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ELECTRONIC ARTS SOFTWARE
END USER LICENSE AGREEMENT
FOR HELLGATE: LONDON

This End User License Agreement (“License”) is an agreement between you and Electronic Arts Inc. (“EA”). This License
governs your use of this software and all related documentation, and updates and upgrades that replace or )! the
software and are not distributed with a separate license (collectively, the “Software”).

By installing or using the Software, you consent to be bound by this License. If you do not agree to the terms of this License,
then do not install or use the Software. Section 3 below describes the data EA may use to provide services and support to
you in connection with the Software. If you do not agree to this use of data, do not install or use the Software. The Software
has a separate online component which requires you to enter into an agreement with Ping0, LLC in order to access certain
features, and which may require additional fees. For purposes of this License only, Flagship Studios, Inc. PINGO, LLC,
Aria Systems LLC and Namco Bandai Games America Inc. are each a “Related Party,” and together the “Related Parties.”
Ifyou install the Software, the terms and conditions of this License are fully accepted by you.

1. License Grant and Terms of Use.

A.  Grant. EA grants you a personal, non-exclusive license to install and use the Software for your personal
non- commerua.l use solely as set forth in thls License and the p
use is prohibited. You are exp; ibited from sub-li g, renting, leasmg or otherwise dlstl’lbutmg the
Software or rights to use the Software, except by transfer as expressly set forth in paragraph 2 below. The term of
your License shall commence on the date that you install or otherwise use the Software, and shall terminate as set
forth in Section 5.

B.  Copies. Ifyou purchase rights to the Software using a digital distribution method (i.e. you download your
Software from an authorized site), you may download the number of copies allowed by the Software’s digital rights
management from an authorized source in the time period(s) specified at the time of purchase. You may use only
one copy of the Software at any given time. You are prohibited from making a copy of the Software available on a
network where it could be downloaded, installed or used by multiple users. For more information concerning lhe
digital rights management that applies to this Software, please review the purchase or other terms
the distribution of the Software. Your license will terminate immediately if you attempt to circumvent dlgltz.l nghts
management for the Software.

C.  Reservation of Rights and Restrictions. This Software is licensed, and not sold. Except as expressly licensed to
you herein, EA reserves all right, title and interest in the Software (including all characten, storyline, i -mages,
photographs, animations, video, music, text), and all d copyrights, trad and other i
property rights therein. This License is limited to the intellectual property rights of EA and its licensors in the
Software and does not include any rights to other patents or intellectual property. Except to the extent permitted
under applicable law, you may not decompile, disassemble, or reverse engincer the Software by any means
whatsoever. You may not remove, alter, or obscure any product identification, copyright, or other intellectual
property notices in the software.

2. Transfer. You may make a one time permanent transfer of all your rights to install and use the Software to another
individual or legal entity provided that: (a) the digital rights management used by your Software supports such transfers;
(b) you also transfer this License and all copies of the Software; (b) you retain no copies of the Software; and (c) the
receiving party accepts the terms and conditions of this License. EA may require that any end user of the Software register
the Software online as a condition of use. You may not be able to transfer the right to receive updates, dynamically served
content, or the right to use any online service of EA or any Related Party in connection with the Software. Please consult
the Ping0, LLC Hellgate: London Terms of Service to determine whether an online account attached to the CD Key
associated with this License may be transferred. NOTWITHSTANDING THE FOREGOING, YOU MAY NOT
TRANSFER PRE-RELEASE COPIES OF THE SOFTWARE.

3. Consent to Use of Dam You agree that EA, its aﬁihates, and each Related Party may collect, use, store and transmit

hnical and related i ion that identifies you ding without limitation your Internet Protocol
address, operating system, application software and penpheral hardware, that may be gathered periodically to facilitate
the provision of software updates, dynamically served content, product support and other services to you, including
online play. EA and/or the Related Parties may also use this information in the aggregate and, in a form which does not
personally identify you, to improve our products and services and we may share that aggregate data with our third party
service providers.

4. Termination. This License is effective until terminated. Your rights under this License will terminate immediately and
automatically without any notice from EA if you fail to comply with any of the terms and conditions of this License.
Promptly upon termination, you must cease all use of the Software and destroy all copies of the Software in your

ion or control. T ion will not limit any of EA’s other rights or remedies at law or in equity. Sections 1.C.
and 4-16 of this License shall survive termination or expiration of this License for any reason.

5. Limited Warranty on Recording Media. THE LIMITED WARRANTY ON RECORDING MEDIA
THAT ACCOMPANIES YOUR SOFTWARE IS FOUND IN THE PRODUCT MANUALTHAT WAS
DISTRIBUTED WITH YOUR SOFTWARE AND IS INCORPORATED HEREIN BY REFERENCE. THIS
LIMITED WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. YOU MAY ALSO HAVE ADDITIONAL
RIGHTS UNDER APPLICABLE LOCAL LAW, WHICH VARY BY JURISDICTION.

6. Disclaimer of Warranties. EXCEPT FOR THE LIMITED WARRANTY ON RECORDING MEDIA FOUND
IN THE PRODUCT MANUAL, AND TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE
LAW, THE SOFTWARE IS PROVIDED TO YOU “AS IS,” WITH ALL FAULTS, WITHOUT WARRANTY
OF ANY KIND, AND YOUR USE IS AT YOUR SOLE RISK. THE ENTIRE RISK OF SATISFACTORY
QUALITY AND PERFORMANCE RESIDES WITH YOU. EA, EA’S LICENSORS, AND THE RELATED
PARTIES DO NOT MAKE, AND HEREBY DISCLAIM, ANY AND ALL EXPRESS, IMPLIED OR
STATUTORY WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY,
SATISFACTORY QUALITY, FITNESS FOR A PARTICULAR PURPOSE, NONINFRINGEMENT OF
THIRD PARTY RIGHTS, AND WARRANTIES (IF ANY) ARISING FROM A COURSE OF DEALING,
USAGE, OR TRADE PRACTICE. EA AND THE RELATED PARTIES DO NOT WARRANT AGAINST
INTERFERENCE WITH YOUR ENJOYMENT OF THE SOFTWARE; THAT THE SOFTWARE
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WILL MEET YOUR REQUIREMENTS; THAT OPERATION OF THE SOFTWARE WILL BE
UNINTERRUPTED OR ERROR-FREE, OR THAT THE SOFWARE WILL BE COMPATIBLE WITH
THIRD PARTY SOFTWARE OR THAT ANY ERRORS IN THE SOFTWARE WILL BE CORRECTED. NO
ORAL OR WRITTEN ADVICE PROVIDED BY EA, THE RELATED PARTIES OR ANY AUTHORIZED
REPRESENTATIVE SHALL CREATE A WARRANTY. SOME JURISDICTIONS DO NOT ALLOW
THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES OR THE LIMITATIONS ON
THE APPLICABLE STATUTORY RIGHTS OF A CONSUMER, SO SOME OR ALL OF THE ABOVE
EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.
Limitation of Liability. TO THE FULLEST EXTENT PERMISSIBLE BY APPLICABLE LAW, INNO
EVENT SHALL EA OR ANY OF THE RELATED PARTIES BE LIABLE TO YOU FOR ANY PERSONAL
INJURY, PROPERTY DAMAGE, LOST PROFITS, COST OF SUBSTITUTE GOODS OR SERVICES, OR
ANY FORM OF INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL OR PUNITIVE DAMAGES
FROM ANY CAUSES OF ACTION RELATED TO THIS LICENSE OR THE SOFTWARE, WHETHER
ARISING IN TORT (INCLUDING NEGLIGENCE), CONTRACT, STRICT LIABILITY OR OTHERWISE,
WHETHER OR NOT EA OR ANY OF THE RELATED PARTIES HAVE BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGE. SOME JURISDICTIONS DO NOT ALLOW A LIMITATION OF
LIABILITY FOR DEATH, PERSONAL INJURY, FRAUDULENT MISREPRESENTATIONS OR CERTAIN
INTENTIONAL OR NEGLIGENT ACTS, OR VIOLATION OF SPECIFIC STATUTES, OR THE
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO SOME ORALL OF THE ABOVE
LIMITATIONS OF LIABILITY MAY NOT APPLY TO YOU. In no event shall EA’s or any Related Party’s total
liability to you for all damages (except as required by applicable law) exceed the amount actually paid by you for the
oftware.

Limitation of Liability and Disclaimer of Warranties are Material Terms of this License. You agree that the provisions
in this License that limit liability are essential terms of this License. The foregoing limitations of liability apply even if
the above stated remedy under the Limited Warranty for Recording Media fails in its essential purpose

Severability. If any provision of this License s illegal or unenforceable under applicable law, the of the
provision shall be amended to achieve as closely as possible the effect of the original term and all other provisions of this
License shall continue in full force and effect.

