), the
more scaling that occurs and the more blocky the appearance of the scene.
Low ertended memory rnay also result in loss of some fiatares such as digital
drums and enuironmental sounds.Youmay be able to increase the arn-ount of
extended memory available by removing or reducing the size of DISK
CACHES, RAM DRIVES, etc. For information on howto make more memory
available, see Grafhics Are Blocky During Room Searcha on page 45.

VIDEO Section
T_h9 video section reports the speed of the Vid,eo Display Sltstem (therate at
which video images can be placed on the screen) . This is a function of both
the speed of the vIDEo GARD and the speed of the cpu and has a significant
effect on the playback of the movie sequences. very slowvideo may duse the
play'back to be "choppy'' and may cause the sound io break up. Cliik on the
TEST button to check the performance of the uideo sjrtem.vafuLs below 5000
k/s are considered slow. Values above 12000 k/s are considered fasl
lvll SCELL ANEO U 5 Section
The Miscellaneous section contains play options that can be set according to
your personal preference. These include: Captioning, Hints, Walking Spe6d,
Mouse Sensitivity, Tilt Control, Window Size, Rendering euality, *a tir"
Interactive Mode switching.

9_"p9l"ilgr Turn this option ON to print TEXT along with digital speech.
Hot Key: F5 orXkey
Hints: Under a Killing Moon has abuilt-in ON LINE HINTSYSTEM. ffvou
would prefer to restrict access to the hint system, select oFE Even if you
choose to have the Hint System ON, you are not required to use iL
Walking Speed: This refers to your speed of travel while in MO\tsMENT
MODE. Selecting Lowwill give you greater conkol. Selecting HIGH will
allowyou to move faster.
Hot Keys: Slow=Fl? Med:Fll Fast=Fl2
Mouse Sensitivitlr Mouse Sensitivity refers to how quickry and to what
degree the mouse responds when you move it. Select LO\4r. MED or HIGH
sensitivity.

Txhnicol Reference



Note: If you want smoother tnouement (faster
frame rates), select a sm.aller utindow size.

Tilt Controh While moving around itUnder a Killing Moon,you can tiltthe
view up or down. The Tilt Control option sets the controls to operate in
Normal or Reverse mode.

Normat UPArrow=UP DOVINATTow=DN HotKey: F7

Reverse: UPArrow=DN DOWNArrow=UP HotKey: F8

Note: This option is available because many users are accustomed to flight
simulators which use the up arrow to pitch down and the down arrow to
pitch up.

Window Size: The size of the displaywindowwhile in movementmode can
be adjusted to any of 10 different sizes. Click the box next to the size you
want or press the corresponding HOT I(EY (1{).
Rendering Quality: Select HIGH, MED or LOW quality. The rendering
speed for high quatity is slowest while the rendering speed for low quality is
fastest.

Hot Keys: High:F2, Med:FS, I'ow:F4.
Interactive Mode (Atwals ss,itch to 432x324): Activate this option to
return to fulI size in INTERACTIVE mode even if movement mode is set to a
small size.

SOUND Section
Sounds in the game are stored in two separate formats and each format is used
for a differentpulpose. A11 speech, digitized music and sound effects are
stored in D@talformatwtile the background music is stored in MIDI
Music format.'I\e Digital format is played by the D igital Sound Deaice and
the MIDI MuseT format is playedby the MIDI Music Deuice.

The Sound section (located on the lower left side of the screen) contains the
information for the Digi.tat Sound Deaice arrdthe MIDI Music Deaice.Both
devices have a Test button, Volume control and On/Off check boxes.

To Turn the Sound On or Off; Click in one of the check boxes.

To Test the Sound: Click the TEST button.

To Adjust the Volume: Click the Up or Down Arrow buttons.

Tip: Sincethe Digital Sound and the Midi Music often play simultaneously,
adjust the volume levels so the music won't drown out the speech.

To Configure the Sound: Click on the Set Sound Dearce button. This will
bring up the sound setup screen. (Refer to the section on Configuring the
Sound,beTow.)

Configuring fhe Sound
Most sound cards can function as both the Digital Sound Deai.ce and the MIDI
Music Deuice and can play both formats simultaneously. Therefore, setting
up your sound system normally involves idenffiing which card you have
and flnding the correct hardware configuration (I/O Ports, Interrupt, and
DMAchannel).

Sefling rhe DIGITALSOUND DEVICE (must be set)

Click OK if necessary to bring up the screen that says Digital Format.'Ilis
is where you select the Degital Sownd Deaice. Highlight your device (card) in

:i

Sound section of configurolion screen

Nob: To hea all the sor:nds in fie gp, e,
yurmu$sdbodr ds,te. The Digital Sound
Deuice is required. The MIDI Musi.c Deuire is
not required,, bat recommended.

tlnder a Rilling Moon Users Guide
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Sound section of configurotion screen.

