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THANKS!

THANK YOU FOR PURCHASING MARATHON 2: DURANDAL. IT IS BECAUSE OF YOUR SUPPORT,
AS OUR CUSTOMER, THAT WE ARE ABLE TO CONTINUE TO DEVELOP CUTTING-EDGE PRODUCTS.
IF YOU ALSO BOUGHT THE FIRST MARATHON, THEN WE THINK YOU’RE EXTRA SPECIAL.

PLEASE DON’'T PIRATE!

"NUF SAID.

CUsSTOMER SUPPORT

AS ODUR CUSTOMER, YOU ARE OUR MOST IMPORTANT ASSET. |F YOU HAVE ANY QUESTIONS
ABOUT HOW TO USE OR INSTALL THIS SOFTWARE, PLEASE GET IN TOUCH WITH US THROUGH
ONE OF THE CHANNELS LISTED BELOW. WE ARE MORE THAN HAPPY TO HELP YOU OUT. MANY
QUESTIONS (ESPECIALLY HINTS) CAN BE ANSWERED ONLINE IN OUR AOL FORUM (KEYWORD
BUNGIE) OR ON OUR WEB SITE (WWW.BUNGIE.COM).

BUNGIE SOFTWARE PRODUCTS CORPORATION
CUSTOMER SUPPORT

PO Box 7877

CHICcAGO, IL 60680-7877

TELEPHONE: (312) 563-6200
FACSIMILE: (312) 563-0545
INTERNET: INFO@BUNGIE.COM
WWW: HTTP://WWW.BUNGIE.COM
AMERICA ONLINE: BUNGIE 1

IF YOU NEED TO BUY STUFF FROM US CALL 1 800 295 0060

WHEREVER POSSIBLE, ADDITIONAL ATTITUDE WAS LIBERALLY APPLIED TO ALL TEXT IN THIS MANUAL.
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REMEMBER THE MARATHON ..... >» remember.the.

marathon...
THOSE OF YOU WHO PLAYED THE ORIGINAL MARATHON MIGHT THINK YOU’VE GOT THIS GAME

ALL FIGURED OUT. YOU SURVIVED THE ASSAULT OF THOUSANDS OF PFHOR WARRIORS ON THE
STARSHIP MARATHON, AND REASONED YOUR WAY PAST DECK AFTER DECK OF TRAPS AND
OBSTAGCLES—NOT EASY THINGS TO bDO. NOW THE HERO OF TAU CETI AND A LIVING LEGEND,
YOU MIGHT THINK THE PFHOR AND THEIR MINIONS HOLD NO MORE TERRORS FOR YOU.

THINK AGAIN. WHILE THERE IS A LOT THAT YOU WILL RECOGNIZE—GREEN FIGHTERS, NO
PROBLEM, BLUE FIGHTERS, PROBLEM; THE TIME-HONORED “GRENADE HOP” WILL STILL GET
YOU ONTO A TROUBLESOME LEDGE; YOU PROBABLY WANT TO WASTE THE LAST THREE BULLETS
IN THE CLIP BEFORE ENTERING SUPER MEGA CARNAGE ROOM—YOU’LL SOON LEARN THIS IS A
NEW WORLD WITH NEW RULES.

YOU’LL FIND IT’S OFTEN SINK OR SWIM, AND THE WINDS AND WATERS OF THE S’PHT
HOMEWORLD MIGHT LEAD YOU TOWARD YOUR GOAL, OR MASK THE SOUND OF APPROACHING
THREATS. THE HARMLESS AND HAPLESS BOBS vYOU USED TO SHOOT OFFHANDEDLY ANY TIME
THEY GOT IN THE WAY (“WE’RE EVERYWHERE!”) ARE NOW JUST AS HAPPY TO SHOOT YOU IF
YOUR AIM GETS TOO CARELESS.

AND NETWORK GAMES HAVE BEEN BROUGHT TO ANOTHER LEVEL. |F YOU’RE HAVING TROUBLE
WITH ANY LEVEL, GO IN WITH A COUPLE OF FRIENDS AND SEE IF TEAMWORK DOESN’T GET yYOU
THROUGH. IF YOU’'RE EXPERT AT THE EVERY MAN FOR HIMSELF SCENARIO, TRY PLAYING KING
OF THE HiLL OR KiLL THE GuY WITH THE BALL, WHERE THE DIFFERENT VICTORY CONDITIONS
REQUIRE STRATEGIES MORE COMPLEX THAN JUST RUNNING AND SHOOTING.

THERE ARE OTHER SURPRISES AS WELL—YOU MIGHT FIND YOURSELF IN AN ENTIRELY
DIFFERENT REALITY THAN THE ONE OF THE STARSHIP MARATHON.

S0, STEEL YOUR NERVES, DIVE IN AND TAKE RISKS—ANOTHER LIFE IS ONLY A TAB KEY AWAY.

HAPPY HAPPY CARNAGE CARNAGE!




>» introduction

PFHOR BATTLE GROUP THREE, CENTRAL ARM, HUNG MOTIONLESS ABOVE THE DUSTY BALL OF
ROCK THAT WAS LH’OWON, THE SECOND PLANET OF A DIM STAR NINETY-SEVEN LIGHT-YEARS
FROM THE GRAVITATIONAL CENTER OF THE MILKY WAY. THE GIGANTIC BATTLESHIP, THREE
SMALLER DESTROYERS AND TWENTY AUXILIARY CRAFT HAD NOT LEFT THE SYSTEM FOR NEARLY
SIX YEARS. THEY WERE NOT TO BE RELIEVED FOR ANOTHER TwO.

LH’OWON HAD ONCE BEEN A MARSH WORLD; NOW IT WAS A NEARLY WATERLESS DESERT. IT
HAD BEEN POPULATED, A THOUSAND YEARS AGO, BY A RACE OF HIGHLY INTELLIGENT
CREATURES WHO HAD ALREADY LANDED ON THEIR OWN MOONS AND WwOULD SOON HAVE
HEADED TO OTHER STARS. BELOW, THEIR CITIES STOOD EMPTY AND RUINED.

IN ITS GLORY YEARS, BATTLE GROUP THREE HAD BEEN KNOWN THROUGHOUT THE EMPIRE;

DECORATED IN EVERY BATTLE ANYONE REMEMBERED FROM THE WARS OF IMPERIUM, FOR
TURNING BACK THE LOYALISTS AT TAHRM’S GAP AND HOLDING THE APPROACHES TO THE
PFHOR HOMEWORLD ITSELF DURING THE SLAVE REVOLT OF THE NAKH.

UNDEFEATED IN BATTLE, IT WAS FINALLY POLITICS THAT SPLINTERED BATTLE GROUP THREE;
BY SENDING A FEW SHIPS TO SUPPRESS SUBSERVIENT RACES HERE, A FEW MORE TO
GARRISON THE FRINGES OF PFHOR INFLUENGE THERE, THE NOBILITY HAD SLOWLY
BROKEN THE POWER OF THE OLD NAVY.

