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Miscellaneous section of configuration 
screen . 

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 
KB/sec (quad spin). Burst rates vary from 300 KB/sec to 2MB/sec. Higher 
rates are better. Transfer rates below 150 KB/ sec and burst rates below 300 
KB/sec may cause poor display performance, especially if associated with a 
slow video 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 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 of the scene. 
Low extended memory may also result in loss of some features such as digital 
drums and environmental sounds. You may be able to increase the amount of 
extended memory available by removing or reducing the size of DISK 
CACHES, RAM DRIVES, etc. For information on how to make more memory 
available, see Graphics Are Blocky During Room Searches on page 45. 

VIDEO Section 
The video section reports the speed of the Video Display System (the rate at 
which video images can be placed on the screen). This is a function of both 
the speed of the VIDEO CARD and the speed of the CPU and has a significant 
effect on the playback of the movie sequences. Very slow video may cause the 
playback to be "choppy" and may cause the sound to break up. Click on the 
TEST button to check the performance of the video system. Values below 5000 
k/s are considered slow. Values above 12000 k/s are considered fast 

MISCELLANEOUS Section 
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 Size, Rendering Quality, and the 
Interactive Mode switching . 

Captioning: Turn this option ON to print TEXT along with digital speech. 
Hot Key: FS or Xkey 

Hints: Under a Killing Moon has a built-in ON LINE HINT SYSTEM. If you 
would prefer to restrict access to the hint system, select 0 FF Even if you 
choose to have the Hint System ON, you are not required to use it 

Walking Speed: This refers to your speed of travel while in MOVEMENT 
MODE. Selecting LOW will give you greater control. Selecting HIGH will 
allow you to move faster. 

Hot Keys: Slow=FlO Med=Fll Fast=F12 

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. 
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Note: If you want smoother movement (faster 
frame rates), select a smaller window size. 

Sound section of configuration screen . 

Note: To hear all the sounds in the ~ 
}Ul1 must set~ devices. The Digital Sound 
Device is required. The MIDI Music Device is 
not required, but recommended. 
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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. 

Normal: UP Arrow= UP DOWN Arrow=DN Hot Key: F7 

Reverse: UP Arrow=DN DOWN Arrow= UP Hot Key: F8 

Note: 1bis 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 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 HOT KEY (1-0). 

Rendering Quality: Select HIGH, MED or WW quality. The rendering 
speed for high quality is slowest while the rendering speed for low quality is 
fastest 

Hot Keys: High=F2, Med=F3, Low=F4. 

Interactive Mode (Always switch to 432x324): Activate this option to 
return to full 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 different purpose. All speech, digitized music and sound effects are 
stored in Digital format while the background music is stored in MIDI 
Music format. The Digital format is played by the Digital Sound Device and 
the MIDI Music format is played by the MIDI Music Device. 

The Sound section Oocated 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. 

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: Since the 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 Device button. 1bis will 
bring up the sound setup screen. (Refer to the section on Configuring the 
Sound, below.) 

Configuring The Sound 
Most sound cards can function as both the Digital Sound Device and the MIDI 
Music Device and can play both formats simultaneously. Therefore, setting 
up your sound system normally involves identifying which card you have 
and finding the correct hardware configuration 0/0 Ports, Interrupt, and 
DMA channel). 

Setting the DIGITAL SOUND DEVICE {must be set) 
Click OK if necessary to bring up the screen that says Digital Format. 1bis 
is where you select the Digital Sound Device. Highlight your device (card) in 



Sound section of configuration screen. 

N~ 1--1.ock Ups: Some sound cards do not 
react well to the inte"ogation process and 
may lock up the computer. If this happens, 
reboot and try AUTO DETECT again. The 
program keeps track of combinations which 
cause a lock up (during Auto Detect) and will 
not try that combination again. If you install 
a new sound card, be sure to click the CLEAR 
LOG button before using AUTO DETECT. 

N~ 2---Phann:m Deredioos: Some sound 
cards can be mistaken for other cards. This 
produces what is called Phantom Detections. 
The AUTO DETECT process appears to find a 
card that really isn't there and the SOUND 
TEST doesn't work (of course). In this case 
you should try AUTO DETECT again and 
select CONTINUE rather than ACCEPT 
when the program pauses on the phantom 
card. 

the Device List by clicking on it If you do not know which device or which set­
tings to use, click the AUTO DETECT button (See below). Use the UP or 
DOWN arrow buttons to change the I/O Port, Interrupt and DMA channel 
settings. 