U.S. Government Restricted Rights. If you are a government end user, then this provision applies to you. The Software
provided in connection with this License has been developed entirely at private expense, as defined in FAR section
2.101, DFARS section 252.227-7014(a)(1) and DFARS section 252.227-7015 (or any equivalent or subscquent agency

regulanon thereoﬂ, and is pmvn‘]ed as ial items,” software” and/or “commerci
software d i with DFARS section 227.7202 and FAR section 12. 212, and to the
cxtcm rcqum:d undcr U. S fcdcra.l law, the minimum restricted nghts as set forth i in FAR section 52.. 227 19 (or any
or lation thereof), any use, modifi release, display,

disclosure or distribution thereof by or for the U.S. Government shall be govemed solely by this License and shall be
prohibited except to the extent expressly permitted by this License.
Injunctive Relief. You agree that a breach of this License may cause irreparable injury to EA for which monetary
damages would not be an adequate remedy and EA shall be entitled to seek equitable relief in addition to any remedies
it may have hereunder or at law.
Governing Law. This License shall be governed by and construed (without regard to conflicts or choice of law
principles) under the laws of the State of California as applied to agreements entered into and to be performed entirely
in California between California residents. Unless expressly waived by EA in writing for the particular instance or
contrary to local law, the sole and exclusive jurisdiction and venue for actions related to the subject matter hereof
shall be the California state and federal courts having within their jurisdiction the location of EA’s principal place of
business. Both parties consent to the jurisdiction of such courts and agree that process may be served in the manner
provided herein for giving of notices or otherwise as allowed by California or federal law. The parties agree that the UN
Convention on Contracts for the International Sale of Goods (Vienna, 1980) shall not apply to this License or to any
dispute or transaction arising out of this License.
Export. You agree to abide by U.S. and other applicable export control laws and agree not to transfer the Software to a
foreign national, or national destination, which is prohibited by such laws, without first obtaining, and then complying
with, any requisite government authorization. You certify that you are not a person with whom EA is prohibited from
transacting business under applicable law.
Third Party Beneficiaries. Notwithstanding anything in this License to the contrary, you hereby acknowledge that EA’s
direct and indirect licensors and business partners, including without limitation the Related Parties, are third-party
beneficiaries of this License and have the right to bring an action directly against you for a breach of this License to the
extent required to enforce their respective rights in and to the Software.
Entire Ags Tlns Liccnsc i the cmuc g between you and EA with respect to the Software
and des all p: di ding such subject matter. No amendment to or
modlﬁcauon of ﬂ'lls Llcense will be binding unless made in wntmg and signed by EA. No failure to exercise, and no
delay in exercising, on the part of either party, any right or any power hereunder shall operate as a waiver thereof,
nor shall any single or partial exercise of any right or power hereunder preclude further exercise of any other right
hereunder. In the event of a conflict between this License and any applicable purchase or other terms, the terms of

this License shall govern. Nothing in this Section 16 is intended to sup or invalidate the Ping0,LLC Hellgate:
London Terms of Service (the “TOS”).
Massive Technology. The Software incorporates technology of Massive Incorporated (“Massive”) that enables in-game

advertising, and the display of other similar in-game objects, which are uploaded temporarily to your personal computer
or game console and replaced during online game play. As part of this process, Massive may collect your Internet
protocol address and other basic anonymous information, and will use this information for the general purposes of

itting and ing in-game advertising. Massive does not store or use any of this information for the purpose
of discovering your personal identity. For additional details regarding Massive's in-game advertising practices, and to
understand your options with respect to in-game advertising and data collection, please see Massive’s privacy policy at
http://www.massiveincorporated.com/site_network/privacy.htm. The trademarks and copyrighted material contained in all
in-game advertising are the property of the respective owners. Portions of this product are © 2007 Massive Incorporated.
All rights reserved.
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INSTALLING THE GAME

NOTE: For system requirements, see www.Hellgatelondon.com.

NOTE: If youd like more information about purchasing direct downloads
from EA, visit www.eastore.ea.com and click MORE ABOUT DIRECT
DOWNLOADS.

1. Install the EA Download Manager. The EA Download Manager is available
for download from the purchase confirmation email you received when
purchasing this game. Or download it directly here:
http://files.ea.com/downloads/eacore/cadm-installer.exe

2. Log in with the email address you used to purchase the game. All your
purchased games will be displayed in the EA Download Manager.

3. Select your game and click the start button to begin downloading the game.

NOTE: You can even download a game before it is released. A progress bar
shows you the estimated download time. For the fastest possible download,
close other programs that use bandwidth. You can install the game on its release
day to begin playing.
4. Once the download is complete and the game has been released, the file
will begin decrypting and extracting. After it is finished extracting, click the
Install button to launch the game installer.
5. Follow the on-screen instructions to complete the installation.
NOTE: If you've already purchased a title and would like to install it on
another PC, first download and install the EA Download Manager on the other
PC. After installing the EA Download Manager, launch the application and
log in with your EA account. The titles you have purchased are listed. Select the
appropriate title and click the start button to begin downloading the game.

STARTING THE GAME

To start Hellgate™: London:
1. Close all open programs and background tasks, including virus scanners (see
Performance Tips on p. 35 for more info).

2. Click the Start button from the Windows Taskbar and select All Programs
(or Programs) > Flagship Studios > Hellgate: London.

IMPORTANT NOTE: Anyone asking for your login password is
attempting to steal the contents of your account! Legitimate Customer Service
Representatives will never ask you for your password.



KEYBOARD CONTROLS

Left/Right . ... (a)/[D)
Forward/Back ......................... W]/

Jump. .o
Toggle Auto-run .. ...l (8]

Inventory .......oooviviiiiiiiiin @

Auto-party. . ...

Automap ...l TAB

WorldMap ...
QuestLog....oovvviviiiii i [y

Skills ...

Buddy List......oooovviiiii i [®]
PickUpItem..........................

Vanity-Cam. .. ..oooviiii i 9]

Active Bar Slots (1-0,Q,and E)........... - [0, (@, [E]
Battle Sets (F1—=F3) . ................... [F) - [F3

Skip cut-scene movies . .................. or click left mouse button

Pause/Resume playing cut-scene movies. . . . . SPACEBAR

NOTE: This configuration can be changed at any time by selecting the default
key option and pressing the key you wish to replace it with.

LONDON, 2038.

The once-great city lies in ruin. A massive, sinister gash in the fabric of our
reality swirls and churns, dominating the horizon near the Hellgate as it blends
into a permanently darkened sky. The Invasion, the unspeakable cataclysm that
befell London, eventually engulfed all humanity. The powerful nations of man
were eradicated, and the decades-long process called The Burn—the alteration
and assimilation of our world into theirs—has begun.

Mankind is a race of survivors. Men and women hide in the shadows of

their former dominance, struggling to survive, yearning to strike back at their
conquerors. These survivors have banded together, and they are learning.

Learning how to travel undetected.

Learning how to forge weapons capable of piercing unfathomable defenses.
Learning how to harness the forgotten and arcane powers of magic.
Learning how to kill Demons and close the Hellgate.

CREATING A
CHARACTER

When creating a character in Hellgate: London, you have just a few initial choices
to make. Many of these focus on how your hero looks, but the most important
choice you'll have to make in the beginning is the class you want to play.

If this is your first time playing Hellgate: London, you'll see a box labeled
Character Create on the left side of the screen. After you've created characters,
their names and portraits will appear in a list on the left. Since you don't have a
character yet, let’s get started by creating one.

In the Character Create box are a series of options that define your character.



CHARACTER OPTIONS

Name This is what your character is called by the survivors
living beneath London as well as other players.

NOTE: Certain words can't be used as names for any
number of reasons. They may be names of Non-Player
Characters (NPCs) that inhabit the world, for example,
or it may already be in use by another player. The word
you're trying to use could also be disallowed because it
conflicts with our filtering rules.

Gender Any character can be either male or female. There is
no intrinsic benefit or detriment to being a particular
gender—it’s all about how you want to look and what you
want to play.

Faction/Class This is where you choose the profession of your character.
Scrolling through the choices will show your character
outfitted as a member of that class, giving you an idea
of how you'll look in the game after gaining a little
experience.

Face Each gender has a number of features from which
to choose. Scrolling through the choices displays the
different faces on your character.

Hair Style Each gender has a set of hair styles from which to choose.
Scrolling through the choices displays the different styles
on your character.

Facial Hair Male characters can select from a variety of beards and
mustaches. Scrolling through the choices displays the
different styles on your character.

Accessories Female characters can select from a variety of earrings
and piercings. Scrolling through the choices displays the
different accessories on your character.

Skin Color Characters can be of many different ethnicities, so a
wide variety of skin tones are available. These choices are
arranged in a grid for ease of browsing and selection.

Hair Color Once you have your hairstyle, you'll need your color.
These choices are arranged in a grid for ease of browsing
and selection.

Height Characters of either gender can be short or tall. Use the
slider to change the overall height of your character.
Bulk Characters of either gender can be thin or robust. Use the

slider to change the overall mass of your character.