Ne l-Irdrfh$ Some sound cards do not
react well to the interrogation process and,
may lock u! the computer. If this happens,
reboot and try AUTO DETECT again. The
program keefs track ofcombinations which
cause a lock uf (during Auto Detect) and witt
not try that combination again. Ifyou install
a new sound, card, be sure to click the CIEAR
LOG button before using AWO DETECT.
Nctu 24hantorn Debdfurs Some sound
cards can be mistaken for other cards. This
froduces what is called Phantorn Detections.
The AUTO DETECT lrocess afipears to find a
card that really isn't there and the SOWD
TESTdoesn't work (ofcourse). Inthis case
you should try AWO DETECT again and
select CONTINUE rather than ACCEpT
when the program pauses on the phantom
card.

the Deaice Lisl by clicking onit. If you d,o not know which deaice or which set-
tings to use, click the AUTO DETECT button (See below). Use the Up or
DO\4IN arrow buttons to change the I/O port,lnterrupt and DMA channel
settings.

Test the deuiceby chcl<tng the SOI/ND ?ES?button. If you hear digitized
speech then the test was successful and you should click oK to coitinue. rt
you do not hear any speech, the test was not successful. you may want to try
other I/O, Interrupt and DMA settings, or you may rrant to try AUTO
DETECTagain.

Setting the MlDl MllSlC DEWCE (should be set)
Click OK or CONTINUE if necessary to bring up the screen that says Mid,i
Music Forrnat. Here you will selectthe Midi Music Deaice. Usually, tt 

" 
sam"

card you selected as the Digital Sound Device can function as the MIDI
Music Device. ff so, it will already be highlighted in the Device List. you can
keep this device or select another device by clicking on it. Then use the Up
or DOVIN arrow buttons to setthe I/O Port.llyouhave enough memory,
the Digital Drums checkbox will appear. Make sure this box is checked if
you wish to have Digitized Drums with your MIDI Music. Now Test the
deaiceby chcl<tng the souND TESrbutton. If you hear music, then the test
was successful and you should click OK to continue. ffyou do not hear
music, the test was not successful. You may want to try other I/O port set-
tings.

Using the AUTO DETECT Isture (Digitol sound Device only):
If you do not remember which sound card you have (a common problem) or
which settings to use for the Digital Sound Device (a uery common prob-
lem), you can ask the Sound Module to flnd outforyou.
This feature is calledAWO DETECT andvyorks as follows:
The program has a list of sound cards and it knows how each card is sup
posed to respond when interrogated. Starting with the most common card,
the program checks to see if it is out there. If there is no response, then the
next most common card is checked and so on. If the card does respond,
then the appropriate settings are rekieved and the program pauses and dis
plays the name of the card and the settings. At this point you can click the
ACCEPTbriton to stop the AUTO DETECT process or click th e CONTIN-
UE buLton to keep trying.

Technicol Reference
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The GONFIG.INI File
The CONFIG.INI file contains all the game confguration data. This file is an
ASCII text fi1e and can be modifled by the experienced user to change the
game conflguration. Some options in the CONFIG.INI are not available via
the Configuration Screen Interface (within the game).

Please be careful when changing these parameters, as incorrect values can
cause unpredictable results. To restore the system to the Default
Configuration, simply delete the CONFIG.INI fi.le and run the game.

The following is asamfle listing of the CONFIG.INI file, with descriptions of
the confguration options available.

Lisling
IDIGI-CONFIG]

BoardNum=3
IoAddr=0x220
DMA=5
Int=5
Volume=100

tMDI-CONFIG]
BoardNum=1
IoAddr=0x388
DigiDrums=Yes
Volume=100

ISYSIEM]
IastPlayer=JOHN
Pass=1
ChainlntS=Yes
ChainlntlC=Yes

Descriplion
Dgtal Sound Device
Board # (from SOUND.INF file)
I/O PortAddress
DMAChannel
Interrupt # (IRQ)
Volume (G100)
MIDI Music Device
Board # (from SOIIND.INF file)
I/O PortAddress
Digital Drums OnlOff (if mem > 4MB)
Volume (G100)

System Sefiings
Name of last Player
If Pass=0, go direct to sound confg
Chain to lnterrupt 8 afterwe're done
Chain to lnterrupt 1C after Int 8

Preferences
Hints = On/Off
Captioning (lext) = On/Off
WalkingSpeed = SlodMed/Fast
Mouse Sensitivity = LoVMed/High
Tilt Confol = Normal/Reverse
WindowSize = 7-2-3-+UG7-&9-0
Rendering Quality = IpVMed/High
Auto Switchto Size 4Window = OnlOff
Use CyberMouse for Control = Onlof
Use MPEG board (I.{ot operational)
Use prescaled data (Not operational)
Video Section
Video Speed Benchmark (for info only)
IJ =1, do not use YRSA (Not operational)
Debug Section (for tech support)
Name of l,og File
Monochrome Display = Or/Off
Display Debug Info = On/Off
Print Debug Info = On/Off
Turn Section Flag On or Off