Test the device by clicking the SOUND TEST button. If you hear digitized 
speech then the test was successful and you should click OK to continue. If 
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 want to try AUTO 
DEIBCTagain. 

Setting the MIDI MUSIC DEVICE (should be set) 
Click OK or CONTINUE if necessary to bring up the screen that says Midi 
Music Format. Here you will select the Midi Music Device. Usually, the same 
card you selected as the Digital Sound Device can function as the MIDI 
Music Device. If 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 DOWN arrow buttons to set the I/O Port. If you have 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 
device by clicking the SOUND TEST button. If you hear music, then the test 
was successful and you should click OK to continue. If you do not hear 
music, the test was not successful. You may want to try other I/O Port set­
tings. 

Using the AUTO DETECT feature (Digital 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 out for you. 

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 sui:r 
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 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 DEIBCT process or click the CONTIN­
UE button to keep trying. 

Technical Reference m 



Under a Kllllng Moon Users Guide 

The CONFIG.INI File 
The CONFIG.INI file contains all the game configuration data. This file is an 
ASCII text file and can be modified by the experienced user to change the 
game configuration. 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 file and run the game. 

The following is a sample listing of the CONFIG.INI file, with descriptions of 
the configuration options available. 

Listing 
[DIGI_CONFIGJ 

BoardNum=3 
IoAddr=Ox220 
DMA=5 
Int=5 
Volume=lOO 

[MIDI_CONFIGJ 
BoardNum=l 
IoAddr=Ox388 
DigiDrums= Yes 
Volume=lOO 

[SYSTEM] 
LastPlayer= JOHN 
Pass=l 
Chainlnt8=Yes 
ChainintlC=Yes 

[PREF] 
Hints=On 
Captioning=Off 
WalkingSpeed=fvled 
fvlouseSens=fvled 
TiltCntrl=Reverse 
WindowSize=4 
Rendering= High 
Auto432x324=0ff 
Cyberfvlouse=Off 
rvt:PEG=Off 
ForceScaling=Off 

[VIDEO] 
TransferRate=8000 
DirectDrive=O 

[DEBUG] 
Log:file=debug.log 
fvlono=Off 
Display=Off 
Printer=Off 
SectionFlag=Off 

Description 
Digital Sound Device 
Board# (from SOUND.INF file) 
I/O Port Address 
DMAChannel 
Interrupt# (IRQ) 
Volume (G-100) 
MIDI Music Device 
Board# (from SOUND.INF file) 
I/O Port Address 
Digital Drums On/Off (if mem > 4fv1B) 
Volume (G-100) 
System Settings 
Name of Last Player 
If Pass=O, go direct to sound config 
Chain to Interrupt 8 after we're done 
Chain to Interrupt lC after Int 8 

Preferences 
Hints = On/Off 
Captioning (Text) = On/Off 
Walking Speed = Slow /fvled/Fast 
fvlouse Sensitivity = Low /fvled/High 
Tilt Control = Normal/Reverse 
Window Size = 1-2-3-4-~7-8-9-0 
Rendering Quality = Low /fvled/High 
Auto Switch to Size 4 Window = On/Off 
Use Cyberfvlouse for Control = On/Of 
Use rvt:PEG board (Not operational) 
Use pre-scaled data (Not operational) 
Video Section 
Video Speed Benchmark (for info only) 
If =1, do not use VESA (Not operational) 
Debug Section (for tecb support) 
Name of Log File 
fvlonochrome Display = On/Off 
Display Debug Info = On/Off 
Print Debug Info = On/Off 
Turn Section Flag On or Off 



[CD_MAP] 
Diskl=E 
Disk2=F 
Disk3=G 
Disk4=H 
AvailableCDs=DEFGHU 

CD-ROM Mapping Section 
Drive Letter where Disk 1 is found 
Drive Letter where Disk 2 is found 
Drive Letter where Disk 3 is found 
Drive Letter where 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. 

Graphic Performance and Quality 
Under a Killing Moon has two graphic display systems, the Virtual Reality 
Engine and the Movie Scenes Engine. The performance and quality of each is 
affected differently by various hardware configurations. 

The Virtual Reality Engine (VR) is the graphic display system that moves 
the user around in a room or other environment The speed of the CD-ROM 
drive has no influence on the speed of the VR (other than the time required to 
load the room). 

Machine Speed and Video Card Speed are the two factors which determine the 
Speed of the VR (smoothness or jerkiness). To obtain the best performance 
(highest frame rate), reduce the screen size in the Movement Mode by 
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 full screen. Also, 
computers with Local Bus video will have a significant advantage over those 
with standard ISA bus video. 