WHAT WAS LEFT OF BATTLE GROUP THREE HAD BEEN ASSIGNED TO THIS
DEAD WORLD IN THE GALACTIC CORE. TO DEFEND THE SYSTEM AGAINST
A SINGLE ENEMY NO ONE EXPECTED wOULD EVER ARRIVE, AND WHO
HAD LAST BEEN SEEN THOUSANDS OF LIGHT-YEARS AWAY.

THE TEDIUM OF BLOCKADE DUTY HAD DESTROYED MORALE AND
DISCIPLINE.

IN THE DARK BETWEEN THE ORBITS OF THE SIXTH AND
SEVENTH PLANETS, SLIGHTLY ABOVE THE ECLIPTIC, A
SHIP VANISHED, FOLDING SOUNDLESSLY IN ON ITSELF
IN IMPOSSIBLE WAYS. AS THE LONG GCRAFT TWISTED
AND FADED IN ONE PLACE, IT BEGAN
SIMULTANEOUSLY TO APPEAR IN ANOTHER.

THE STOLEN SHIP HAD BEEN IN THE SYSTEM
FOR DAYS, KEEPING ITS DISTANCE FROM
LH’OWON AND THE PFHOR FLEET SURROUNDING IT; DODGING AMONG ASTEROIDS AND MOONS,
TESTING AND MEASURING. LOOKING FOR SOMETHING. WAITING.

ALARMS SOUNDED THROUGHOUT BATTLE GROUP THREE, SCREAMING THAT A VESSEL HAD
FOLDED INTO EXISTENCE LESS THAN THIRTY KILOMETERS AWAY FROM THE BATTLESHIP.
COMPUTER OPERATORS THROUGHOUT THE FLEET STARED IN DISBELIEF AT THEIR TACTICAL
SCREENS— NO SHIP COULD JUMP THIS CLOSE TO A GRAVITY SOURCE. FOR THREE SECONDS,
NO WARNING WAS PASSED, NO WORD SPOKEN, NO ACTION TAKEN.

THE INVADER ERUPTED IN A HUNDRED THIN LINES OF GREEN FIRE, STRIKING OUT TOWARD THE
PFHOR SHIPS, PHASING THROUGH THEIR SHIELDING, DESTROYING WEAPONS OR ENGINES OR
COMMUNICATIONS GEAR. IN SECONDS BATTLE GROUP THREE HAD BEEN DISABLED, AND
THEIR SHIPS BEGAN EXPLODING. IN TwWO MINUTES ONLY ONE SHIP REMAINED AMONG THE



DEBRIS IN ORBIT ABOVE LH’OWON.

DOWN ON THE PLANET, AS THE ORBITAL BOMBARDMENT BEGAN, THE PFHOR GARRISON WAS
ONLY JUST BEGINNING TO UNDERSTAND HOW HARD THEIR LIFE WOULD BECOME OVER THE
NEXT FEW DAYS.

| STARED THROUGH THE WINDOW OF TRANSPARENT

METAL ALLOY AND OUT INTO SPACE. FOR A

MOMENT |I'D THOUGHT WE WERE STILL AT THE
COLONY, STILL ON THE ALIEN SHIP IN ORBIT AROUND
TAU CETI. BUT THERE WERE TOO MANY STARS HERE,
AND THE SUN WAS TOO RED AND THE PLANET TOO BIG.

THE SHIP FELT DIFFERENT, TOO. CLEANER, BUT OLDER.
THE SCARS OF THE BATTLE WHICH HAD NEARLY CONSUMED
IT HAD BEEN ERASED. MOST OF THEM, ANYWAY!: | THOUGHT
THAT | REMEMBERED FIRING THE GRENADE WHICH

HAD BUCKLED THE ARMOR PLATING

IN THE HALLWAY OUTSIDE THE
ROOM WHERE | AWOKE. THE DENT
WAS STILL THERE, IF YOU LOOKED
CLOSE ENOUGH. PAINTED OVER AND
SMOOTHED 0OUT, BUT STILL THERE.

WHEN IT TURNED OUT THAT DURANDAL HAD
BROUGHT ME HERE, INSTEAD OF LEAVING ME TO BE
THE HERDO ON TAU CETI LIKE | DESERVED, | WASN’'T
SURPRISED. DURANDAL WAS THE ROGUE PERSONALITY

CONSTRUCT WHO HAD BEEN THE BRAINS BEHIND THE DEFENSE OF THE
COLONY SHIP MARATHON. |’D BEEN THE BRAWN. DURANDAL HAD ALWAYS

BEEN UNPREDICTABLE, EVEN WHEN HE WAS JUST OPENING DOORS AND MANAGING FOOD
PROCESSORS THREE HUNDRED YEARS AGO ON MARS. TOGETHER WE HAD FOUGHT OFF THE
PFHOR INVASION OF TAU CETI. | DON’'T THINK A SINGLE ONE OF THE THREE-EYED CREATURES
SURVIVED, BUT WE’D TAKEN THEIR SHIP.

NoOw DURANDAL SAID THAT WE WERE IN THE GALACTIC CORE, THOUSANDS OF LIGHT-YEARS
FROM TAU CETI OR EARTH, AND THAT SEVENTEEN YEARS HAD PASSED SINCE WE LEFT TAU
CETI. HE HAD IGNORED MY QUESTIONS, MOSTLY, TELLING ME THAT | WOULDN’'T HAVE
WANTED TO STAY ON TAU CETI ANYWAY.

SEVENTEEN YEARS IN AN ALIEN STASIS CHAMBER, IN A SPACE A LITTLE TOO TALL AND TOO
THIN FOR HUMAN COMFORT, UNCONSCIOUS AND DREAMLESS WITHIN A FEW DEGREES OF
ABSOLUTE ZERO. SEVENTEEN YEARS, WHILE DURANDAL HAD RACED ABOUT THE GALACTIC
CORE IN A STOLEN PFHOR ATTACK SHIP. HE’S PROBABLY RIGHT WHEN HE SAID THOSE YEARS
WERE BORING, BUT NOBODY ASKED ME WHAT | WANTED.

NOW HE SAYS THERE’S FIGHTING TO BE DONE, AND THAT I’VE GOT FIFTEEN MINUTES TO
PREPARE FOR TRANSPORT DOWN TO THE PLANET. | GUESS I'LL FIGURE THINGS OUT AS | GO
ALONG. JUST LIKE LAST TIME.

> introduction



> getting.started

REQUIREMENTS

MARATHON 2: DURANDAL REQUIRES A MACINTOSH COMPUTER OR COMPATIBLE WITH A
68040 OR BETTER PROCESSOR, 13" 256 coLor MONITOR, SYSTEM 7 OR HIGHER, AND
ABOUT 4 MEGABYTES OF AVAILABLE RAM. ADVANCED FEATURES SUCH AS 16-BIT GRAPHIGCS
AND AMBIENT SOUND REQUIRE EXTRA MEMORY.

INSTALLATION

YOuU CAN PLAY DIRECTLY FROM YOUR CD-ROM. HOWEVER, YOU WILL NOTICE SPEED
IMPROVEMENTS IF YOU COPY THE MARATHON 2 APPLICATION FILE AND THE MARATHON 2
SOUNDS FILE TO YOUR HARD DRIVE.