Randomize Not sure how you want to look? Pick a class and let the
winds of fate decide your look. You can do this pretty
much as long as you want since nothing is permanent
until you hit the Accept button.

Accept Once you're happy with your choices, it’s time to save
your character and start adventuring. Just hit the Accept
button and youre on your way!

FACTIONS/CLASSES

'The heroes of Hellgate: London are divided into three distinct groups, or factions.
These factions represent different ideals, philosophies, training and combat tech-
niques. Each faction has distinct classes that further distinguish their members.

The faction and class that you choose for your character are key defining factors
in your overall gameplay experience.

THE TEMPLAR

The Order of divine warriors and righteous swordsmen is, by and large,
composed of noble men and women who wish only to preserve humanity and
smite the Great Dark that has fallen upon our world. After the Earth had been
all but destroyed at the tooth and claw of the Demons, the Templar deemed
themselves the necessary leadership caste of London’s remnant force, serving as
the frontline in this righteous battle.



THE CABALISTS

Cabalists are seekers of knowledge who desire to control the fate of mankind
by studying The Great Dark and using that power to wrest the Earth from
the jaws of Demonkind. To the uninitiated this philosophy seems to border
on madness, but the Cabal is too great an asset to dismiss. One highly trained
Cabalist can equal an army, if properly equipped and strategically deployed.

THE HUNTERS

Hardened well before the Demons came, Hunters are highly trained ex-military
operatives who have been through almost every warlike scenario imaginable.
Cold and calculating in the field, they utilize hyper-advanced technology that
makes them especially effective from long ranges. Hunters never surrender—
they just survive.



CONTROLLING
YOUR CHARACTER

Adventuring through and beneath the streets of London is a thrilling and
dangerous matter. Fortunately, it’s a relatively simple matter to get started on
your way.

MOVEMENT

Movement is accomplished by using the W], (4], (5] and (D] keys.
moves the character forward while 5] moves the character backward.
sidesteps to the left and [D] sidesteps to the right.

Looking up and down and turning left and right is accomplished by simply
moving the mouse. This functionality is known as Mouse Look.

If the vertical movement doesn't feel natural, the up and down Mouse Look
controls can be inverted via the Options menu.

You can access the Options menu by pressing .

COMBAT

There are two basic ways you fight monsters—melee or ranged combat.

To engage in melee (or hand-to-hand) combat, move towards the monster you
want to attack and keep it in front of your character. If an enemy is within
range, the HUD crosshair will illuminate green, the identification panel at the
top of the screen will brighten, and you will move to engage. Enemies beyond
effective combat range have a dimmed identification panel and the HUD
crosshairs will be red.

Melee combat in Hellgate: London is direct and real-time. This means that if you
want to keep swinging at the same monster, you can either click once for every

swing or you can simply hold down the mouse button to continue to repeat the
same attack.

To use a ranged weapon or spell, use the Mouse Look to place enemies within
the HUD crosshairs located in the center of the screen. The same range indica-
tors apply to ranged combat, although some weapons will have slightly different
HUD readouts that also indicate weapon power. You can also fire continuously
by holding down the mouse button.

NOTE: Melee combat can be done either bare-fisted or with a sword. Ranged
combat requires a gun or a Focus item.

By default, the left and right mouse buttons can be used to initiate attacks when
confronting an enemy. These buttons can be freely configured later as more
skills and actions become available.

ASSIGNING SPELLS/SKILLS

You can easily assign an attack or spell to a variety of places in your interface
for quick use. Open your Skill screen by pressing [K]. This will display your Skill
tree and allow you access to all of your known skills. Any skills that you have
already learned are illuminated and easily identifiable on this screen.

Learned skills can be assigned to the Action Bar along the bottom of the main
game screen. They are bound to the numerals (1] through [0] and (9] and [E].
To assign a skill, left-click the associated icon in the Skill screen and place that
icon in the desired slot.

Skills can also be bound to the left and right mouse buttons. These buttons are
represented by the two circular Skill Spheres located at the bottom of the main
game screen. When you start a character, these Spheres will have basic combat
skills bound to them. Skills can be assigned to the Skill Spheres buttons in the
same manner as they are placed within the Action Bar.

NOTE: Consumable items such as Health Injectors can be put into the Action
Bar and accessed with an easy key press.

SHIFT SKILLS

Certain skills are context sensitive and can be triggered under specific circum-
stances by simply pressing (SHIFT). Shift skills are identifiable in the Skill screen
by the up arrow next to the skill icon. Also, when a learned Shift skill can be
activated, the skill icon pops up next to the left side of the Action Bar.

NOTE: Most consumable items can also be used in the same way with
[CONTROL]. As the situation dictates, an icon representing the consumable pops
up next to the right side of the Action Bar. You must have a consumable of that
type in your Inventory or Action Bar for this to occur.
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INTERACTING
WITH THE WORLD

You can interact with any number of items in the world—from NPCs to crates
to chests to shrines to doors to devices to treasure—all with the simple click of
a mouse. If you see someone you want to talk to or something you want your
character to interact with, move up to it, use the Mouse Look to place the target
within the HUD crosshairs, and left-click.

If it’s an NPC that you can talk with, your crosshairs will change into a talk
bubble. You'll also be able to open a dialogue with them. Depending on who
you talk with, you might hear a juicy rumor, be able to buy and sell items, have
an item crafted, travel to other parts of the world, or get a quest.

If it’s something that you can open or interact with, the crosshairs will become a
hand and you can then use, open, or activate the item.

If it’s something that can break, that’s exactly what happens.

Items found in the world may be picked up in rapid succession by pressing [F].
Selective choice is accomplished by holding down to bring up the cursor.
'The cursor can then be used to select a specific item and left-clicking the mouse
picks it up.

Items that can be worn or wielded will be automatically equipped when picked
up if there is an open, available slot. Items not equipped will be placed into the
Inventory.

In multiplayer games, the items you see drop in the world are specifically yours
to take. This allows you to grab everything you want without accidentally taking
something that isn't yours.

INVENTORY/
CHARACTER SCREEN

You can open your Inventory and Character screen by simply pressing [([]. The
Inventory screen takes up the center and right portions of your screen while
your character statistics and assorted other detailed information are on the left.

The center section of this screen shows your character in the world and also
contains several boxes that represent the different equipment slots.
These slots include:

Helmet
This is where you equip items that protect your head.

Shoulder Armor

This is where you equip armor that protects your upper arms.

Torso Armor
This is where you equip armor such as breastplates, flak jackets,
and leather coats.

Leg Armor
This is where you equip armor like pants, leggings, and greaves.

Gloves
This is where you equip armor such as gauntlets.

Boots
This is where you equip items such as shoes and sollerets.

Belt
This is where you equip items that add some armor and keep your
pants up.

Weapons and Shields
'This is where you equip your main armament, additional protective
armor, or anything else you might carry into battle.

Dye Kits
This is where you equip a device that coats your entire armor in a
cohesive, aesthetically pleasing color set.

11
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THE INVENTORY

The right section of this screen is your character’s Inventory. Items of different
sizes take up varying amounts of room, so careful placement and rearranging of
your Inventory maximizes how much you can carry at any one time. When you
pick an item up off of the ground, purchase something from a vendor, or accept
a trade from another player, you must have enough room in your Inventory for
the item.

NOTE: If you buy, trade for, or find an item that your character can wear and
that slot is open on your character, it will automatically equip the item.

To equip an item from your Inventory, pick up the item by left-clicking it and
then moving the item onto the appropriate box on your character screen. You'll
immediately see the item appear on your character in the game.

You can find out more about any item in your Inventory by moving your cursor
over it. A small window pops up with a short description of the item as well

as any enhanced or magical properties it has. Also, if you already have an item
of the same type equipped, another smaller window pops up so you can easily
compare the new item against the one you are already using.

You can also select an item in your Inventory by right-clicking and holding the
mouse button. This will bring up a radial menu with several options. Each of
these options can be selected by highlight the corresponding icon and releasing
the right mouse button.

EXAMINE

'This opens the Modification Panel and provides a detailed
description of the item. This includes available Mod slots, specifics
of basic damage and any special properties, and any additional
information including flavor text.

Eaurir

This places the item onto your character, replacing any corre-
sponding item type that is already equipped. If you already have
an item of the same type equipped, a small window pops up that
allows for easy comparison between the selected item and the one
you're already using.

ANALYZE

If the item is enhanced or has magical properties, it will need to be
analyzed before it can be used. If you have any Analyzers in your
Inventory, this option will appear when selecting an unidentified
item.

SELL

When interacting with a Vendor, you can use this option to
quickly sell an item from your Inventory.

DISMANTLE

Some items can be scrapped for various component parts that may
be used to alter existing items or create new ones. These parts can
be sold, traded, or used for various crafting purposes.

DEesTROY

Some items may just be so worthless that youd destroy them rather
than dismantling or selling them. Nothing is simpler than just
sending that unwanted goodie to the virtual trash bin in the ether.