The amount of Extended Memory Available is the factor which determines the 
Quality of the VR (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 VR 
graphic data in the game as detailed as it can be, requires approximately 8 
MB of available extended memory while running. To check your available 
memory, go to the Configuration screen. (See page 34) If you only have 8 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 VR graphics will 
scale to fit in whatever amount of free memory you have. If you can get 6 MB 
free, your graphics will still look great, and most people will not notice a dif­
ference. To make more memory available, disable any Disk Cache or Ram 
Drives (i.e. SMARTDRV or RAMDRIVE) or other programs which reserve 
significant amounts of extended memory. This may also include 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 (lower 640k) memo­
ry as possible by removing non-critical TSR programs. The program will use 
the lower memory first, before it starts to use the extended memory. One 
way to free up more DOS memory 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 boot process. You can return 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 
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assist in this process. To use it, go to the \MOON directory and type: BOOT 
[enter]. Be sure to have a floppy available for use as the Boot Disk. 

The Movie Scenes Engine 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, the Video Card Speed, and the CPU Speed. If any one of these is 
slow, the movie scenes suffer. Symptoms include, jerky video and sound 
which breaks up. The sad part is that any machine (regardless of the CPU) 
that has a slow CD-ROM burst rate or video card can exhibit poor perfor­
mance. Under a Killing Moon will help you benchmark your system to make 
you aware of any performance bottlenecks. Refer to the section titled The 
Configuration System on page 34 for more information on testing the perfor­
mance of your CD-ROM drive and video card. The amount of memory avail­
able has no effect on the performance or quality of the movie scenes. 



Freaaenllv-Asked Qaeslions 
Why did it take 4 CDs to make this game? 
When 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 (Vrrtual 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. When 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 files to reduce the frequency of disk swapping. 

I don't like to solve puzzles, but I would really like to explore the 
rooms and see the movie scenes. Is there a way for me to do that? 
Yes. We have included seven special Saved Games that will allow you to start 
play 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 
Brain Work. 

Refer to Chapter Eleven, Easy Play Option. 

I saw the Demo of this game at a store and it looked great, but on 
my machine, the graphtcs seem much more blocky. What! wrong? 
Not enough available memory. 

Refer to Chapter Fourteen, Problems and Solutions-Graphics are blocky dur­
ing room searches, page 45. 

Why does my sound break up occasionally? 
Slow CD-ROM drive or Video Card. 

Refer to Chapter Fourteen, Problems and Solutions -The Sound Breaks Up, 
page44. 

The manual talks about Digital Drums, but where do I tum them 
on? 
If you have enough Extended Memory, Digital Drums can be added to your 
MIDI Music Device to create a more realistic music track. This option will 
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Note: When Extended Memory available gets 
below 4000k (while running), the environ­
mental sounds and the digital drums are not 
allowed to load and the Digital Drums check 
box will not appear on the Set MIDI Music 
Device screen. 
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automatically appear when you set up your MIDI Music Device. Place a 
mark in Digital Drums check box to turn the drums on. See page 37 for more 
information. 

When I walk around, the movement is slow and jerky. What is 
wrong? 
Your CPU and/ or Video Card is too slow. 

Refer to Chapter Fourteen, Problems and Solutions- When walking around, 
the movement is very slow and jerky, page 45. 

My sound is oka~ but I'd really like to have better sound. What 
can I do? 
Digital sound in Under a Killing Moon (speech, digititized music, and sound 
effects) was recorded at 22 kHz in 16 bits. This means that to play it back 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 
synthesis or wave table synthesis. See your local retailer for help in choosing 
good sound hardware or call our technical support department 

What can I do to make the game run faster and smoother? 
Upgrade your hardware. This may mean one component or your entire sys­
tem. Please refer to the section titled Hardware Upgrade Suggestions on page 47. 

I want to upgrade my system. Should I buy a 486DX2 66 or a 
Pentium or What? 
Please refer to the section titled Hardware Upgrade Suggestions on page 47. 

I don't like to swap disks. Can I use another CD-ROM drive with 
the game and how hard will it be 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 that you install a SCSI (scuzzy) 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
ficult task 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 past It would 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 tricky. The good thing about SCSI is that once you get the 
adapter working, it is normally easy to add extra drives and other compo­
nents to your system. Talk to your local dealer. 