CoOPY THE NEW VERSION OF THE SOUND MANAGER, WHICH COMES WITH MARATHON 2:
DURANDAL, TO YOUR SYSTEM FOLDER. THIS SPEEDS UP THE GAME A LOT!

AFTER LAUNCHING MARATHON 2: DURANDAL FOR Plamse pervesstice it cupy nf Saimlben by enisring
fjuur name sl ase ul e sedial aomiiers s guur

THE FIRST TIME, IT WILL ASK FOR A SERIAL NUMBER. pugisirRAian card i e Doua belaus,
THIS NUMBER IS LOCATED ON THE LAST PAGE OF

hnrnul | | Lancal |
THIS MANUAL. ENTER THE FULL SERIAL NUMBER e
UNLESS YOU ARE SETTING UP AN ADDITIONAL COPY vl b | | ()
FOR NETWORK PLAY ONLY. [ e e

STARTING A NEW GAME

TO PLAY MARATHON 2: DURANDAL, LAUNGCH THE MARATHON APPLICATION. CLICK THE BEGIN
NEw GAME BUTTON ON THE MAIN MENU.

STARTING A NETWORK GAME

TO PLAY MARATHON 2: DURANDAL OVER THE NETWORK YOU WILL NEED AT LEAST TwO
MACINTOSH COMPUTERS CONNECTED VIA LOCALTALK, ETHERNET, OR EQUIVALENT AND AT
LEAST TWO REASONABLY CONSCIOUS AND SENTIENT BEINGS TO OPERATE THEM.

EACH PLAYER MUST LAUNCH A DIFFERENT COPY OF MARATHON 2: DURANDAL ON THEIR
MACHINE. ONE PLAYER CHOOSES GATHER NETWORK GAME; EVERYONE ELSE MUST CHOOSE
JOIN NETWORK GAME. THE PLAYER WHO GATHERS THE GAME SELECTS THE JOINING PLAYERS
FROM THE GATHER DIALOG BOX AND THEN STARTS THE GAME BY CLICKING THE BEGIN GAME
BUTTON.

WE HAVE PROVIDED YOU WITH A FREE NETWORK SERIAL NUMBER SO YOU CAN PLAY ON THE
NETWORK RIGHT AWAY. |F YOU NEED TO GET MORE NETWORK SERIAL NUMBERS, CALL US AT 1-
800 295 0060 wITH YOUR CREDIT CARD READY.



T

= |
BEGIN NEW GAME

D u

If'-E:I:Il«ITINI_"E SAVED GAM Eq‘I

' = - .
GATHER NETWORK GAME E . ".-E'LIIT-.\I

7 " % - - P
- JOIN NETWOREK GAN | ’ FPREFERENGES

- ~ - ~
REPLAY SAVED FILM - SAVE LAST FILM

-f-LE PLAY LAST FILM

BUNGIE

AFTER LAUNGCHING THE MARATHON 2 APPLICATION YOU CAN CHOOSE FROM THE OPTIONS THAT
APPEAR ON THE MAIN SCREEN.

BEGIN NEwW GAME
STARTS A NEW GAME IN THE ONE—PLAYER SCENARIO.

CONTINUE SAVED GAME
RESTARTS A PREVIOUSLY SAVED GAME.

GATHER NETWORK GAME
INITIATES A NETWORK GAME.

JOIN NETWORK GAME
ALLOWS YOU TO BE GATHERED INTO A NETWORK GAME (SOMEONE ELSE MUST GATHER THE
GAME).

REPLAY SAVED FILM
RUNS A PLAYBACK OF A SAVED GAME RECORDING.

REPLAY LAST FILM
RUNS A PLAYBACK OF THE PREVIOUS GAME.

SAVE LAST FILM
SAVES A RECORDING OF THE PREVIOUS GAME.

PREFERENGES
ACCESSES THE PREFERENCES DIALOG WHERE YOU CAN CUSTOMIZE VARIOUS SETTINGS.

uliT
IF YOU’RE STUCK HERE, YOU BETTER GO ASK YOUR MOM.

> main.screen



> preferences

PRESSING THE PREFERENCES BUTTON ON THE MAIN SCREEN ALLOWS YOU TO CUSTOMIZE HOW

MARATHON 2: DURANDAL OPERATES. THERE ARE FIVE SECTIONS TO THE PREFERENCES

DIALOG, EACH ACCESSED FROM A POP-UP MENU. THIS CHAPTER DESCRIBES THE FEATURES IN

THE GRAPHICS, SOUND, CONTROLS, PLAYER, AND ENVIRONMENT PREFERENCES SECTIONS.

DETAIL HIGH RESOLUTION MODE DISPLAYS THE GRAPHICS
AS SHARPLY AND CLEARLY AS POSSIBLE. LOwW RESOLUTION
MODE DISPLAYS THE GRAPHICS ONE HALF AS SHARP AS THE
HI-RES MODE FOR A THREE FOLD SPEED INCREASE.
PRESSING FUNCTION KEY F5 SWITCHES RESOLUTION DURING
GAME PLAY.

WINDOW Si1ZzE THIS MENU LETS YOU SELECT THE SIZE OF THE

Detait: [_High Resoition =
Wandowe Size; [DDES el
wailleisr o1 Colors: 258 -
Arighinexs: | Dark -

ar I

O Hairdidaie A 1

| Chpmze Monitor... |

WINDOW IN WHICH MARATHON DRAWS ITS GRAPHICS. SELECTING FULL SCREEN RUNS THE

GRAPHICS IN 640 X 480 FULL SCREEN MODE WITHOUT DRAWING THE MARATHON INTERFACE.

100% 1S THE DEFAULT OPTION. YOU CAN MAKE THE GRAPHICS SMALLER FOR A BIG SPEED

INCREASE. F1 - F4 WILL SWITCH WINDOW SIZES DURING GAME PLAY.

NUMBER OF COLORS 256 DISPLAYS GRAPHICS IN 8-BIT, 256 COLORS. THIS MODE IS

DEFINITELY FASTER THAN 16-BIT MODE. SELECT THOUSANDS FOR 16-BIT, 32,768 COLORS.

16-BIT MODE LOOKS BETTER AND MAKES THE LIGHTING EFFECTS SMOOTHER. YOU MIGHT

NEED TO GIVE MARATHON MORE MEMORY TO ACCESS THIS FEATURE.

BRIGHTNESS USE THIS OPTION TO ADJUST THE BRIGHTNESS OF THE GAME’S GRAPHICS

WITHOUT HAVING TO ADJUST YOUR MONITOR. YOU CAN ADJUST THE BRIGHTNESS WITH F 11

AND F12 DURING GAME PLAY.

DRAW EVERY OTHER LINE THIS OPTION DRAWS EVERY OTHER HORIZONTAL SCAN LINE. THIS

PROVIDES A SPEED GAIN ONLY ON MACHINES WITH SLOW VRAM. IT’LL LOOK WEIRD AT FIRST

BUT YOU’LL GET USED TO IT AFTER A FEW MINUTES. THIS CAN BE TOGGLED WITH F6 DURING

GAME PLAY.