APPLY COLOR

Some items have the ability, when equipped, to be used as a color-
coordinated theme for your character’s total look.

13
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ANALYZING ITEMS

Items that are enhanced or magical in nature must be analyzed in order to gain
access to their powerful abilities.

It’s obvious when you find something that is enhanced or magical because the
name of the item appears in colored text. Although you can tell the type of item
you've found, the special properties of the item are unknown.

To delve into the mysterious and awesome powers of this item, you'll need to
use an Analyzer. You can either right-click an Analyzer in your Inventory or
right-click and hold on the unidentified item and choose the Analyze option
from the radial menu.

Once you've activated the Analyzer, your cursor changes into a magnifying glass.

Move the glass over the item you want to identify and left-click.

The item is successfully analyzed, and the now-identified data is loaded into
Commlink, allowing you to fully examine your treasure.

NOTE: Analyzers are delicate, single-use devices that are destroyed by the very
energies that power them when they are activated.

MoDs

Mods are items that are used to alter
the effects of certain types of equip-
ment. Some items that have been
crafted by the finest technicians or
artisans have connectors, slots, and
sockets that can hold various types of
Mods. Once placed, Mods imbue the
original item with additional properties
and enhancements.

Items that have Mod slots are easily
identified when you place your mouse
cursor over them in your Inventory. The
icons that appear at the bottom of the
ID panel show what types and how
many Mods can be placed in the item.

The total number of Mod slots varies
based on random chance and the size
and type of item. Finding a weapon
with the maximum number of Mod
slots would be quite fortuitous, indeed!
To install a Mod, pick it up it from the Inventory screen. Items that can be
modified by that type of Mod will be highlighted in green. Simply drop the
Mod onto the desired item to complete the process.
Alternately, using the right-click radial menu and selecting the examine option
will open the Modification Panel for that item. Mods that can be attached to
the examined item will be highlighted in green in the Inventory. Simply drop
the desired Mod onto the item to complete the process.

NOTE: Mods placed into items can only be removed at a cost, so choose wisely!

BATTLE SETS

Battle Sets represent different combinations of weapons and skills. Each
customizable set fulfills a need tailored to your character class playing style.
Different sets can be utilized in specific and unique situations, and can be
switched in battle instantaneously.

There are three possible Battle Set combinations that are mapped to [E1, [F2}, and
[3). To access the Battle Sets, open your Inventory by pressing (1. The grouping
assigned to [F1] is the default Battle Set. Once in your Inventory screen, the
weapons that you are carrying are represented in the small Battle Set boxes. Any
skills that you have assigned to your left and right mouse button will also be
shown in this Battle Set.

To access your second Battle Set, simply press [F2). If your Inventory is open, you
can place the desired weapons onto your character and they will become a part
of that Battle Set. You can also assign new skills to your mouse buttons that

are more appropriate to the weapons/items you are now wielding. (The same
process applies to setting your third Battle Set, which is assigned to [F3).)

NOTE: Each Battle Set has different skills mapped to the left and right mouse
buttons. Not every Battle Set will have the same skill sphere assignments unless
you map them yourself.

You can use the same weapons or items between Battle Sets by picking the
item up from the Battle Set itself and then placing it in an open Battle Set. For
example, you can use the same main gun with different support weapons or the
same shield with different swords.

CAMERA CONTROLS

Everyone likes to look good. Better yet, they like to see how good they look. In
Hellgate: London, you can always get just the right perspective on your character.
Tightening or widening the in-world perspective is accomplished by rolling

the mouse scroll wheel forward and back. This allows you to easily glide from a
bird’s-eye view all the way into a first-person perspective!

Ranged weapons have been designed for use regardless of your perspective.
Characters equipped with melee weapons can't defend themselves effectively
from the first-person perspective, however, so their viewpoint can’t move in that
close. Where you set your camera is a personal preference and, depending on
the situation, you might use more than one position.

When you really want to see what you're wearing and wielding, there’s no better
way than by using the Vanity Cam. To get a different vantage of your character,
simply press [V].
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ADVENTURING
IN THE WORLD

When you first step into the world of Hellgate: London, you'll find yourself alone
in the Russell Square area of London. A moment later, your Commlink comes
to life as you're contacted by some poor fellow named Murmur who desperately
needs your help!

TRANSMISSIONS

At different times during your adventuring you may be contacted by NPCs via
your Commlink. These transmissions can be accessed by pressing [ENTER]. This
will also activate your cursor control and allow for paging through the associ-
ated dialogue.

When the message has been completed, simply left-click the Accept button to
end the transmission and regain direct control of your character.

MEETING A QUEST NPC

NPCs with pertinent information are easy to identify. Characters with a large
icon over their heads have quests to give.

w»

w» w»

A purple

mission.

denotes a story-critical quest, while an orange “!” represents a side

Story-Critical Quest

Side Mission

Characters with a “?” icon have further details on a quest already in progress.
Often these “?” characters will need to be spoken to again in order to success-
fully complete the quest. Make sure to check your Quest Log or ask Murmur if
you're unsure what to do next.
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THE QUEST LOG

Once you begin adventuring in earnest, you might have a large number of
quests to keep track of all at once. If you ever want to check on the specifics or
status of a quest that you are on, you can open your Quest Log by pressing the
associated icon in the bottom interface or pressing [[L]. This will show you all of
your active quests, what you have to do to complete them, and the reward you’ll
get once they are done. In addition to recalling dialogs associated to quests, the
Log can be used to track quests and access Murmur for information regarding
specific quest steps.

FINISHING A QUEST

Once you complete a quest, you'll be directed to a specific person or place to
wrap things up and get your richly deserved reward. You'll know where to turn
in a completed quest because a “?” appears over the person or place you're going
to need to see. Just click the NPC and you're done.

TRAVEL

Navigable areas of London are connected by Portals which may be either active
or inactive. Active Portals are represented by blue icons and can be used at any
time. Inactive Portals and impassable doorways are represented by red icons and
cannot be used until some prerequisite is met.

PERSONAL RELOCATION DEVICES

After clearing ruined streets or fetid tunnels, the last thing an adventurer wants
to do is trudge all the way back up through the levels already cleared. Never
fear! The Personal Relocation Device is a modern technological marvel that can
instantly teleport your character from the furthest of London to the last station
visited. Best of all, the Personal Relocation Device is activated by a simple right-
click from inside your Inventory.

While the Portal opened by the Personal Relocation Device allows for a return
journey, when the character that opened the Portal returns to the point of
origin, it closes behind them.

NOTE: Personal Relocation Devices are intricate, single-use devices that are
destroyed by the very energies that power them when they are activated.

RECALL

Every class also has the Recall skill which creates a Portal that
allows for instantaneous, one-way transportation to the last station
visited by the character.

TRAVEL TERMINALS

Scattered throughout the many stations underneath London are Travel
Terminals. These devices provide instantaneous transportation to any previously
visited station.

This transportation is accomplished through a list of the stations that your
character has already visited.
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THE DEMON CASTES

The Demons that swept across the face of the Earth when the gates of Hell
opened are varied in size, shape, ability, and power. They have maintained a
violent, deadly system of ascension where only the strongest survive. Only The
First has remained unchallenged over the eons, the power structure shifting
beneath its dark malevolence. The ranks of the Demons as a whole have been
called The Shadow in ancient texts found by the Cabalists and Templar. Whether
Lesser or Greater Demon, Dark Will or Eldest, the careful observer will note
that these abominations fall into one of four distinct categories, or Castes.

BEASTS

These creatures are the lower forms of life in Hell.
They are the naturally-occurring fauna of the
Underworld, made evil by their surroundings and
their masters. True Demons see them as fodder to
subjugate, abuse, brand, armor, and train for battle.
Beasts are unintelligent and commonly oriented
towards melee combat, attacking with fangs and
claws. While susceptible to most types of damage,
Beasts of greater power and age can be extremely
large and strong, a few reportedly towering over
city buildings. Some of these creatures also employ
attacks representative of their infernal origins,
unleashing corrosive, poisonous, or fiery effects on their unlucky targets. In
terms of natural defenses, the more brutish varieties have thick, armored hides
while their smaller, wiry kin rely on agility to avoid attacks.

NECROS

This caste includes both the undead and the
Demons that create and command them. Necros
often swarm in semi-organized packs, using strength
of numbers to overcome the limitations of their
commonly weakened and decayed forms. Although
usually simple to knock down, some may rise
again unless appropriate measures are taken. Their
masters are more powerful, and eliminating their
commanding presence should be of the highest
priority when encountering them. Creatures within
the Necros caste commonly use attacks that pierce
the flesh, poison the blood, and corrupt the soul. It
is important to note that they are particularly resistant to these same sorts of
attacks.

SPECTRAL

These are semi-corporeal beings with powerful

magical abilities at their disposal. They exist, at

least partially, in an alternate and parallel realm

of existence known as the Spectral plane, making

them difficult to fight using normal physical means.