In a Disk Changer configuration the device normally appears to DOS simply 
as extra drive letters. For example the Pioneer DRM 602X is a six disk 
(SCSO system and might appear as drive letters E:, F:, G:, H:, I:, and J:. The 
magazine holds six CDs at a time and there is a short delay (6-10 sec) while 
the changer swaps disks. 

Under a Killing Moon will allow you to assign separate drive letters to each 
of the four CD-ROM disks so you can make use of either setup. Refer to 
Chapter 12, page 34. 



What is VESA Local Bus and PC/ Local Bus. Which is best and do I 
need one? 
VESA Local Bus (VLB) is a local bus standard set forth by the Video 
Electronics Standards Association. PCI Local Bus (PCI) 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 PCI is newer and 
has the potential to run at higher speeds than the current VLB. To obtain 
maximum performance you definitely want a computer with a motherboard, 
hard disk controller, and video card that are either VLB or PCI Local Bus. 

Is there any way to capture screens from the game? 
Yes. To capture a screen, press ALT-C. The screen will be saved into the 
\MOON directory as a 640x480, 8 bit color-mapped TARGA file called 
SCROOOOO.TGA Subsequent captures will save as SCROOOOl.TGA, 
SCR00002.TGA and so on. Capture works anywhere in the game including 
VR Rooms and Movie Scenes. The capture routine is very fast, so don't hold 
the keys down very long or you11 capture more than one copy of the same 
screen. 

Note: The screen capture is an 8 bit color-mapped TARGA file (fype 1). A 
640x480 screen produces a 307986 byte file that will load directly into 
AutoDesk's Animator Pro, Aldus PhotoStyler, and most other paint or pub­
lishing programs. 

I'm having a problem with the 9ame. Should I try to solve it myself 
or call your technical support department? 
If you're having problems, do the following: 

1. Read the Manual. We have tried to answer as many questions as possi­
ble regarding playability and technical problems in the manual. If you 
think your problem is a technical one, read chapters 1,12,13, and 14 
carefully before calling. 

2. Before you call, determine if the problem is a how to play question or a 
technical question. If the problem is technical, try to compile as much 
information 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 of your 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 AUTO EX­
EC.BAT files would also be very useful. The more you can tell him or 
her, the faster the problem can be diagnosed and solved. If you are a 
computer novice and don't know how to get the above information, don't 
worry. just call us, and our courteous 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 Hotline. See chapter 14, page 49. 
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Trouble Sllootina and 
Technical Su1111orl 
Problems and Solutions 
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. A VESA 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 in your CD-ROM drive. 

2. Switch to your CD-ROM by typing: D: [Enter] where D: is the drive 
Jetter of your CD-ROM. 

3. Run SEIVESA Type: SEIVESA [Enter] 

4. Follow the instructions on screen to install a VESA driver for your 
video card. 

Problem: When I try to run the game, it says that I don't have 
enough 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 
searches below. 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 CD ROM. The Transfer Rate should be at least 150 k/s and the 
Burst Rate should be at least 375 k/ 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-
RO M 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 : Your Video Card is too slow. 

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



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 blocky during room searches. 

Cause: Not enough available memory. 

Go to the Con.fig screen and check the Extended Memory. If you have 
less than 8000K available, the graphics have to scale to fit into 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. SMARTDRV or RAMDRIVE) . 
Also free up as much DOS Oower 640k) memory as possible by remov­
ing non-critical TSR programs. One way to accomplish 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 boot process. You can return 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 the WOON directory and type: BOOT [enter]. 
Be sure to have a floppy available for use as the Boot Disk. 

Problem: I don't get any environmental sounds (like 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 and 
jerky. 

Cause: Your CPU and/ or your Video Card is too slow. 

Solution: To obtain the smoothe t movement, reduce the screen size in the 
Movement Mode by pressing 1,2, or 3 on the keyboard. You may also 
consider upgrading your hardware. See the section titled, Hardware 
Upgrade Suggestions on page 47. 

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 problems are 
our number one customer support problem, so don't feel bad. UKM 
(Under a Killing Moon) has a very sophisticated sound setup and auto 
detect module which will help you find the correct settings for your 
card. Try the suggestions below before you call our technical support 
department Also refer to the section entitled Sound Card Trouble 
Shooting on page 47. 