HARDWARE ACCELERATION SOME MACINTOSH MODELS (QUADRA 630, PERFORMA 5200,

6200) HAVE A BUILT IN VIDEO ACCELERATOR. CHOOSE THIS OPTION TO TAKE ADVANTAGE OF

THE SPEED GAIN. THE FEATURE ONLY OPERATES IN 16-BIT, LOW RES MODE.

CHOOSE MONITOR |IF YOU HAVE MORE THAN ONE MONITOR ON YOUR COMPUTER, PRESS THIS

BUTTON TO SELECT WHICH MONITOR THE GAME IS DISPLAYED ON.

STEREO WITH STEREO SOUND ENABLED, SOUNDS WILL BE
PLAYED THROUGH THE SPEAKER (LEFT OR RIGHT) CLOSEST TO
WHERE THEY EMANATE IN THE GAME. I|.E. IF A MONSTER IS ON
YOUR RIGHT, HIS SOUNDS WILL PLAY THROUGH THE RIGHT
SPEAKER. THIS IS REALLY COOL WHEN USING HEADPHONES!

ACTIVE PANNING THIS FEATURE PANS SOUNDS BETWEEN THE
LEFT AND RIGHT SOUND CHANNELS AS THEIR SOURCE MOVES.
THIS IS SORTA LIKE SURROUND SOUND.

] $larinn

Ualiimi!
T [z =]

[ Ambient S Chanmets: [_17]
(€ High-maliby {16-851 Samplesl
[E More St

1f you play Maraihon with headphones g
eHiernal speskers, ry playing with
aclse-panning sleres sad lers gs
ambiend sepsds, 18y gool,



AMBIENT SOUNDS WANT TO HEAR THE HOWLING WINDS OF LH’'OWON OR THE RAGING > preferences
CESSPOOLS OF AN ABANDONED PFHOR GARRISON? TURN THIS ON.

MORE SOUNDS WHEN ENABLED, THIS GIVES MANY SOUNDS IN MARATHON 2: DURANDAL
SEVERAL ALTERNATE SOUND SAMPLES (SUCH AS THE BOBS, wHO CAN SAY MANY DIFFERENT
THINGS). TURNING THIS OFF FORCES ITEMS TO HAVE ONLY ONE SOUND AND SAVES MEMORY.

VOLUME THIS SETS THE VOLUME AT WHICH YOUR SPEAKER PLAYS SOUND. SELECT “OFF”
FOR NO SOUND.

CHANNELS THE NUMBER OF CHANNELS ALLOCATED DETERMINES THE NUMBER OF SOUNDS
THAT CAN BE PLAYED SIMULTANEOUSLY. |.E. IF YOU HAVE TWO CHANNELS ALLOCATED, TwWO
SOUND EFFECTS CAN BE PLAYED AT A TIME. A THIRD SOUND WILL PREEMPT ONE OF THE
ORIGINAL 2 SOUNDS. REDUCING THE NUMBER OF SOUND CHANNELS WILL SPEED UP THE
GAME.

MOUSE & KEYBOARD SELECT THIS OPTION TO CONTROL

3 Mouse snd Keyboard
TURNING, AND LOOKING UP AND DOWN WITH THE MOUSE. & Keyboard (inciutes il programmaie
OTHER ACTIONS ARE CONTROLLED BY THE KEYBOARD. Joysticks and coniral padi)
KEYBOARD SELECT THIS OPTION TO USE THE KEYBOARD FOR
GAME PLAY. ALSO SELECT THIS IF YOU ARE USING A GAME
CONTROLLER DEVICE SUCH AS A GAMEPAD, QUEPAD OR [ temnigure Eeyboard..,
JOYSTICK.
CONFIGURE KEYS... ALLOWS YOU TO CUSTOMIZE THE KEYBOARD CONTROLS. (SEE THE

CONTROLS SECTION)

Lewet:
IT g ploy Marathon ooer a nelwork, you
AN EASY LEVEL, GENERATION X’ERS PLAY AT HIGHER LEVELS. | tan chhgi your nebwork name and obbes

YOU MAY HAVE TO PLAY A FEW TIMES BEFORE YOU CAN MAKE | o Dk bemes below. 1T you don'l play
i ey ST & EEUSETE, YO U Shia

IT THROUGH ON THE TOTAL CARNAGE SETTING.
Mame! | sunth |

DIFFICULTY LEVEL ALLOWS YOU TO DETERMINE THE
DIFFICULTY OF THE GAME. BABYBOOMERS SHOULD PLAY ON

Epdy: [ Uinied |
Legs: | Aed -

NAME, BODY, LEGS THIS INFORMATION IS USED DURING
NETWORK PLAY. GIVE YOURSELF A NAME (PLEASE TRY TO BE
CREATIVE!) AND A COLOR SCHEME. THE COLOR SCHEME ALLOWS YOU TO DIFFERENTIATE

BETWEEN NET PLAYERS. IT’S FUN AND FUNCTIONAL TO PICK A NAME & COLOR AND STICK
WITH "EM!

MaP, PHYSICS, SHAPES, SOUNDS THE MARATHON PROGRAM

ARCHITECTURE IS EXTENSIBLE. FROM TIME TO TIME END
hgice

USERS MIGHT CREATE THEIR OWN MAPS, PHYSICS MODELS,
Seger: [_Shapes v]
SOUNDS OR SHAPES FILES AND POST THEM ONLINE

smuni:

SOMEWHERE (SOME CAN SURELY BE FOUND AT
HTTPY//WWW.BUNGIE.COM). THESE ENVIRONMENT PREFS
ALLOW YOU TO EASILY SPECIFY WHICH ADD-ON FILES TO USE.



> controls

YOU CAN CONTROL MARATHON 2: DURANDAL WITH THE KEYBOARD OR MOUSE. A VARIETY OF
THIRD PARTY INPUT DEVICES ALSO WORK WITH MARATHON 2: DURANDAL INCLUDING
JOYSTICKS, GAME CONTROLLERS, AND VR HEADSETS.

IN MARATHON 2: DURANDAL YOU HAVE CONTROLS THAT DO THE FOLLOWING:

TO PAUSE A GAME PRESS COMMAND-P (THIS DOESN’T WORK IN A NETWORK GAME). TO QuIT
A GAME PRESS CoOMMAND-Q.

YOU CAN ASSIGN KEYS TO EXECUTE THE FOLLOWING FUNCTIONS:

Movement

FORWARD WALK FORWARD. Forward [€eypad 0|
Eackward [Eeypod 5|
T
TURN LEFT ROTATES YOUR POINT OF VIEW TOWARDS THE LEFT. urn fight [eypod 6|

Siesteg Lo

TURN RIGHT ROTATES YOUR POINT OF VIEW TO THE RIGHT. Saseniep mgnll:l

BACKWARD WALK BACKWARD.