TPREF]
Hints=On
Captioning=Off
WalkingSpeed=Med
MouseSens=Med
TiltCntrl=Reverse
WindowSize=4
Rendering=High
Auto43Zx324=Off
CyberMouse=Off
MPEG=Off
ForceScaling=Off

MDEOl
TransferRate=8000
f)irectDrive=0

tDEBUGl
I-ogf Ie=debug.log
Mono=Off
Display=Off
Printer=Off
SectionFlagOff

5E



ICD_KTAPI
Diskl=E
Disk2=F
Disk3=G
Disk4=H
AvailableCDs=DEFGHU

CD-ROnl( Mapping Section
Drive Letterwhere Disk 1 is found
Drive Letterwhere Disk 2 is found
Drive Letter where Disk 3 is found
Drive Letterwhere Disk 4 is found
Not included for normal operation.

Available drive letters. Adding this line
will cancel search for CD-ROM drives,
and program will assume drive letters are
valid. To run on a network, place net
drives here.

ll

Graphic Performonce elnd Quolify
Under a Killing Moonhasttro graphic display systems,theVirtual Reality
Engine atdthe Moaie Scenes Engine. The performance and quality of each is
affected differently by various hardware confgurations.
The Virtral Reality Engine (7R) is the graphic display system that moves
the user around in a room or other environmenl The spesfl 6ySpe CD-ROM
driae has no influence on the speed of the trR (other tham the time required to
load the room).
Machine Speed andvideo card speed are the two factors which determine the
SPeed of the W (smoothness or jerkinesil. To obtain the best performance
(righestframe rate), reduce the screen size in the Movement Mode bv
pressing 1,2, or 3 on the keyboard. A user with a 386 computer may have to
set a small screen size (press 1 or 2 on the keyboard), while users with
Pentium 90's and a fast video card should be able to run at fulI screen. Also,
computers with Iocal Bus video will have a significant advantage over those
with standard ISAbus video.

The amount of Extended Memory Auailable is the factor which d,etermines the
Qaality of the W (blockiness). Under a Killing Moon has VR rooms which
will use up to 8 MB of extended memory if you have it. To see all the yR
graphic data in the game as detailed as it can be, requires approximately g
MB of available extended memory while running. To check your auailable
m!/nor!, go to the Conflguration screen. (See page 34) I|yol only have g MB
of RAM in your computer, you will not be able to get 8 MB free when run-
ning. You should free up as much as possible however. The \rR graphics will
scale to fit itwhatever amount of free memory you have. If you can get 6 MB
tee' your graphics will still look greal and most people will not notiie a dif-
ference. To make more lnetnzry auailable, disable any Disk Cache or Ram
Driues (i.e. SMARTDRV or RAMDRIVE) or other programs which reserve
significant amounts of extended memory. This may also tnchtde Memory
Managers. Under a Killing Moon uses a 32 bit DOS Extender and does not
require a memory manager. Also free up as much DOS (ower 640k) memo-
ry as possible by removing non-critical TSR programs. The program will use
the lower memoryfirsl before it starts to use the extended memory. One
way to free up more DoS memory is to make a Boot Dlsft that contains onlv
essential drivers and data. once the Boot Disk is created, you simply restart
the computerwith the Boot Disk in the floppy drive. This methodian make
more memory avulableby cleaning up the boot process. you can refurn the
computer to its normal state by removing the Boot Disk and then resetting
the computer. Aspecid. Boot Disk Makerisprovided with this program to-

Technicol Reference



assist in this process. To use it, go to theWOON directory and type: BOO([
[enter]. Be sure to have a floppy available for use asthe Boot Disk.

The Movie Scenes Englne is the graphic display system which plays the
Audio/Video scenes. This system is used during the introduction sequence,
conversations, and in many other parts of the game. Graphic and sound data
for these scenes is interleaved on the CD and streams into the computer to
be displayed by the video card and played by the sound card. The four com-
ponents affecting performance here are the CD-ROM's Transfer Rate and
Burst Rate, lhe Video Card S0 eed, and the CPU SP eed. If any one of these is
slow the movie scenes suffer. Symptoms include, jerkyvideo and sound
which breaks up. The sad part is that any machine (regardless of the CPID
that has a slow CD-ROM burst rate or video card can exhibit poor perfor-
mance. (Jnder a Ki.lli.ng Moon will help you benchmarkyour system to make
you aware of any performance bottlenecks. Refer to the section ttiledThe
Confi.guration System onpage 34 for more information on testing the perfor-
mance of your CD-ROM drive andvideo card.The atnount of memory aoail-
able has no effect on the \erforrnance or quality ofthe moaie scenes.