Spectral Demons are visually the strangest and most

shocking creatures encountered by the survivors of

the Burn, and some even have hidden forms that

can only be seen by adventurers with a means to

peer into their unearthly realm. Their Spectral power

sometimes manifests itself in our world as a form

of electricity, and attacks based in similar energy
spectrums have been found to be highly effective.

PRIMUS

Also called True Demons, The Primus are the
organized beings that command the lesser castes
and are the primary cause of the apocalypse. Mostly
humanoid in form, they often use weapons and
equipment in their vile pursuits, and some have even
been seen using human-created technology, although
they tend to favor devices of their own fabrication.
Their intelligence, use of weaponry, and the ability to
attack from both range or in hand-to-hand combat
make them a dangerous and unpredictable enemy.
True Demons also wear armor that is commonly
resistant to traditionally infernal types of damage,
such as fire, and employ mystic shields to safeguard them against more temporal
forms of damage.
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NPCs

As you travel through the devastated chaos of Hellgate: London, you'll meet
many different characters who are not controlled by other players. These Non-
Player Characters (NPCs) are there to help you along with your adventures in
any number of ways. While many of these NPCs will have a quest for you, there
are some with very specific duties. To interact with any of these NPCs, left-click
them when your HUD crosshairs change into a talk bubble.

VENDORS

Vendors populate most stations and can be easily identified by the 4" icon. Once
a Vendor has been accessed, their wares appear on the left side of the screen,
while the character’s Inventory is located on the right.

Using the cursor, pick up and place items from the Vendor’s store into the
character’s Inventory to purchase an item. To sell an item, simply move an item
from the character’s Inventory to the Vendor’s store. For a fast transaction, hold
down and right-click the item you want to buy or sell. You can also use
the radial menu to buy or sell items.

Vendors usually have Weapons, Armor, and Miscellaneous items that are
categorized by tabs at the top of the store screen. If you ever accidentally sell
something that you need, click the Buy Back tab at the bottom of the store
screen to repurchase it at the sale price.

MEDICS

These are dedicated people who specialize in mending the body and spirit.
Medics can be found in most of London’s stations and safe havens. They are
represented by the ‘+’icon on the Automap. Speaking with a Medic immediately
replenishes all lost health and power. If you have any pets, minions, or followers,
they too will be refreshed by the experience.

CRAFTSMEN

Making a silk purse out of a sow’s ear is more than just a quaint expression

for these artisans. Amongst the Palladium, weapons, armor, and artifacts that
adventurers are sure to find, small bits of tech, runes, and various other assorted
materials can also be found or salvaged. Certain NPCs have the ability to create
items from base components. This process is called Crafting.

Craftsmen can usually be found in stations, usually near merchants. Once a
Craftsman has been accessed, a list of the items they can create appears on the
left side of the screen. Items found on the Craftsman’s list require a specific
number of different base components to create. Placing the appropriate amount
of these base components into the central receptacle will allow for the creation
of that item.
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AUTOMATED UPGRADE
DEVICES

Found in many stations, automated systems allow for the altering, enhancing,
upgrading, and general alteration of numerous types of items. The Techsmiths
have enhanced their various and sundry programming and technologies, origi-
nally created by the NanoDyne Corporation, to provide some very unusual and
extremely useful results.

AUGMENTREX 3000

The Augmentrex 3000 is a device that can imbue
items with extra enhancements for a reconfiguration
fee. The amount of Palladium charged for this
process depends upon the existing quality of the
item and the rarity of the enhancement requested.

After accessing the Augmentrex 3000, simply place
the item to be enhanced into it and then select one
of the available options.

NANO FORGE

The Nano Forge can be used to add a higher level of
quality to an item in exchange for specific salvaged
components.

After accessing the Nano Forge, the item to

be upgraded is placed into the device. A list of
components appears that are required to complete
the process. Placing the requested resources into the
Nano Forge and activating it completes the upgrade.

DELUX DE-MODIFICATOR

The Delux De-modificator is used to safely

remove Mods from items for a fee. The amount of
Palladium charged for this process depends upon the
quality of the item and the Mod to be removed.
After accessing the Delux De-modificator, place the
item from which the Mods are to be removed inside
and activate the device to complete the process.

NAVIGATION

Besides being a communication and general data storage device, the Commlink
also tracks a variety of navigational information. This data can be accessed in
two distinct ways.

THE AUTOMAP

The Automap contains information relevant to a currently occupied area and
can be initialized by pressing . Portals, allies, non-combatants, and quest
points appear on the Automap and are designated with different icons.

The Automap cycles through three different display states: a framed display in
the upper right, free-floating in the center of the main game screen, and off.

THE WORLD MAP

The World Map is an iconic representation of larger areas that have both been
explored and are the next routes to be investigated. This view is the preferred
means for planning longer trips through London as well as looking for general
quest locations. The World Map can be accessed by pressing [M].
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GAINING EXPERIENCE /
LEVELING UP

As you explore the once-proud city of London and battle against the minions of
darkness, you will gain valuable experience for your efforts. As you reach certain
predetermined milestones, your character “levels up”. This progress towards
reaching the next level is tracked at the bottom of the screen in the Experience
Bar. When the bar fills up completely, you gain a level!

When you level up, your character’s health and power are completely rejuve-
nated and points are gained to put towards both Character Statistics and Skills.

NOTE: Each Statistic and Skill point assigned is permanent, so choose wisely!

STATISTICS

Every time your character gains a new level, five points are awarded that may
be distributed among the four basic Statistics: Accuracy, Strength, Stamina, and
Willpower. To access the Character Statistics screen, press [(1].

On the Character Statistics screen you can assign points by clicking the +
button next to each Statistic. Each click increments that Statistic by one point.
You can learn how each Statistic affects your character by placing your mouse
cursor over the name of the Statistic.

SKILLS

Each time you level up, you gain a point to put towards your Skills, which are
specific abilities that define your class and form the individual nature of your
character. To access the Skills screen, press [K].

Skills are classified as either Active or Passive. Active Skills must be triggered
to be effective and each use results in a corresponding loss of Power. Depending
on the effect, Passive Skills are either always on or can be toggled on or oft by
right-clicking them within the Skill Sheet.

You can assign points to a Skill by clicking the + button next to it. To see what
a particular Skill does, place the mouse cursor over the associated icon for
descriptive text.
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TRADING

The best equipment in the game can always be found by adventuring. This
means that sometimes you’ll find a really good item that you can’t use. But there
is probably someone else who would love to trade you something for it.

When you are in an Underground Station or another non-combat “town”
location, you may invite another player to trade with you. First, approach the
other player character until your HUD crosshairs change into a talk bubble.
Then, press and hold the left mouse button to bring up the radial menu, move
the mouse to the Trade option, and release the mouse button. This invites the
player to trade with you. Players are free to either accept or decline to Trade. If
a player accepts, a secured trading window opens where you both put the items
you're interested in swapping. Then, the players should inspect the items, nego-
tiate as appropriate, and ultimately, if agreement is reached, click both Accept
buttons to complete the trade.

STORAGE LOCKERS

Sometimes you'll want to keep more than you can carry in your Inventory.
Every character has a series of lockers located within numerous stations. Here
you can stash those items you want to save for later use. Whether it is a rare
Mod, crafting materials, dye Kits, or just a piece of armor that looks really cool,
this is where you’ll want to keep it.

PLAYING ONLINE

Take the war online to take your Hellgate: London experience to the next level.

TO ACCESS MULTIPAYER FEATURES, YOU MUST CREATE AN ACCOUNT WITH THE ENCLOSED
REGISTRATION KEY. EACH KEY CAN BE USED ONCE AND CREATES ONE ACCOUNT. INTERNET
CONNECTION REQUIRED. YOU MUST AGREE TO HELLGATE: LONDON TERMS OF SERVICE WHICH
CAN BE FOUND AT WWW.HELLGATELONDON.COM TO CREATE AN ACCOUNT. ADDITIONALLY,
YOU MUST BE AN ADULT OVER THE AGE OF 18 TO CREATE AN ACCOUNT OR HAVE A PARENT OR
GUARDIAN OVER THE AGE OF 18 CREATE AN ACCOUNT FORYOU.

Flagship Studios and Pingd) MAY RETIRE ONLINE FEATURES AFTER 30 DAYS NOTICE POSTED ON www.
Hellgatelondon.com.

FORMING GROUPS

Adventuring is much more fun when you're a part of a group. That is why they
call it forming a party, after all!

To start up a group, find someone in “town” that you want to play with, move
towards them, and left-click when your crosshairs change to the talk bubble
icon. This opens the radial menu with the option Invite to a Party in the center.
Selecting this option invites the player to join your party. Invited players may
then accept or decline. If a player accepts, you'll see the character’s face along
with some vital statistics (a “portrait”) pop up on the left side of your screen.