SIDESTEP LEFT LEFTWARD SIDE STEP. SIDE STEPPING IS VERY HANDY FOR DODGING ENEMY
PROJECTILES.

SIDESTEP RIGHT RIGHTWARD SIDE STEP.

rLookin
GLANCE LEFT QUICKLY ROTATES YOUR VIEW 90 DEGREES LEFT OF “_:_i "”D
YOUR CURRENT POINT OF VIEW. THIS DOES NOT AGCTUALLY ROTATE YOUR ﬁ"’l"f'ﬁ!"l:l
BODY, ONLY YOUR HEAD AND WEAPON. ULTRA-SKILLED VIDMASTERS
CAN GLANGE, FIRE AND SCORE A KILL ON COMMAND. Lk "D
oot memalC_
GLANCE RIGHT QIUICKLY ROTATES YOUR VIEW 90 DEGREES RIGHT OF Lapk HEHD

YOUR CURRENT POINT OF VIEW. THIS DOES NOT ACTUALLY ROTATE YOUR
BODY, ONLY YOUR HEAD AND WEAPON.

LOooK Up LOOKS uUuP. KEEP IN MIND THAT YOU FIRE IN THE DIRECTION YOU ARE LOOKING.
S0, TO FIRE AT SOMETHING UP ON A LEDGE, YOU NEED TO LOOK UP AT IT AND THEN FIRE.

LOoOK DOwN LOOKS DOWN.

LOOK AHEAD THIS RESETS YOUR VERTICAL POINT OF VIEW TO BE STRAIGHT AT THE HORIZON.
THIS IS USEFUL AFTER YOU HAVE BEEN LOOKING UP AT SOMETHING. ALSO, YOUR PITGCH WILL
AUTOMATICALLY DRIFT TOWARDS LEVEL ONCE YOU START RUNNING.

WPespnnis

PREVIOUS SWITCHES YOUR CURRENT WEAPON TO PREVIOUS WEAPON IN Prnulnu:.

YOUR INVENTORY.
MEHE

Trigger Space |
NEXT SWITCHES YOUR CURRENT WEAPON TO THE NEXT WEAPON IN YOUR

INVENTORY. #nd Trigger Oplion |



TRIGGER FIRES THE CURRENT WEAPON.

2ND TRIGGER FIRES THE CURRENT WEAPON’S SECONDARY ORDINANCE (IF IT HAS ONE).

Modifiers
SIDE STEP WHILE HOLDING DOWN THIS KEY, THE TURN LEFT/RIGHT Sideriap [ommand |
KEYS FUNCTION AS SIDESTEP LEFT/RIGHT KEYS. !
Ron Suim Condral |
Look Shifk |
RUN WHILE HOLDING DOWN THIS KEY, THE FORWARD/BACKWARD KEYS

MOVE YOU AT A RUNNING PACE. |F SET TO CAPS LOCK, YOU WILL ALWAYS RUN IF CAPS LOCK
IS DOWN.

SwiM WHILE UNDERWATER, LAVA, OR SEWAGE, YOU CAN SWIM BY HOLDING DOWN THIS KEY.

LOOK WHILE HOLDING DOWN THIS KEY, THE FORWARD/BACKWARD KEYS FUNCTION AS LOOK
UP/DOWN KEYS.

Pk CiFllanEDus

ACTION OPENS DOORS, REINCARNATES YOU IN A NETWORK GAME, AND Achion  Tab |
PERFORMS OTHER HELPFUL ACTIONS AS NOTED.
Auin Map M |
Firrophaone |
AUTOMAP DISPLAYS “LIVE” AUTOMAP. !

MICROPHONE ACTIVATES MICROPHONE FOR BROADCASTING SPEECH DURING A NETWORK

GAME.
Standard
LAYOUT IN ADDITION TO SETTING UP YOUR OWN CUSTOM KEYBOARD Arrows
CONFIGURATION, THERE ARE THREE DEFAULT LAYOUTS YOU CAN CHOOSE FROM: Fowerivek
STANDARD (NUMERIC KEYPAD), ARROW KEYS, AND POWERBOOK. Cuttom

> controls




> game.interface
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AAAUHITION
6 .44 CLIPS (x8>
1 ZEUS—CLASS FUSIDOH PIS_
5 HA-73B CLIPS (=52) - a
HA-75B GREHADES (x7> / ,
| 550 HISS5ILE (=23

SPHKR-X18 S5H LAUNCHER

MOTION SENSOR WEAPONS MANIFEST
SHIELD ENERGY OXYGEN LEVEL

MOTION SENSOR

THIS HANDY DANDY DEVICE DETECTS MOVING BODIES. FRIENDLY MOTION PATTERNS
(CIVILIANS, OR NETWORKED TEAM MEMBERS) APPEAR AS GREEN SQUARES. HOSTILE OR
UNKNOWN PATTERNS SHOW UP AS RED TRIANGLES. HOSTILE NETWORK OPPONENTS APPEAR
AS YELLOW SQUARES. THE GREEN SRUARE IN THE CENTER IS YOU. IF YOU DON’T APPEAR ON
YOUR OWN MOTION SENSOR, IT IS SAFE TO ASSUME YOU AREN’T SHOWING UP ON ANYONE
ELSE’S. DURING SOME NETWORK GAMES, LIKE KILL THE GUY WITH THE BALL OR KING OF THE
HILL AN ORANGE POINTER WILL INDICATE THE DIRECTION OF THE GUY WITH THE BALL OR THE
HILL.

SHIELD ENERGY
DISPLAYS THE ENERGY LEVEL OF YOUR SUIT’S SHIELDS. WHEN THIS REACHES ZERO YOU DIE.

OXYGEN LEVEL
DISPLAYS CURRENT OXYGEN LEVELS. |F THIS REACHES ZERO WHILE YOU ARE UNDERWATER OR
IN A VACUUM, YOU WILL ASPHYXIATE.

WEAPONS MANIFEST

THE LIST ON THE LEFT DISPLAYS THE WEAPONS AND AMMUNITION IN YOUR POSSESSION. THE
IMAGE ON THE RIGHT DISPLAYS THE CURRENT WEAPON IN USE AND ITS AMMO LEVEL. DURING
A NETWORK GAME, THIS AREA ALSO DISPLAYS VITAL NETWORK STATISTICS.



IN MARATHON 2: DURANDAL, YOU ARE THE WILLING MINION OF THE ROGUE COMPUTER > P'llyl'ng-
PERSONA, DURANDAL. THE ROOT OF YOUR LOYALTY IS A MYSTERY, BUT NONE OF marathon.2
DURANDAL’S ORDERS ARE CHALLENGED. DURANDAL HAS BROUGHT YOU TO THE HOMEWORLD

OF AN ALIEN RACE (THE S’PHT). IT IS DURANDAL’S INTENTION TO DISCOVER THE SECRETS OF

THE S’PHT AND PREPARE HUMANITY FOR ITS INEVITABLE CONFRONTATION WITH THE PFHOR...

THE GAME STARTS WHEN DURANDAL SENDS YOU TO THE SURFACE OF THE S’PHT
HOMEWORLD.