m
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Flcilenlly-trsked 0ucsliors
Why did it toke 4 CDs to make this gome?
\4rhen we began the Under a Killing Moon project, we threw away all previ-
ous conceptions of an interactive movie, including size. Our mission was to
combine the best of what a Movie has to offer (story, pacing, character
depth, intrigue, humor, special effects, sound) with the best that a Computer
Game has to offer O/irtual Reality, interactive participation, multi-path devel-
opment). We had never done a project even close to this size before. Our
largest game to this point was Countdown which required approximately 21
MB of hard disk space. UKM represents approximately 2.3 GigaBytes of
data. That is over 100 times the size of Countdown. $rhen we could see that
the game would require more than 3 CDs, we had to decide whether or not
to cut scenes. We decided not to cut, but to go to 4 CDs and duplicate often
needed flles to reduce the f:equency of disk swapping.

I don't l'lke _to sohqe puzzles, but I would reollv like a exolore the
rooms ond see the'movie scenes. ls lhere o woy hr me'to do thot?

Yes. we have included seven special Saved Games thatwill allowyou to start
glay at the beginning of each of the Seven Days. This option is called Easy
Play and all inventory items and other information from the previous days
will be available. By using the Hints, and the Easy play option you will be
able to travel to most locations and see most movie scenes without much
BrainWork.
Refer to Chapter Eleoen, Easy Play Opti.on.

I saw the Demg of this game ot o store ond it looked oreot. but on
my mochine, tlrc groph-rcs seem much moie bliky.Wh;t|G;rgi
Not enough available memory.
Refer to Chapter Fowrteen, Problems and Solutions-Graphics are blocky dur-
ing room searches, lage 45.

Why does my rcund brerlk up occosionolf?
Slow CD-ROM drive orVideo Card.
Refer to Chapter Fourteen, Problems and Solations -The Sound Breaks Up,
fage 44.

The^monual ralk obout DigN Drums, butwhere do I turn them
on?
If you have enough Extended Memory, Digital Drums can be added to your
MIDI Music Device to create a more realistic music tack. This option will



Note: l4hen Extended Memory auailable gets
below 4000h (whi,le running), the enuiron-
mental sounds and the digital drums are not
allowed to load and the Digital Drums check
box will not afPear on the Set MIDI Music
Deaice screen.
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automatically appearwhen you setup your MIDI Music Device. Place a
mark in Digital Drums check box to turn the drums on. See page 37 for more
i.nformation.

When I wolk oround, ihe movement is slow ond ierky. Whor is
wrong?
Your CPU andlorYideo Card is too slow.

Refer to Chapter Fourteen, Prlblems and Solutions-ltrhen walking around,
tke moaernent is uery slow and jerky, fage 45.

Yrru:l is okay, but l'd rully like to hove better sound. What

Digital sound tnUnder a Killing Moon (speech, digititized music, and sound
effects) was recorded at22hHzn 16 bits. This means thatto play itback at
that quality, you need a 16 bit sound card and a good set of speakers. You
could also incorporate a MIDI Music Device that can do high quality FM
qmthesis or wave table synthesis. See your local retailer for help in choosing
good sound hardware or call our technical support deparknent.

Whol con I do lo moke the gctme run foster ond smoother?
Upgrade yow hardware. This may mean one component or your entire sys
tem. Please refer to the section titled Hardware UPgral,e Suggestions on page 47.

,ryffiJ#ffi# my sysbm. Should t buy o 486Dx2 66 or o

Please refer to the section ti.tled Hardware Upgrade Suggwtions on page 47.

I use another CD-ROM drivewithb to hook one up?
You can use multiple CD-ROM drives or a CD-ROM Disk Changer such as
the six disk Pioneer DRM 602X or DRM 604X.

In a multiple drive system, you can install additional internal or external dri-
ves. In most cases this requires thatyou install a SCSI (satzry) adapter card
in your computer. One SCSI adapter can control up to seven SCSI devices
such as CD-ROM drives, hard disks, removable drives, etc. This is not a dif-
ficulttask if the components are compatible, and the newer SCSI adapters
from companies such as Adaptec and Future Domain seem to do a better job
than in the pasl Itwould be a good idea before buying a SCSI adapter and
SCSI drives that you make sure you can get help if you need it. They can
sometimes be real hicky. The good thing about SCSI is that once you get the
adapter working, it is normally easy to add exffa drives and other compo
nents to your system. Talk to your local dealer.

In a Disk Changer confguration the device normally appears to DOS simply
as extra drive letters. For example the Pioneer DRM 602X is a six disk
(SCSD system and might appear as drive letters E:, F:, G:, H:, I:, andJ:. The
magazne holds six CDs at a time and there is a short delay (G10 sec) while
the changer swaps disks.

[Jnder a Kilti,ng Moonwill allowyou to assign separate drive letters to each
of the four CD-ROM disks so you can make use of either sefrrp. Refer to
Chapter 12, page 34.