If you are the leader of a group (meaning you are the one inviting people) you
have several other commands at your disposal. You can remove a member of the
party by left-clicking a character’s portrait and selecting the kick option. If you
want to release everyone from the group, choose the disband option.

You can also use the chat box interface to /kick or /disband, as well.

If you are a member of a party and you're ready to move on, you can simply left-
click any party member’s head and choose the Leave command or press [ENTER]
and then type /leave.

NOTE: You can also invite a player into your group by pressing and
then typing /invite <PLAYERNAMES>. This is very handy when the person
you want to play with isn’t in the same town as you are. If someone invites you
to group in this way, press [ENTER] and type /accept and you're on your way to
battling the forces of Hades!

CHATTING

To talk with other players in the game, press to activate the chat
window. A cursor appears in the transparent pane in the lower left of your
screen and you can type your message. When you're done, press to send
your message.

/town—Speak to everyone in the vicinity

/w <playername>—Speak privately to a specific player

/p—Speak with everyone in your party

Your chat log will fade after a time, but you can view it again by pressing the

small arrow button located on the top left of your Health orb. Remember to
hold down to bring up your cursor.
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BLUR STUDIO
(LOGO ANIMATION)

Designer/Animator: Adam Swaab
Creative Director: Norn Kittiaksorn

Producer: Beth Elder

FLAGSHIP STUDIOS
CINEMATICS TEAM
(CINEMATICS)

Director: Phil Shenk

Additional Direction: Bill Roper, Max Schaefer, Erich
Schaefer, Dave Glenn

Producer: Matt Houscholder

Storyboards: Jason Felix

Sound Designer/Editor: Dave Steinwedel

Music Producer: Christian “Skullder” Arretche
Post-Production: Ivan Sulic, Matt Householder
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HYDROGEN WHISKEY
STUDIOS (FLAGSHIP
LOGO TREATMENT)

Ron Franco, Mel Franco, Anthony Passaniti, Wyatt
Lavasseur

PARTNER PROGRAMMING

NVIDIA
Kevin Myers, Sarah Tariq

Intel
Bradley ] Werth

Havok
Ross O’'Dwyer, Colin Barrett, Chris Elion, Cliff Champion

Xfire
Yulius Tjahjadi

AUDIO

Music Composers: Sascha Dikiciyan (Sonic Mayhem), Cris
Velasco (Sonic Mayhem)

Dialogue Editing & Additional Sound Effects: Technicolor
Interactive Services

Supervisor: Tom Hays

Sound Designers: Mark Jasper, Lydian Tone, Frank Szick,
Brian Fredrickson

Additional Dialogue Editing: David Walsh, Jake
‘Worthington, Morgan Gerhard

Additional Sounds & Sound Effects: Sound Mountain, Ann
Kroeber, Scott Koue

Cinematic Audio: Danetracks
Supervising Sound Editor: Bryan Watkins
Re-Recording Mixer: Tom Ozanich

Sound Editors: Tome Ozanich, Eric Lindemann, Ronald
‘Webb, Mike Camello, James Penny, Roland Thai

Dialogue Editor: Alder Hampel

Foley Artists: John Roesch, Alyson Moore, Gary Hecker
Foley Mixer: Mary Jo Lang

Field Recordist: Paul Hackner

Additional Sound Effects R ding: John Fasal

Foley Services and United States Dialogue Recording:
Outpost Film Studios

Foley Artist: Marnic Moore
Foley Mixer: Dave Nelson

Dialogue Mixer: Miik Dinko

United Kingdom Dialogue Recording: EA London Studios
Dialogue Mixer: James Kneen

United States Casting Services: Voicetrax Casting, Sirenetta
Leoni

United Kingdom Casting Services: Louis Elman
Pyrotechnic and Electronics Special Effects: Therm, Justin
Gray, Evan Tracy

Electronic Effects: Tesla Technology Research, Bill Wysock

VOICES

British Players

Daniel Wilson, Ellie Fairman, Sean Bennett, Lillie Flynn,
Stephen Hogan, David DeKeyser, Crispin Redman, John
Baddeley, Kate Lock, Emma Tate, Jo Wyatt, Matthew
Dugquenoy, Matt Wilkinson, Breffni McKenna, Tim Bentinck,
Lawrence Kennedy, James Greene, John Bull, Johnathan Kydd,
Chris Fairbank, Wayne Forrester, Massimo Marinoni, Jim
McManus, Seema Bowri, Nigel Anthony

American Players

Roger Jackson, Amy Rubinate, Tricia Gray, Bill Roper, David
Steinwedel, Max Schaefer, Eric Ingerson, Brian Sommer,
Deborah Eliazer, Elise Beller, Corina Harmon, Gavin
Hammond

NAMCO BANDAI GAMES
AMERICA

Senior Producer: Patrick Kelly

Producer: Peter Cesario

Assistant Producer: Chester Vergara

President & CEO: Genichi Ito

Executive Vice President & COO: Makoto Iwai
Senior Vice President & CFO: Shuji Nakata

Executive Vice President, Sales & Marketing: Andrew
Lelchuk

Director, Business Development: Zack Karlsson
In-house Counsel: Janna Smith

Director: Jeff Lujan

PR Manager: Mika Kelly

Executive Producers: Shin Unosawa, Yuji Tsuyuki

Senior Producers: Hirofumi Inagaki, Shoichi Tanaka
Producer: Hidenori Kikuno

Senior Staff: Daisuke Uchiyama, Teruaki Minami
Domestic Promotion: Ryoko Seki, Kazuhito Udetsu
International Marketing: Shinsuke Mori

Sales: Fuyuki Nishizawa, Naoki Kumada, Hiroshi Saiki
International Production Staff: Takefumi Hyodo, Seiko
Fujisawa, Masahiko Yoshizawa

Localization Staff: Austin Keys, Eddie Nagura, Tad Horie
(Katalyst Lab Inc.), Ryosuke Oda (Katalyst Lab Inc.),
Hirotaka Izuka (Katalyst Lab Inc.),

MA Engineers: Junko Ozawa, Yuka Tanaka (SALMIX), Sota
Yamamoto (SALMIX)

Japanese Players: Ryutaro Okiayu, Naomi Shindo, Takahiro
Fujimoto, Umeka Shoji, Koji Yada, Miyuki Kawasho, Hisao
Egawa, Akemi Sato, Ryohei Nakao, Keiji Hirai, Tomohisa
Aso, Yasuhiro Takato, Hiromi Nishikawa, Isao Teramoto,
Masaru Suzuki

ELECTRONIC ARTS

General Manager, EA Partners: David DeMartini

Executive Producer, EA Partners: Sinjin Bain

Producer, EA Partners: David Yee

Associate Producers, EA Partners: Benjamin Smith,

Michael Doran

Sr. Development Director, EA Partners: John Vifian

Technical Director, EA Partners: Dan Foy

Director of Partner Management, EA Partners: Nancy Fong

Partner Manager, EA Partners: D.]J. Powers

Sr. Director of Business Development, EA Partners:

Florian Hunziker

Sr. Manager of Finance, EA Partners: Daniel Sherman

Production Intern, EA Partners: Jonathan Zabel

St. Director of Marketing: Craig Rechenmacher

Director of Marketing: Lincoln Hershberger

Sr. Product Manager: Phil Marincau

St. Publicist: Andrew Wong

St. Manager of PR: Bryce Baer

PR Coordinator: Andrew Meyer

Group VP Marketing: Mike Quigley

Administrative Assistant: Myle Zagorsky

Marketing Assistant: Bobby Tunick

Marketing Intern: Kevin Carter

Sr. Advertising Manager: Todd Brotze

Media Strategist: Amber Mayo

VP, Ad & Consumer Insights: Shawn Conly

Advertising Manager: Keturah Alsworth

Managing Editor: Danicl Davis

Documentation Layout: Christopher Held

St. Manager of WW Mastering: Michael Yasko

EARS Mastering: Chris Espiritu, Kima Hayuk, Michael Deir,

Rick Helmer

European Mastering: Alan Vincent, Cristian Giner-Gonzales,

Dan Burnett, John Brunton, Sam Roberts, Stephen Chard,

Andrés Berral, Rubén del Pozo

NA Submissions and Compliance: Darryl Jenkins, Jason

Collins, Matthew Salazar, Mike Kushner, Rob Stiasny, Russell

Medeiros, Ryan Roque, Tracy Jasperson

NA Customer Quality Control: David Beck, Tke Bletz,

‘Wes Hendrix, Ryan Jacobson, Dave Jordan, Kyle Killion,

Joseph Lee, Conrad Leiden, Paul Mollinedo, G.G. Muldoon,

Adam Rivera, Chance Shiflett, Bobby Williams

Director of Quality Assurance: Dave Steele

QA Manager: Matt Dominguez

QA Leadership: Will Lane, Lenny Castillo, Jon Yan, Ryan
ailey

QA Staff: Evan Agustin, Mohammed Ashik, Travis Barbieri,

Daine Batac, ’Monne Brown, Richard Cabling, Aleksandre

Chachava, Richard Chairez, Eric Chamberlain, Sandon

Chin, Jonathan Choy, Nick Cooprider, William Davis, Kyle

Dunham, Jasmine De Leon, Mitch Doran, Cooper Drinkward,

Matthew Fite, Bryan Forst-Bradley, Brian Freund, Bert

Gatchalian, Roy Gatchalian, Charlie Goldberg, Michael

Green, Richard Hahn, Mathew Hively, Jeremiah Holland,

John Hunt, Curtis Jaeger, Jaime Johnson, Kevin Jou, Roger

Kapul, Samuel Karp, Jasper Kaw, Keith Kawahata, Niles

Levey, Daniel Louie, Henry Macairan, Fesuluai (June) Mano,

Gino Mata, Richard Nelson, Ryan Olson, Tim Olson, Barret

Pruden, Dustin Pruden, Jeffrey Pyacek, Zikomo Robinson,

Jeremy Sandoval, Antonio Saric, Michael Shulz, Jonathan

Simas, Craig Simon, Jonathan Stanton, Mark Stevens, Andrew

Swinburne, Gary Tang, Steven Taylor, Henry Thang, Sam

Utfer, Ryan Valentin, Albert Wang, Richard Wellington, Gavin

Willis, Adam Wong, Alex Wong, Kevin Zittle

QA Support Manager: Dave Koerner

QA Compliance Leadership: Mark “Bones” Johnson, Josh
Riemersma, Matt Landi, Steve Jenkins

QA Compliance Staff: Joe Greene, Chris Anjos, Sam Worf,
Brian Alberson

Localization Manager: Kevin Enos

Sr. Localization Project Manager: Christoph Betschart
Localization Project Manager: Craig Elliot Krstolic

EA Red d Shores Localization M: Sandra
Lienenbréker (German), Christine Jean (French / Spanish),
Isabelle Martin (Italian), Kasia Gryglewska-Cebrat (Polish /
Hungarian / Czech / Russian)

LT Managers: Dirk Vojtilo, Franck Badin

Localization Supervisors: Bettina Bachon (German),
Nathalie Duret (French), Elixabete Aldama (Spanish),
Alessandro Paglia (Italian), Dominika Szot (Polish /
Hungarian / Czech / Russian)

LT Supervisors: Andreas Grabner (German), Frédéric Champ
(French / Russian), Ismacl Durin (Spanish), Stefano Buffoli
(Italian / Polish / Czech), Andreas Lundgren (Hungarian)
LT Team Leads: Bernd Niemietz (German), Lucas

Dupleix (French / Russian), Alejandro Gémez (Spanish),
Stefano Buffoli (Italian / Polish / Czech), Martin Eriksson
(Hungarian)

Localization Project M Nigel Collinson (UK)
Localization Testing Project Management: Kay Dresen
Localization Test Coordinator: Alex Pollé

Localization Coordinators: Florian Vanino (German),
Chantal Cervoni (French)

Alvaro Corral (Spanish), Alessandro Paglia (Italian), Jakub
Nowicki (Polish), Marcin Krél (Hungarian / Czech), Pavel
Rutski (Russian)

LT Testers: Dirk Mayer (German), Laurent Gabas (French),
Eduardo Belmonte (Spanish), Giorgio Anselmi (Italian),
Maciej Sytar (Polish), Gergé Szendy (Hungarian), Iva
Krombholzova (Czech), Karolis Dzevecka (Russian)
Translations: Robert Béck (German), Around the Word
(French), Javier Sevilla (Spanish), Ampersand (Italian),
Albion (Polish), Fontols Stidié Kft. (Hungarian), PRESTO
- PREKLADATELSKE CENTRUM s.r.0. (Czech), SOFT
CLUB Ltd. (Russian)

Recording Studios: toneworx GmbH (German), La Marque
rose (French)

Recording Managers: Mathias Geifler (German), La Marque
rose (French)

Audio Directors: Antje Roosch (German), Stéphane Bollaert
(French)

Sound Engineers: Stephan Grundt (German), Johannes
Semm (German), La Marque rose (French)

Sound Editors: Martin Schmidtke (German), Andreas
Gensch (German), La Marque rose (French)

German Players: Patrick Bach, Michael Bideller, Jennifer
Bottcher, Joey Cordevin, Klaus Dittmann, Kerstin Draeger,
Joscha Fischer-Antze, Wolf Frass, Gesa Graichen, Konstantin
Graudus, Eberhard Haar, Jiirgen Holdorf, Stephanie
Kirchberger, Tim Knauer, Lennardt Kriiger, Holger
Léwenberg, Martin May, Eva Michaelis, Robert Missler, Anne
Moll, Kai-Henrik Méller, Klaus Nietz, Sylvie Nogler, Svenja
Pages, Uli Plessmann, Holger Potzern, Angela Quast, Antje
Roosch, Christian Rudolf, Martin Sabel, Erik Schiffler, Achim
Schiilke, Bernd Stephan, Sonja Szylowicky, Aron Ullmer,
Kristina von Weltzien, Jens Wendiand, Guido Zimmermann
French Players: A. Gillet, B. Magnes, C.Artaus, Sybille
Tureau, D.Boileau, D. Lafourcade, E.Legrand, F.Cerdal,
FDumortier, JC SACHOT, G.Levy, J.Albaret, ]. Luccioni,

K Foviau, L.Préjean, M.Chevalot, M.Le Minoux, M. Perez,
N.Homs, PBéthune, S Desjours, S.Sinberg, T-Kazazian
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EA CUSTOMER SUPPORT

Senior Director of Customer Support: Boyd Beasley
Senior Product Manager: Michael J. Brandsma

Product Managers: Richard J. Rasmussen, Jay Blincoe,
Francisco Morales, Benjamin Jones

Director of International Operations: Happy Campbell
Director of Technology: James Whitchouse

Senior Operations Manager: Brian Keaster

Senior CS Services Manager: Cynthia Linton

CS Self-Services Manager: Katelyn Miller

CS Outsource Manager: Stephen Henry

CS Assistant Manager: Michelle Dysangco

CS Assistant Managers: Erik Jackson, Adam Stayer, Aaron
Blum, Aaron Briggs, Steve Sammonds

CS Team Leads: Ed Ball, Mel Baltazar, Malcolm Baskerville,
Francesco Beltran, Rheannon Carey, Patrick Conners, Michelle
Davis, Mary Franchetti, Paul Grillo, Tak Kaida, Todd Lammi,
Jeffrey Martinez, Mike Nickey, Derrick Or, David Rehfeld,
Matt Rhoads, Marco Sederquist

INDUSTRY PARTNERS

NVIDIA, Microsoft, Intel, Logitech, Havok, Xfire, Massive

ONLINE PARTNERS

Aria Systems, LLC, Online Game Services, Inc., iEnergizer,
Inc., RampRate, Inc, Ancillary Partners, Darkhorse, Weta,
Simon and Schuster, Tokyo Pop

VERY SPECIAL THANKS
VERY SPECIAL THANKS TO ALL OF OUR
FAMILIES, FRIENDS AND LOVED ONES. YOUR
ENDURING PATIENCE, UNDERSTANDING AND
SUPPORT MADE THIS ALL POSSIBLE!