Trouble Shooting and Technical Support 



Note: Sound cards can sometimes have 
Interrupt and DMA conflicts with other hard­
ware. Symptoms include, strange program 
behavior, distorted sound and lockups. If you 
suspect a conflict problem, check your sound 
card manual for instructions on how to 
change parameters and try different settings. 
Then go into 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 Configuration 
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. If you can't get it working, try to call the 
card manufacturer first This would be your quickest solution. If you 
can't get help from the manufacturer, call us. We'll try 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 button. If Auto Detect 
finds a card, go to step 4. If it does not find a card, call our technical suir 
port department If the computer locks up, reboot the machine and 
repeat step 3. The program keeps track of the 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 Test button. If you 
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. If 
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 I/O Port, Interrupt, or DMA channel is not set cor­
rectly. Normally, Auto Detect will find the correct settings, but not 
always. Try different values and click the Sound Test button to test 
each setting. If you are still unsuccessful, call our technical support 
department 

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. If you hear a tune, click the OK button and you're done. If not, 
try different I/O Port settings. If you are not successful, call our techni­
cal support department 

Problem: I have a 3 button mouse but my center button doesn't 
switch 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 your mouse. Make sure 
you have the correct driver and that it is set to use the center button. 

Problem: The game locks up when I try to run it. 

Solution: From the \MOON directory, type: 

RENAME CONFIG.INI CONFIG.OLD [enter] 

Then try to run the game. If the game runs, this means that the pro b­
lem was probably incorrect sound card settings in the CONFIG.INI file. 



NOTE: Most sound cards provide a mixer pro­
gram for adjusting relative volumes. You may 
need to run this program and set your volumes 
before starting the game. 

You1l 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 typing: 
COPY CONFIG.OLD CONFIG.INI [enter] from the \MOON direc­
tory. Then call our technical support department. 

Sound Card Trouble Shooting 
SOUND BIASTER AWE 32: The AWE 32 will auto detect as a Sound 
Blaster 16. You will need to manually select AWE 32 in the Sound Device 
screens. 

ESS AUDIO DRIVE: Will autodetect as a Sound Blaster but will not work. 
You must select ESS in the Sound Device screens. 

AZIBC SOUND GAl.AXY: 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 Galaxy will 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 ULTRASOUND & ULTRASOUND MAX: Your version of 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 Blaster with a Gravis in the computer. If this happens, turn off your 
computer and restart. The next time, autodetect will bypass Sound Blaster 
and correctly detect Gravis. NOTE: If you get an "off board parity error" or 
"CMOS mismatch error," don't worry, simply turn the computer off and restart. 

ENSONIQ SOUNDSCAPE: 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 Test" but­
ton following an autodetect you may hear static or silence. If you have select­
ed the SoundScape device, press the "Sound Test" button a second time and 
it will work fine. 

MICROSOFf SOUND SYSTEM: If you attempt to configure the Microsoft 
Sound system as a General MIDI device, you will lose music completely. 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 16: Users with VESA local bus video cards 
may experience distorted sound. Sometimes configuring the card as a 
Sound Blaster will improve this problem. 

LOGITECH SOUNDMAN 16: May be configured as a Media Vision Pro 
Audio 16 or a Sound Blaster 1.0. 

ROIAND RAP 10: Will work as a MIDI music device but might not work 
as a Digital Sound device. Call us for an update. 

Hardware Upgrade Suggestions 
Here are some guidelines. 

1. Make sure your CPU is fast enough. If you want to run fast, you'll need 
at least a 486DX2/66mHz Local Bus system. Get the fastest machine 
you can afford. A Pentium 90 is over twice as fast as a 486DX2/66. 
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2. Make sure the mother board is VESA Local Bus or PCI Local Bus. A 
local bus can run at speeds which are much greater than the standard 
ISA bus. Make sure to install a Local Bus Hard Disk controller. 

3. Get at least 8 MB of RAM, 16 MB or more if you 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 at least Double Spin (300 KB/sec) with at 
least a 64K internal buffer and a reasonably good burst rate. You should 
try to get a burst rate above 600 KB/ sec. 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 
Killing Moon will test the burst rate for you (from the Configuration 
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. If you'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 policy. 

Multi-Drive and Disk Changer Configurations 
Under 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 42 for more information. 



Technical Support 
U.S. and Canada 
If you have any questions regarding this product, we offer three different 
ways to get help: 

1. Call our toll-free Support Hotline at 1-800-793-8324 from Monday 
through Friday between the hours of 7:30 a.m. and 8:30 p.m., Mountain 
Time Zone. 

If the 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 1-801-364-7 449 and is open 24 hours every day. 
There are four 14,400 Baud modems accessible on the BBS (8-N-1). 