I don'l like to swop disks. Con
the gome ond how hord will it



Wha! is VESA Locol Bus and PCI Local Bus. Which is best and do t
need one?

VESA Iocal Bus $fLB) is a local bus standard set forth by the Video
Electronics Standards Association. PCI Iocal Bus (pCD is a local bus stan-
dard set forth by INTEL Both are widely accepted and many manufacturers
produce hardware for both VLB and PCI. Both are good. VLB has been
around a little longer and is a little more established, while pcl is newer and
has the potential to run at higher speeds than the current \rLB. To obtain
maximum performance you definitelywant a computerwith a motherboard,
hard disk controller, and video card that are either VLB or pCI l,ocal Bus.

ls there ony wdy lo cdpture screens hom the gome?
Yes. To capture a screen, pressAL[-C. The screen will be saved into the
\MOON directory as a 64k480, 8 bit color-mapped TARGA file called
SCR00000.TGA Subsequent captures will save as SCR00001.TGA"
SCR00002.TGAand so on. Capture works anyvyhere in the game including
YR Rooms and Movie Scenes. The capture routine is very fast, so don,t hold
the keys down very long or you1l capfure more than one copy of the same
screen.

Note: 71te screen capture is an 8 bit color-mapped TARGA file (Iype 1) . A
640x480 screen produces a 307986 b1,te flle thatwill load directly into
AutoDeskrs Animator Pro, Aldus PhotoStyler, and most other paint or pub-
lishing programs.

lm hgving o.pr,ob.ley with thegomg. Shoyld t try to solve it myself
or coll your bchnicol support deportmenl?
If you're having problems, do the following:
1. Read the Manual.Wehave tried to answer as many questions as possi-

ble regarding playabilif and technical problems in the manual. If you
think your problem is a technical one, read chapters 1,L2,13, and 14
carefu lly before calling.

2. Before you call, determine if the problemis a how to play quesb,on or a
technical quesfr,on. IJthe problem is technical, try to compile as much
hJormation about your system as possible and have it handy for refer-
ence as you talk to the support technician. Information such as the type
and speed ofyow CPU, how much RAM you have, the brand and speed
of your CD-ROM, and the brand of your sound card will help a lot in
solving your problem. A printout of your CONFIG.SyS and AUTOEX-
EC.BAT f,les would also be very useful. The more you can tell him or
her, the faster the problem can be diagnosed and solved. Ifyow are a
cornputer noaice and don't know how to get the aboue information, don't
r.oorry. Jwst call us, and our courteows technicians will help you through it.
It will just take a little longer

3. Try to be at the computer as you call.
4. Call our Technical Support Hofline. See chapter 14, page 49.

Frequently Asked Questions 4t
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floublc Shooliru and
Icchnical SuRRoil
Problems ond Solufions
Problem: When I try to install the game, it says that I don't have a

VESA driver.
Cause: The program could not find a VESA driver either in ROM or in

memory. AYESA compatible video card and driver is required to play
the game.

Solution: Run the program called SETVESA as follows:

1. Make sure Disk#1 is inyour CD-ROM drive.
2. Switch to your CD-ROM by typing: D: [Enter] where D: is the drive
letter of your CD-ROM.
3. Run SETVESA Type: SETVESA [Enter]
4. Follow the instructions on screen to install a YESA driver for your
video card.

Problem: When I try to run the game, it says that I don't have
enouglr memory.

Cause: You do not have enough available memory to allow the game to run.

Solution: Refer to the problem titled, GraPhics are blocky during room
searchesbelow.The solution to both problems is the same.

Problem: The Sound breaks up.
Possible Cause 1: Your CD-ROM is too slow.

Go to the Config screen and check the Transfer Rate and the Burst Rate
of the CDROM. The Transfer Rate should be at least 150 k/s and the
Burst Rate should be atleast37lk/s. If the rates are lower than this,
then your CD-ROM drive is too slow and your sound may break up
because the data cannot be read fast enough.

Solution 1: Get a faster CD-ROM drive. The newer double spin CD-
ROM drives have transfer rates of at least 300 k/s and burst rates of at
least 500 k/s. See your local dealer for help in selecting a CD-ROM
drive and interface card.

Possible Cause 2: YourVideo Card is too slow.

Go to the Confg screen and check the Video Speed. It should be above

tth



5000 k/s. If it is not, then you have a slow video card.
Solution 2: Get a faster video card. See your local dealer for help and

be sure to get a card that is fast in DOS as well as windows.

Problem: Graphics are blocly during room searches.
Cause: Not enough available memory.

Go to the Config screen and check the Extended Memory. If you have
less than 8000K available, the graphics have to scale to fiiinto memory
and the more scaling that occurs, the more blocky the appearance.