NAVIGATION

YOU CAN CONTROL YOUR CHARACGCTER WITH THE KEYBOARD, MOUSE, OR OTHER THIRD PARTY
DEVICES. CHECK THE CONFIGURE KEYBOARD DIALOG FOR THE KEYBOARD COMMANDS FOR
MOVING. THE DEFAULT KEYS LET YOU WALK WITH THE NUMERIC KEYPAD. YOU CAN SIDE STEP
(OR DODGE) BY PRESSING ‘Z’ AND ‘X’. SIDE STEPPING IS PARTICULARLY USEFUL FOR
AVOIDING ENEMY FIRE. YOU CAN LOOK UP OR DOWN BY PRESSING ‘D’ OR ‘C’.

MARATHON 2: DURANDAL HAS A REAL PHYSICS MODEL, COMPLETE WITH GRAVITY AND
MOMENTUM. YOU CAN CLIMB STAIRS, JUMP FROM LEDGES, DIVE INTO WATER, AND BE KILLED
BY NEARBY EXPLOSIONS.

PICKING UP OBJECTS

TO PICK UP AN OBJECT SIMPLY WALK OVER IT. |F IT DOESN’T APPEAR IN YOUR
INVENTORY, THEN YOU CAN’T PICK IT UP.

ACCESSING COMPUTER TERMINALS

YOuU CAN COMMUNICATE WITH DURANDAL AND/OR GAIN ACCESS TO
OTHER VITALLY IMPORTANT INFORMATION FROM JUST ABOUT ANY
COMPUTER INTERFACE YOU COME ACROSS. TO GAIN ACCESS WALK
UP TO THE TERMINAL AND PRESS THE ACTION KEY (TAB).

UsSING WEAPONS

FIRE YOUR WEAPON BY PRESSING THE SPACE BAR. |F YOUR WEAPON IS

EQUIPPED WITH A SECONDARY ORDINANCE OR IF YOU HAVE A SECOND
WEAPON IN YOUR LEFT HAND, FIRE IT BY PRESSING THE OPTION KEY.

YOUR WEAPONS AND AMMUNITION ARE DISPLAYED IN YOUR INVENTORY. TO SWITCH WEAPONS
PRESS ‘7’ OR ‘9’ (ON THE KEYPAD). YOUR WEAPON WILL AUTOMATICALLY RELOAD IF YOU
HAVE SPENT A CLIP (ASSUMING YOU HAVE AMMO FOR IT).

CARNAGE IS AS EASY AS POINT AND SHOOT. DIFFERENT WEAPONS ARE CHARACTERIZED WITH

DIFFERENT DYNAMICS. IT IS UNWISE, FOR EXAMPLE, TO USE THE ROCKET LAUNCHER IN CLOSE
COMBAT.
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SWIMMING

WHILE UNDER WATER OR SEWAGE, YOU CAN SWIM BY REPEATEDLY PRESSING THE RUN KEY!

REINCARNATION

TO RESTORE YOUR GAME TO THE LAST SPOT YOU SAVED BEFORE DYING, OR TO REINCARNATE
DURING A NETWORK GAME, PRESS THE ACTION KEY (TAB).

SAVING THE GAME

TO SAVE YOUR GAME, YOU MUST FIND A PATTERN BUFFER DEVIGCE
WHICH CAN LOOK LIKE THE GRAPHIC DISPLAYED HERE. WALK UP
TO IT AND PRESS THE ACTION KEY AND YOUR COMPLETE T B!
[ SRR e i
BIDCHEMOELECTRICAL PATTERN IS STORED FOR LATER RETRIEVAL. — =

HANDY, EH?

AUTOMAPPING

YOUR BATTLE ARMOR IS EQUIPPED WITH A RELATIVE NAVIGATIONAL
COMPUTING INSTRUMENT. YOU CAN ACCESS THE NAV DATA BY
PRESSING “M” ON THE KEYBOARD. THIS DISPLAYS AN OVERHEAD
VIEW OF TERRAIN YOU HAVE VISITED. YOU CAN WALK AROUND
WHILE VIEWING THE AUTOMARP.

YOUR LOCATION IS MARKED BY A RED ARROW. CIVILIANS ARE

IDENTIFIED AS BLUE SRQUARES. NON-CATALOGUED BIOMASSES
(SUCH AS THE PFHOR) DO NOT SHOW UP ON THE MAP.

To zooM IN/OUT ON THE MAP PRESS ‘+’ AND ‘-’.

OPENING DOORS

TO OPEN A DOOR WALK UP TO IT AND PRESS THE ACTION KEY. THERE ARE
RUMORS OF SECRET DOORS. MY GUESS IS THAT THE ACTION KEY WILL OPEN
THOSE TOO (IF THEY EXIST). |IF A DOOR DOESN’T OPEN IT MIGHT BE LOCKED OR

DAMAGED.

SWITCHES

IF YOU ENCOUNTER A SWITCH PANEL LIKE THE ONES SHOWN HERE, YOU CAN THROW
THE SWITCH BY LOOKING AT IT AND PRESSING THE ACTION KEY. SWITCHES CAN

ACTIVATE/DEACTIVATE LIGHTS, DOORS, OR PLATFORMS.



ENERGY RECHARGES > playing.

marathon.2
YOU WILL, INEVITABLY, TAKE SOME DAMAGE WHILE BATTLING THE ENEMY. LUCKY

FOR YOU, YOUR SUIT HAS A UNIVERSAL COUPLING RECHARGE PLUG THAT WILL FIT
INTO SOCKETS LIKE THE ONE SHOWN HERE.

OXYGEN RECHARGES

YOUR SUIT PROVIDES A COMPLETE ENVIRONMENT FOR YOU INCLUDING PRECIOUS
OXYGEN. |F YOU SPEND A LOT OF TIME IN VACUUM OR UNDER WATER (IF | KNOW

YOU, YOU’LL BE IN THE SEWAGE ALL DAY!) YOU WILL NEED TO RECHARGE YOUR
OXYGEN SUPPLY AT A PANEL LIKE THIS.

POWER CELLS

YOuU MAY ENCOUNTER A POWER CELL LIKE THE ONE PICTURED HERE. PICK IT UP TO
GET YOUR SHIELD ENERGY RESTORED.

CIVILIANS

THEEEYY'RRRRE Baaack!!!!!!!! BiIG, BAD, AND BoLD. OUR NEW AND IMPROVED BoOBS
NOW COME FULLY ARMED WITH HANDGUNS AND ATTITUDE!

BioBus CHIP ENHANCEMENTS

BioBus CHIP ENHANCEMENTS (BCE’S) ARE PLUG-INS FOR YOUR SUIT AND HELMET.
THEY HAVE SELF-CONTAINED POWER SOURCES WHICH LAST ONLY FOR A SHORT PERIOD

OF TIME. WHEN ACQRUIRED, THEIR EFFECTS TAKE PLACE IMMEDIATELY.