Flagship Studios & Ping0
Divo, Avalon, Jennie and Katie, Megan Williams, Kimberlyn
Lauren Williams, Kyle Matthews, Christina Shenk, Candyce
Strecker, Pradipta, The ladies of the Goldstein Trio of Fun,
Dr. Paige Nittler who was our first Landlord, Office Manager
and Tyler's great spouse, Rick and Sandy Schaefer, Grant
Christopher Schaefer, Matt Burrows, John Feeney, Susan
Jones Feeney, Debbie, Tim and Kyle Lewis, Sharon, Todd
and Marissa Schafer, Charlie Lapp for making out with
Tricia, Jimmy Lamorticelli for pushing her to quit and work
at Flagship, Lulu and Bud, Timmy, Kilimanjaro Ghosh,
Jaromommybabydoll, Mission Cliffs Climbing Gym, Moto
Guzzi, Vapor Brothers, O'Neils Irish Pub, Philip K. Dick,
‘The San Francisco Giants, The Poxy Boggards, The Merry
‘Wives of Windsor, Anthony Jones, Brent and Dave Miller,
Rebecea Wilson, Clan Koehlert (Parents, sister, and friends),
Charlie’s bros at Clan-Intrepid, Tricia Gray for being Tricia
Lapp, GMonkee and Henrietta, Team Solarius and Riven, The
Hu family and “Clouse” friends, Heather Plunkett, Jeremy
Huxley, Zima Clearmalt, Tonayense Taco Trucks, Tessique
Houston, The guys at Mission Soaring who keep Brian in
the air with new hang gliders, Zhuge Liang, The Laughing
Buddha, Sequoia Tayryn Cervantes, Rob, Kathy, Devin
and Sheldon Roy, Bonnie & Madchen Beck, Sarah T., The
Levanas Family, Jennifer “jellybean” Lee, Evan “giantmecha”
Shamoon, Bryanne Schmitt, Jennifer Gouine, Daimler and
Maybach, Mom and Dad Deshpande, Charlie’s Mom, Lisa
King, Geoff Bybee, Diana Sheng Mason, Sung Oh Kim, Su Ja
Choi, Robh Ruppel, “Tiggs” new husband Mark, new stepson
Zack and her children Cassie and Jon, AnnaMae and the
girls, The Liu Family, Cuisinart Slow Cookers, That endless
pool of induced motivation: coffee, The Family and Friends of
Jeremy Huxley, AcesHardware.com Fans, Jan & Allen Neal,
Delaney Gillilan, Eliza Khuner, Rodney Anderson, “Ryar's
Hope”, Roxanne Derda, Kelly Beener, Transport for London,
Shan Shan Fu, Todd Robinson, Mark Hudgins, Lola Berry,
Laura Lind and Henry, Olivia, The Massive Black crew for
the endless inspiration, Michael and Dariane Stovall, Adrian
Steinwedel, Carolyn Steinwedel, Huey Lewis the hamster, All
of Laura’s bitches, Ellie Perry, Sarah Downing, John Downing,
Margaret Mello, David Newton, Greg Tuers, Tim O'Neil, Leif
, Valia and Lerm Simonson (and their couch), Cassy “Stitch”
Arretche, Transformers, Harley Baldwin White-Wiedow, Fipi
Lele, Magen Harris, FBH Jr., Candice Lamb, Zach Owens,
Ursula “SweeticPants” Kubasco, Mark “Mini-Goal” Foster,
Paul Mobbs, tranceportal.org, Lee Ann Schillinger, Victor's
Taqueria, Vincy Li and the Hopf crowd, Joy Hassan, Nick
Scarpino, Ave Lambert (Food Maker), The Ashmore Family,
Jung’s rock, Adam, and the Hellgate baby, Sophie Ripley,
William J. Manegold & Barbara Manegold, Chris Dana,
Edward Cheung, Derek Wise, James Hursthouse, Warren
Jenson, Mark Jacobs, Chris Taylor, Krissie King, S. Gregory
Boyd, MD, Scott Alderton, Greg Akselrud, Mike Hurey,
Jonathan Pearce, Ryan Azlein, Louis Wharton, Greg Bogdan,
JT Forbus, Andrew Katz, Tim Shafer, Tony Park, The Havok's
Support Team, The EAP producers, Namco Bandai Games
America, Noby Kasahara, Garry Cole, Yoko Nakao, Mika
Kelly, Florian Hunziker, Jessika Shutt, The HumGa Family
and Friends, The gorgeous Denise Sid.
Friends and family of NBGA who have contributed to this
project: Namco, Takashi Fukawa, Hiroshi Watanabe, Shiro
Ogata, Taku Tsuge, Koichi Hayashi, Makoto Iwai (Namco
Bandai Games America), Patrick Kelly (Namco Bandai Games
America), Zack Karlsson (Namco Bandai Games America),
Mikako Kurahashi (AONI PRODUCTION Co.,Inc.)
Electronic Arts: Chris Serra, Dan Blackstone, Edwin Caparaz,
Evelyn Walker, Micah Loucks, Steve Arnold, Dan Foy, Kevin
Carter, Peter Stern, Exic Reichley, Bill Rehbock, Roy Taylor,
Jim Curry, Chris Donohue, Chuch Walbourn, Mike Burrows,
Mark Griffin, Brent Schnepf, Rich Wickham, Walter Somol,
Brian Benincasa, Jeff Yates, Hugh Reynolds, Mitch Morando,
Evin Levey, Mike Walsh, Dave Gargan, Paco Vidal, Peter
Kipfer, Chris Keogh, Luke O'Reilly, Stephen Ewart, Adam
Boyden

PERFORMANCE TIPS
SYSTEM REQUIREMENTS

It is essential that your PC meets the Minimum Requirements as detailed on
the game’s packaging. If you are experiencing poor performance, check to make
sure your system hardware supports the requirements. System requirements can
also be found by going to http://www.Hellgatelondon.com and clicking on
Support.

BACKGROUND TASKS

In some cases programs that are running on your system can monopolize
resources that the game needs in order to install, load, and run properly. Not
all of these programs are immediately visible. There are a number of programs,
called “background tasks,” that are always running on your system.

IMPORTANT NOTE: While shutting down background tasks will optimize
your system for running Hellgate: London, these background tasks’ features will
be unavailable once shut down. Be sure to re-enable background tasks after
playing Hellgate: London by restarting your computer.

If your system is running anti-virus or crash guard programs you will need to
close or disable them to run Hellgate: London. To do this, find the icon for the
program on the Windows Taskbar and then right-click the icon and select
“close,” “disable,” or the relevant option. Please note that these programs will be
reactivated the next time you restart your computer.

Once anti-virus and crash guard programs have been disabled, you should end
all unnecessary general background tasks.

To view and close background tasks (Windows XP):

1. Hold down and (SHIFT] and then tap
Task Manager.

2. Click the Processes tab. This tab displays a list of all background tasks
running on your system.

. Select the Windows

3. Click the User Name column heading. This sorts all the processes together
by user name.

4. Select an item with a user name, but DO NOT select one from the
SYSTEM, LOCAL SERVICE, or NETWORK SERVICE groups. Also,
DO NOT select the explorer.exe or taskmgr.exe items.

5. Click END PROCESS. You may receive a warning message, if so click YES.
The selected item disappears from the list.

6. Repeat steps 4 and 5 until only explorer.exe and taskmgr.exe remain in the user
name group.
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VIDEO AND SOUND DRIVERS

An outdated video or sound driver can lead to slow and choppy gameplay, or in
some cases can prevent the game from running at all. To ensure an enjoyable
experience with Hellgate: London, be sure that you have the most recent video
and sound drivers installed. These drivers are typically available for download
from your system or hardware manufacturer’s website. If you are not sure what
type of video or sound card you have, or you don’t know how to update the
drivers on your system, please refer to the documentation that came with your
system or peripheral.

INTERNET PERFORMANCE
ISSUES

To avoid poor performance during Internet play, be sure that you close any file
sharing, streaming audio, or chat programs prior to entering gameplay. These
applications can monopolize your connection’s bandwidth, causing lag or other
undesirable effects.

Hellgate: London uses the following TCP and UDP ports for Internet Play:
TCP Port: 4306

UDP Port: 4306

Please consult your router or personal firewall documentation for information
on how to allow game related traffic on these ports. If you are attempting to
play on a corporate Internet connection, contact your network administrator for
any special settings or requirements you may need.

TECHNICAL SUPPORT

For Technical, Account, or Billing Support please go to:
http://www.Hellgatelondon.com. Login with your account name and
password, then click SUPPORT.

NOTICE

Electronic Arts reserves the right to make improvements in the product described in this manual at anytime and without
notice. This manual and the product described in this manual are copyrighted. All rights reserved.

Hellgate™: London © 2007 Flagship Studios, Inc. All Rights Reserved. EA and the EA logo are trademarks or registered
trademarks of Electronic Arts Inc. in the U.S. and/or other countries. Flagship Studios, the Flagship Studios Logo, Hellgate™:
London and the Hellgate™: London logo are trademarks and/or registered trademarks of Flagship Studios, Inc. throughout the
world. Licensed by NAMCO BANDAI Games America Inc. NAMCO BANDAI Games logo is a trademark of NAMCO
BANDAL Ping0 and the Ping0 logo are trademarks and/or registered trademarks of Ping0, LLC throughout the world.
Windows and the Windows Vista start button logo are registered trademarks or trademarks of Microsoft Corporation in the
United States and/or other countries and ‘Games for Windows’and the Windows Vista start button logo are used under license
from Microsoft. All other trademarks, logos and copyrights are the property of their respective owners.

2007 © Umbra Software Led.
Copyright © 2001-2007 Firelight Technologies Pty, Ltd. All rights reserved.

Havok™ © Copyright 1999-2007 Havok.com Inc. (or its licensors). All Rights Reserved. See www.havok.com for details.

The Way It’s Meant to be Played Logo and other NVIDIA Marks are trademarks of NVIDIA Corporation. Copyright ©
1997-2004 NVIDIA Corporation. All rights reserved. NVIDIA

Uses Bink Video System Copyright © 1991-2007 RAD Game Tools, Inc.
Uses Miles Sound System. Copyright © 1991-2007 by RAD Game Tools, Inc.
Uses Granny Animation. Copyright © 1999-2006 by RAD Game Tools, Inc.

London Und d trad

ground is a regi k of the London Transport Museum and the font is licensed through P22
Type Foundry, Inc. (www.p22.com)
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