Solution: Free up as much extended memory as you can by removing any
Disk Cache or Ram Disk programs (i.e. SMARTDRY or RAMDPJ\Ej.
Also free up as much DOS (ower 640k) memory as possible by remov_
ing non-critical TSR programs. one way to accompriih this is to make a
Boot Disk that contains only essential drivers and data. once the Boot
Disk is created, you simply restart the computer with the Boot Disk in
the floppy drive. This method can make more memory available by
cleaning up the bootprocess. you can refurn the computer to its normal
state by removing the Boot Disk and then resetting the computer. A
special Boot Disk Maker is provided with this program to assist in this
process. To use it, go to theWOON directory and type: BOOT [enter].
Be sure to have a floppy available for use as the Boot Disk.

Problem: I don't get any environrnental sounds (tike wind).
Cause: Not enough available memory.

when Extended Memory available gets below 4000k, the environmen-
tal sounds and the digital drums are not allowed to load.

solution: Refer to the previous solution for suggestions on how to free up
memory.

Problem: When walking around, the movement is very slow andjerlry.

Cause: Your CPU and,/or your Video Card is too slow
Solution: To obtain the smoothest movement, reduce the screen size in the

Movement Mode by pressin g 1,2, or J on the keyboard. you may also
consider upgrading your hardware. See the section tifled, Hardware
Upgrade Suggestions on page 42.

Problem: I can't get my sound to work
solution: Setting up the sound system can be a very frustrating process,

especially if you've just installed a new card. Sound card prJbiems are
our number one customer support problem, so don,t feei bad. UtOrt
(under a Killing Moon) has avery sophisticated sound setup and auto
detect module which will help you find the correct settings ior your
card. Try the suggestions below before you call our techiical support
deparhnent. Also refer to the section entitled Sound, Card Troabie-
Shooting onpage 42.

Trouble Shooting dnd Technicol Support
45



Note: Sound. cards can sometimes haoe
Intemtpt and. DMA conflicts uith otherhard-
ware. Symptoms includ,e, strange lrogram
behauior, distorted sound and lockups. Ifyou
sus|ect a conflict |roblem, check your sound
card. manualfor instructions on how to
change Pararneters and try different setti.ngs.
Then go i.nto UKM and make changes to
match the card,.
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1. Make sure that the check boxes for both the Digital Sound
Device and the MIDI Music Device are set to ON in the Conflguration
Screen. See page 36.

2. Verify that the system is properly connected and working outside
of UKM. Most cards come with some self-diagnostic programs or you
may try using it in windows. IJyou can't get it working, by to call the
card manufacturer first. This would be your quickest solution. If you
can't get help from the manufacturer, call us. We'Il fy to help you get it
working.
3. Try to Auto Detect your card. Go to the Set Sound Device screen
in UKM (see page 37.) and click the Auto Detect butbon. If Auto Detect
finds a card, go to step 4. ff it does not find a card, call our technical sup
port department. If the computer locks up, reboot the machine and
repeat step 3. The program keeps track ofthe lockups and will try a dif-
ferent test each time.
4. Once Auto Detect has found a card, click on the Accept button.

5. Now test this card by pressing the Sound Tbst button. Ifyou
hear a voice, click the OK button and proceed to step 7. If not, click on
the Auto Detect button again. Auto Detect will find the same card that
you just tested, but this time, click the Continue button. The last card
may have been a phantom detection, and we want to see if it can find
another match. If it finds another card, click Accept and repeat step 5. ff
it doesn't find another card, proceed to step 6.

6. If Auto Detect has found a card but the sound test doesn't work,
it may be that the l/ O Port,Interrupt, or DMA channel is not set cor-
rectly. Normally, Auto Detectwill flnd the correct settings, but not
always. Try different values and click the Sound Tbst button to test
each setting. Ifyou are stjl1 unsuccessful, call our technical support
departrnent.
7 . If you passed step 5, the hardest part is over. Click continue until
you get to the MIDI Music Device screen, then click the Sound Test
button. ff you hear a tune, click the OK button and you're done. If nol
try different I/O Port settings. ffyou are not successful, call our techni-
cal support deparhnent.

Problem: I have a 3 button mouse but my center buton doesn't
slvitch modes.

Cause: You do not have the correct driver for your 3 button mouse or the
center button is not activated.

Solution: Refer to the documentation that came with yonr mouse. Make sure
you have the correct driver and that it is set to use the center butLon.

Problem: The game locks up when I tryto run it
Solution: From the\MOON directory, type:

RENAME CONFIG.INI CONFIG.OLD [enter]
Then ky to run the game. If the game runs, this means that the prob-
1em was probably incorrect sound card settings in the CONFIG.INI file.
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NOTE: Most sound cards prouide a mixer !ro-
gramfor adjusting relathte uolumes. You may
need to run this frogram and set your uolumes
before starting the garne.