TRANSPARENCY

THIS MAKES YOU TRANSPARENT. THESE CAN RUN IN PARALLEL, SO YOU BECOME
MORE TRANSPARENT AFTER EACH ONE YOU PICK UP. YOU ARE UNDETECTABLE ON
MOTION SENSORS AND MOST OF THE ALIENS WON’T BE ABLE TO TRACK YOU VERY
WELL.

EXTRAVISION
EXTRAVISION EXTENDS YOUR PERIPHERAL VISION TO 180°.

HYPERVISION

HYPERVISION CREATES A VISUAL IMAGE OF THE WORLD BASED ON A COMPOSITE OF
LIGHT, HEAT, ELECTROMAGNETIC, AND RADAR WAVES. THE RESULTING IMAGE TINTS
THE WORLD BLUE, HUMANS YELLOW, THE PFHOR RED, AND ITEMS GREEN.

SUPER SHIELD
SUPER SHIELD CASTS A HIGH FREQUENCY PARTICLE SHIELD AROUND THE USER,
RESULTING IN VIRTUAL INVULNERABILITY TO PHYSICAL HARM. (NOTE: EMOTIONAL

TRAUMA IS STILL A POSSIBILITY). THE USER’S BODY WILL GLOW WITH A STATIC SHEEN.
HIGH ENERGY WEAPONS CAN STILL PENETRATE THIS SHIELD. ' 5
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THIS INFORMATION WAS DOWNLOADED FROM DURANDAL’S EXTERNAL REDUNDANT SPU CACHE
FIELD.

.44 MAGNUM MEGA CLASS Al

THE NEW STANDARD ISSUE SIDEARM FOR ALL FIELD PERSONNEL DOESN’T

LOOK MUCH LIKE YOUR OLD .45 MMQC, DOES IT? THAT IS BECAUSE IT HAS
BEEN BUILT FOR A SINGLE PURPOSE, BY A DEDICATED PEOPLE AND NOT BY
UNDERPAID LABORERS TOILING FOR A THINLY-VEILED GOVERNMENT-OWNED

ARMS MANUFACTURING MACHINE (OILED WITH THE BLOOD OF THE
UNDERCLASSES, BY THE WAY) WHICH EXISTS SOLELY TO LINE THE POCKETS OF THE GREEDY
BUREAUCRATS WHO RUN THE MILITARY/INDUSTRIAL COMPLEX.

MA—75B BATTLE RIFLE (WITH INTEGRAL 40MM GRENADE LAUNCHER)
THE ORIGINAL M .75 WAS A RIDICULOUS TOY DESIGNED TO IMPRESS
AGING POMPOUS GENERALS. GONE ARE THE PREPOSTEROUSLY SHORT

BARREL AND THE PRODIGIOUS RECOIL THAT MADE FIRING THE WEAPON
AKIN TO WRESTLING A GREASED PIG. STILL HERE IS THE OXYGEN
HUNGRY AMMUNITION THAT MAKES IT IMPOSSIBLE TO FIRE IN VACUUM.

ZEUS—CLASS FUSION PISTOL

EQJO
THE S’PHT HAVE DONE THEIR BEST TO CREATE AN INFINITE SUPPLY OF FUSION

BATTERIES OUT OF THE FINITE NUMBER YOU WERE TRANSPORTED ON BOARD °
WITH. |IF IT WERE NOT FOR THEIR INGENUITY AND INDUSTRIOUS NATURE YOU { K

WOULDN’T BE ABLE TO RUN AROUND FIRING WITH RECKLESS ABANDON AT

EVERYTHING THAT MOVES AS YOU ARE WONT TO DO. BUT, LIKE THE HUNDREDTH COPY OF A
THIRD GENERATION DUPLICATION OF A SUBSTANDARD BOOTLEG — THEY’RE A LITTLE FUZZY.
ONE MIGHT EVEN SAY UNSTABLE.

SPNKR=XP SSM LAUNCHER
A SELF-IMPORTANT HUMAN ONCE SAID “... SOMETIMES A I 1

CIGAR IS JUST A CIGAR.” THIS MAY BE SO, BUT IN THE CASE
OF THE <<ROCKET LAUNCHER>> YOU’VE GOT ONE MAJORLY
EXPLOSIVE CIGAR.

WSTE-M5 COMBAT SHOTGUN

WHILE GOING THROUGH SOME DATA | APPROPRIATED FROM THE
MARATHON (LOOKING FOR DESIGN NOTES, OF COURSE) | STUMBLED
ACROSS A REFERENCE TO A WEAPON USED BY IMPERIALIST FORCES
AGAINST THE INSERECTIONISTS DURING THE ARES RAID; JuLYy 14,
2444. (NEVER HEARD OF IT? I’M NOT SURPRISED!) MANY YEARS OF LOVING CRAFTSMANSHIP

WENT INTO THE DESIGN AND CONSTRUCTION OF THIS BRUTAL TOOL OF MAYHEM, | HOPE YOU
CAN APPRECIATE THAT. | WON'T WASTE MY TIME TRYING TO EXPLAIN THE LOADING MECHANISM
TO YOU — YOUR PRIMITIVE MIND COULD NEVER GRASP ITS COMPLEX NATURE.

TOZT-=7 BACKPACK NAPALM UNIT

| DON’T BELIEVE IT IS NECESSARY FOR ME TO STATE THE PERSONALITY
DISORDERS EVIDENT IN AN INDIVIDUAL WHO ENJOYS, OR MORE ACCURATELY
REVELS, IN SPRAYING THEIR ENEMIES WITH FLAMING NAPALM AEROSOL.




WITH MARATHON 2: DURANDAL YOU CAN ENGAGE IN COMPETITIVE AND COOPERATIVE
NETWORK SCENARIOS WITH FRIENDS OVER A NETWORK CONNECTION. THERE ARE DIFFERENT
NETWORK MAPS TO CHOOSE FROM AS WELL AS DIFFERENT KINDS OF NETWORK PLAY
(EVERYONE FOR THEMSELF, TAG, KILL THE GUY WITH THE BALL, KING OF THE HILL).

SETTING UP A NETWORK GAME

TO PLAY MARATHON 2: DURANDAL OVER THE NETWORK YOU WILL NEED AT LEAST TwO
MACINTOSH COMPUTERS CONNECTED VIA LOCALTALK, ETHERNET, OR EQUIVALENT AND AT
LEAST TWO CONSCIOUS AND SENTIENT BEINGS TO OPERATE THEM. EACH PLAYER MUST
LAUNCH A DIFFERENT COPY OF MARATHON 2: DURANDAL ON THEIR MACHINE (THIS IS WHERE
THE EXTRA NETWORK NUMBER COMES IN HANDY. AREN’T WE NICE?). YOU CANNOT NETWORK
BETWEEN COPIES OF MARATHON 1 AND MARATHON 2.

ONE PERSON MUST SERVE AS THE GATHERER. THIS IS USUALLY THE PERSON WITH THE
FASTEST COMPUTER (OR MOST INTIMIDATING PHYSICAL CHARACTERISTICS). EVERYONE ELSE
MUST JOIN THE GAME BY PRESSING THE JOIN NETWORK GAME BUTTON ON THE MAIN MENU.