3. On-line users can get help on ACCESS products though the following 
On-line services: 

Service ID# Location 

America On-Line Linksprol Industry Connection 

Compuserve 72662,61 GOGAMBPUB 

Prodigy GBVV20A E-mail 

Genie XKY98115 Scorpia Game Conference 

Delphi Linksprol Custom 119 

Europe 
For technical support, call 021-326-64 18 

Our European distributor is US Gold Limited 

Units 2/3 Holford Way 
Holford, Birmingham B67 AX England 
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Under a KDllng Moon CAST 

Tex Murphy Chris Jones 
Colonel Brian Keith 
Chameleon Russell Means 
Bartender Margot Kidder 
Big PI. in the Sky James Earl Jones 
Lowell Percival Michail Bailey 
Eva Schanzee Mindy Lawson 
Alaynah Moore Rebecca Clay 
Countess Renier Monique Lanier 

Mac Malden Kevin L. Jones 
Eddie Ching Sandy Jensen 
Rook Garner Doug Vandegrift 
Louie LaMintz Randall Edwards 

Chelsee Bando Suzanne Barnes 
Francesca Lucido Jeri Christian 
Sal Lucido Doug Vandegrift 
ArdoNewpop Aaron Conners 
Clint the Bum Steve Barnes 
Beek Nariz Doug Vandegrift 
Hamm Underwood Brian Underwood 
Franco Franco Wille Walker 
Melahn Tode Shanon Ingman 
Ferrel Pus David Madsen 
Pug Richard Haslam 
Sylvia Linsky Kris Mickler 
Rudy George Manousakis 
Marcus Tucker Mark McArthur 
Paul Dubois Mark Hulka 
Security Guard Travis Driscoll 
Moonchild Technician #1 Nathan Larsen 
Moonchild Technician #2 Aaron Conners 
Eddie Ching Thug # 1 Dave Pehrson 
Eddie Ching Thug #2 Wayne Braithwaite 
Mick Flemm Jay Richards 
Monks Brandon Wright 
Capt. Wallaby Les Oswald 
Inspector Burns Chris Jones 
Computer Voice Trisha Woods 
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Under a Killing Moon Quick Reference 
In order to create a Virtual World, realistic 

movement is essential. For that reason, the 
movement mode in Under a Killing Moon has 
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 Controls 
Mouse FORWARD 
Mouse BACKWARD 
MouseLEFf 
Mouse RIGHT 
LEFf Button + Mouse LEFf 
LEFf Button + Mouse RIGHT 
Cursor UP ARROW 
Cursor DOWN ARROW 
TAB KEY 
LEFfSHIFf 
CTRL 
E 

Walk FORWARD 
Walk BACKWARD 
TurnLEFf 
Turn RIGHT 
Slide LEFf 
Slide RIGHT 
Tilt View UP 
Tilt View DOWN 
Cancel Tilt & Return to LEVEL 
RAISE Your Eye Level 
LOWER Your Eye Level 
Return to Normal Eye Level 

Walk Forward 

Stop 

--+-._Turn 
Right 

Walk 
Backward 

View Keys (Must be held down) 
A Look LEFf 30 r1pgrPP~ 
S Look RIGHT 30 degrees 
Z Look to the REAR 
Q Look LEFf90 degrees 
W Look RIGHT 90 degrees 
D Look DOWN 30 degrees 
F Look UP 30 degrees 
Double click Left Button Change Walking direction to 

match VIEW 
Switch to Interactive Mode Change walking direction to 

match VIEW 

Some Often Used Hot Keys 

HOT KEYS Interactive Mode 
Flor? Help N HINTS 
F2 High res VR graphics v TRAVEL 
F3 MEDIUM res VR graphics I INVENTORY 
F4 LOW res VR graphics = COMBINE 
F!O SLOW walking speed E EXAMINE 
Fll MEDIUM walking speed L LOOK 
F12 FASfwalking speed G GET 
Any Key BYPASS movie or voice M MOVE 
p Pause movie or voice 0 OPEN 

T TALK 
F 

For more info on HOT KEYS see Chapter 9. 
ON/OFF 

ACCESS Software, Inc. 
4 910 West Amelia Earhart Drive, Salt Lake City, Utah 84116 
(801 )359-2900 • (800)800-4880 •FAX (801 )596-9128 

Window Sizes 
1 240x180 
2 320x240 
3 400x300 
4 432x324 

(Default) 
5 480x360 
6 560x420 
7 640x480 

(Full Screen) 
8 640x240 
9 240x420 
0 280x480 