You'Il have to set up your sound card again as described in chapter one.
If the game still locks up, put your old CONFIG.INI file back by typurg:
COPY CONFIG.OLD CONFIG.IM [enter] from the\MOON direc-
tory. Then call our technical support deparhnent.

Sound Geud frouble Shooting
SOIIND BIASIER AWE 32: The A14E 32 will auto detect as a Sound
Blaster 16. You will need to manually selectASB 32 in the Sound Device
screens.

ESS AIIDIO DRIVE: Will autodetect as a Sound Blaster but will not work.
You must select ESS in the Sound Device screens.
AZUEC SOIIND GAIAXY: Can be configured as a Sound Blaster or a
Microsoft Sound system. We suggest you use the Microsoft setting for bet-
ter quality sound. The Sound Galaxywill detect as a Microsoft Sound
System but the DMA Channel returned may be incorrect for the card. you
may need to try a different DMA Channel to make the driver work.
GRAVIS UIjIRASOIIND & WIRASOIIND MA)(yourversionof UKM
might not contain a MIDI driver for Gravis (we hope to have one soon.)
Please contact us for an update. Autodetect may lock up when it tries to find
a Sound Blasterwith a Gravis in the computer. If this happens, turn off your
computer and restart. The next time, autodetect will bypass Sound Blaster
and correcfly detect Gravis. NOTE: Ifyou get an "offboard parity erroy'' or
"CMOS ruismatch error," don't worry, simfly turn the combuter off and restart.
ENSOMQ SOIINDSCAPE: Autodetect will detect the Ensoniq as a Sound
Blaster and a Microsoft Sound system but will not work correctly. you must
select the SoundScape device. The first time you press the .,Sound Tesf, but-
ton following an autodetect you may hear static or silence. If you have select-
ed the SoundScape device, press the "Sound Tesf'button a second time and
itwillworkfine.
MICROSOFT SOIIND SYSTEM: ffyou attempt to confgure the Microsoft
Sound system as a General MIDI device, you will lose music complet+ In
order to restore music you will have to exit and re.enter the demo and con-
figure the MIDI device as a Microsoft Sound system.
MEDIA VISION PRO AUDIO I 6: Users with VESA local bus video cards
may experience distorted sound. Sometimes conflguring the card as a
Sound Blaster will improve this problem.
I-OGITECH SOIINDMAN 16: May be configured as a Media Vision pro
Audio 16 or a Sound Blaster 1.0.

ROIIIND RAP 1O: Will work as a MIDI music device but might not work
as a Digital Sound device. Call us for an update.

Hnrdweire Upgrade Suggeslions
Here are some guidelines.
1. Make sure your CPU is fast enough. ffyou want to run fast, you,ll need

at least a 486DX2 /66mllzlncal Bus system. Get the fastest machine
you can afford. A Pentium 90 is over twice as fast as a 486DX2/ 66.

Trouble Shooting and Technical Support 4t
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2. Make sure the mother board is YESA I-ocal Bus or PCI Local Bus. A
local bus can run at speeds which are much greater than the standard
ISAbus. Make sure to install a Local Bus Hard Disk controller.

3. Getatleast8 MB of RAM, 16 MB ormore ifyou can afford it. Under a
Killing Moon needs almost 12 MB to run without any scaling, and many
windows applications need 16 MB or more to run without swapping to
the hard drive.

4. Get a fast, Local Bus Video Card capable of at least 256 colors in
1024x768 resolution and 32000 colors in 800x600 resolution. Make sure
the card is VESA compliant and is fast in DOS as well as windows.

5. Make sure the CD-ROM is atleastDouble Spin (300 KBlsec) with at
least a 64K internal buJfer and a reasonably good burst rate. You should
try to get a burst rate above 600 KBlsec. This is not a normally pub-
lished specification for CD-ROM drives because it is a function of the
interface card and the CPU speed as well as the drive itself. Under a
Ki.lli,ng Moonwtlltestthe burst rate foryou (from the Confguration
Screen), so you may want to test drive the software on the machine
before you buy. Refer to Chapter Twelve, Graphic Performance and
Quality on page 39 for more information.

6. Get a 16 bit sound card and a good set of speakers.

7. ffyou're after a computer that really screams, make sure you test
before you buy. Many clone makers simply throw components together
and don't bother to make sure everything runs at top speed. Be sure to
buy from a dealer with a reputation for fast, high quality equipment and
a good technical support poliry.

tuhi-Drive eind Disk Chonger Configureilions
(Jnder a Killing Moon is designed to make use of multiple CD-ROM drives or
CD-ROM disk changers to reduce or eliminate disk swapping. Please refer
to page 34 and page 42for morc information.

m



Ierhnical gupport
U.S. and Canada
If you have any questions regarding this produc! we offer three different
ways to get help:
1. call our toll-free Support Hofline at r-goo-z93-gs24fromMonday

through Friday between the hours of 7:30 a.m. and g:30 p.m., M";;;i"'f'trneZone.

ffthe problem is technical, try to compile as much information about
your system as possible and have it handy for reference as you talk to
the support technician.

2. If you have a modem, you can use our Bulletin Board System (BBS) .
The number is 1-8Ol-S64-ZMg and is open 24 hours every day,'
There are four 14,400 Baud modems a"."siibl. on the BBS fbN il.3. Qn-l-ine users can get help on ACCESS products though the following
On-Line services:

Service ID # Location
America On-Line Unksprol Industuy Connection
Compuserve Z2662,61 GO GAMBPUB
Prodigy GBW2OA E-mail
Genie )Off98115 Scorpia Game Conference
Deffii Linksprol Custom 119

Europe
For technical support, call 021-526-6419
OurEuropean dishibutoris US Gold Limited

Untts2/S HoHord Way
HoHord, Birmingham B67AX England

Trouble Shooting dnd Technicol Supporr



Under o Killing Moon CAST

Tex MurPhy
Colonel
Charneleon
Bartender
Big P.I. i.n tke Sky
Lowell Perciual
Eua Schanzee
Alaynah Moore
Countess Renier
Mac Malden
Eddie Ching
Roak Garner
I-ouie InMintz
Chelsee Bando
Francesca Lwcido
Sal Luci,do
Ardo Newpop
Clint the Bum
Beek Nariz
Hamrn Underwood
Franco Franco
Melahn Tode
Ferrel Pus
Pwg
Syluia Linsfu
Rud.y
Marcus Tucker
Paul Duboi,s
Security Guard
M o o n ckild Te chni,cian # 7

M o o n chi.ld Te chni cian # 2
Eddie Ching Thug #1
Eddie Ching Thwg #2
Mich Flemrn
Monks
Capt. Wallaby
Inspector Bwrns
Compwter Voice

Chris Jones
Brian Keith
Russell Means
Margot Kidder
James Earl Jones
Michail Bailey
Mindy Iawson
Rebecca Clay
Monique Lanier
Kevin L. Jones
SandyJensen
DougVandegrift
Randall Edwards
Suzanne Barnes
Jeri Christian
DougVandegrift
Aaron Conners
Steve Barnes
DougVandegrift
Brian Underwood
WilieWalker
Shanon Ingman
David Madsen
Richard Haslam
Kris Mickler
George Manousakis
Mark McArthur
Mark Hulka
Travis Driscoll
Nathan larsen
Aaron Conners
Dave Pehrson
Wayne Braithwaite
Jay Richards
BrandonWright
l,es Oswald
Chris Jones
TrishaWoods

L
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ust be held down)

S
Z
a
1{
D
F

LEM30
RIGHT30
to the

l,ook
took
Look
Look

Under aKilling Moon Quick Referen$$
In orderto create aVirtualWorld, realistic

mcvernent is essential. For that reason, fhe
movementmode inUnder a KiilinS Maonhas
been designed to simulate real movement as
much as possible. This Quick Reference Guide
shows you the most used movement options.

Summary of Movement Mode Contrals
MouseFOR\{ARD WaIkF0RWARD
MoUSeBACKWARD WalkBACKl[ARD
Mouse LEFT Turn L0FT
Mouse RIGHT Turn RIGHT
LEFT Butlon + Mouse LEFT Slide LEFT
LEFT Button + Mouse RIGHT Slide RIGHT
CUTsoTUPARROW TiltYiewUP
CUTsoTDOWNARROW Tilt\tewD0WN
TAB KEY CancelTilt & Return to LE\tsL
LEF'ISHIFI RAISEYourEyeLevel
CTRI LOWERYourEye lcvel
E Return to Normal Eye kvel

fo
Mode

Wslk

Double click left Button,

Switch to lnteractive Mode

Switch

3cmer,Oftn,'Ilsbd: i

ICCEIS Soflwure, lnr.
4910 We$Amelio Eorhart [}rive, Solt Loke City, Utgh 84116
(80.l )359{900 . {800)8004880 r FAX tBO1)596-91 28

Window SizesHOT KEYS Interactive Mode

F2
F3
F4
Fl0
F11
F12
Any
P

Help
High restrGsraphics
MEDIUM resVRgraphics
LOIV res YR graphics
SLOHr walking speed
MEDIUM walking speed
FAST walking speed
BYPASS rnovie orvoice
Pause mavie orvoice

For more info on HOT I{EYS see Chapter 9.

Fl" or ?

Key

N
Y
I
E
L
G
M
o
T
F

TRATTEL
INYENTORY
COMBINE
EXAMINE

ON/OFF

HINTS

MOYE
OPEN
TALK

LOOK
GHT

1
I
J
4

l)
6
I

II
0

240x180
32Ax24A
400x300
432x324
(Default)
480x360
560x420
640x480
(Full Screen)
64W,40
2e*x420
280x480