PRESSING THE JOIN NETWORK GAME BUTTON _. m “
GIVES YOU THE JOIN NETWORK GAME DIALOG

Fiey=n ir deme FiE i e
BOX. TYPE YOUR NAME (YOU SHOULD BE Pk
CREATIVE HERE) AND SELECT YOUR TEAM Eah] | 7]
COLOR. THEN PRESS THE JOIN BUTTON. Temmz | Bulwl =)

Thre “dmp” isaan fer an mreiisson
Wil A SR AN ] e N,

ONCE THE GATHERER HAS ADDED YOU TO THE

GAME, A LIST OF ALL THE PLAYERS WILL
[
APPEAR IN THE PLAYERS IN GAME BOX. L“TI

PRESSING THE GATHER NETWORK GAME BUTTON ALLOWS YOU TO SETUP THE GAME’S
PARAMETERS AND GATHER IN JOINING PLAYERS. IN THE SETUP NETWORK GAME DIALOG YOU
ARE RESPONSIBLE FOR SELECTING CERTAIN NETWORK AND GAME OPTIONS.

NETWORK OPTIONS

SELECT YOUR TYPE OF NETWORK FROM THE NETWORK
POP-UP MENU. AN IMPROPER SETTING HERE WILL RESULT
IN POOR PERFORMANCE. NOTE: ABNORMALLY SLOW
ETHERNET NETWORKS MAY PLAY FASTER IF THIS MENU IS
SET TO LOCALTALK.

L]

YOU CAN TALK TO OTHER PLAYERS OVER THE BUILT IN

Enalisn

e b L

o e | 10 | e
LIRS

MICROPHONE ON YOUR MAC. SELECT THE ALLOW
REALTIME AuDIO CHECKBOX TO ENABLE THIS FEATURE.

GAME OPTIONS srimmirmeen [Cmminy on bnmanpeole measeb e neg
[ e T P T

SELECT THE DIFFICULTY LEVEL FROM THE LEVEL POP-UP
MENU. THE DIFFICULTY LEVELS DETERMINE THE TYPES AND FEROCITY OF THE MONSTERS IN
THE GAME.

SELECT THE MAP TO PLAY ON FROM THE MAP POP-UP MENU.

> network.play
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> nefwork.pluy SELECT THE TYPE OF GAME TO PLAY FROM THE GAME POP-UP MENU. HERE’S A RUN DOWN ON
THE DIFFERENT TYPES OF GAMES!

EVERY MAN FOR HIMSELF THE OBJECTIVE HERE IS TO KILL EVERYONE ELSE AND NOT DIE. THE
ONE WITH THE BEST KILL RATIO (KILLS TO DEATHS) WINS.

KILL THE GUY WITH THE BALL OBJECTIVE IS TO POSSESS THE BALL (WHICH IS ACTUALLY A
SKULL) FOR THE LONGEST AMOUNT OF TIME. WHEN CARRYING THE BALL, RUNNING IS
DISABLED. ALSO, YOU CAN’T USE ANY WEAPONS WHEN YOU HAVE THE BALL, HOWEVER,
PRESSING THE FIRE KEY WILL MAKE YOU DROP THE BALL AND THEN YOU CAN FIRE. THE
MOTION SENSOR DISPLAYS AN ORANGE INDICATOR DIRECTING YOU TO THE LOCATION OF THE
BALL.

KING OF THE HILL OBJECTIVE IS TO STAND ON THE “HILL” THE LONGEST. “HILL” IN THIS
SENSE IS JUST A FIGURE OF SPEECH, IT COULD BE ANYWHERE ON THE MAP AND IS INDICATED
BY THE ORANGE POINTER ON THE MOTION SENSOR. NOTE THAT EVERYONE ELSE IS TRYING TO
DO THE SAME, AND THEY WILL MOST LIKELY TRY TO KILL YOU IF YOU GET IN THEIR WAY.

TAG THE FIRST PERSON TO DIE IS “IT”. |IF YOU’RE “IT”, TAG SOMEONE (BY KILLING THEM)
AND THEN THEY ARE “IT”. THE OBJECTIVE IS TO BE “IT” THE LEAST. THE MAGIC ORANGE
INDICATOR POINTS TO WHOMEVER IS “IT”.

TEAM PLAY TEAM PLAY DIVIDES EVERYONE INTO TEAMS BY THE COLORS CHOSEN IN THE JOIN
OR SETUP DIALOG. THE OBJECGTIVE OF EACH TEAM IS TO KILL MEMBERS OF DIFFERENT TEAMS
THE MOST. YOU CAN SEE YOUR TEAMMATE’S POINT OF VIEW BY PRESSING THE DELETE KEY.

COOPERATIVE YOU CAN PLAY THE GAME SCENARIO COOPERATIVELY WITH OTHER NETWORK
PLAYERS. THE OBJECTIVE IS TO COMPLETE THE MARATHON 2: DURANDAL SCENARIO AS A
TEAM (I.E. COOPERATIVELY). ALL PLAYERS TELEPORT TO THE NEXT LEVEL WHEN THE FIRST
PERSON DOES. WHEN A PLAYER DIES, HE DROPS HIS STUFF. (DON’T DIE IN THE LAVA WITH
THE SHOTGUN!)

MORE NETWORK GAME OPTIONS

ALIENS

WITH THIS OPTION SELECTED, THERE WILL BE ALIENS IN THE GAME (THEY’LL BE TRYING TO KILL
YOU JUST LIKE THE OTHER HUMAN PLAYERS).

LIVE CARNAGE REPORTING
WITH THIS SELECTED, GAME STATISTICS ARE DISPLAYED IN THE WEAPONS MANIFEST AREA OF
THE INTERFACE AS THE GAME PROGRESSES.

TEAMS
THIS LETS YOU PLAY IN TEAMS. WHEN SELECTED, IT KEEPS TRACK OF KILLS VS. DEATHS BY
TEAM COLOR IN ADDITION TO INDIVIDUALLY.

DEAD PLAYERS DROP ITEMS
WHEN YOU KILL SOMEONE YOU CAN GET THEIR STUFF! THEIR WEAPONS DROP ON THE GROUND
RIGHT NEXT TO THEIR LIFELESS CORPSE.

DISABLE MOTION SENSOR
' 8 THIS OPTION TURNS OFF THE MOTION SENSOR FOR ALL THE PLAYERS IN THE GAME.



PENALIZE DYING (10 SECONDS)
WHEN SELECTED, PLAYERS MUST WAIT 10 SECONDS BEFORE REINCARNATION. OTHERWISE
PLAYERS MAY REINCARNATE INSTANTANEOUSLY.

PENALIZE SUICIDE (15 SECONDS)

WHEN SELECTED, PLAYERS MUST WAIT 15 SECONDS BEFORE REINCARNATION IF THEY KILLED
THEMSELVES. IT IS POSSIBLE TO KILL ONESELF BY BEING TO CLOSE TO ONE’S OWN
EXPLODING ORDINANCE.

DURATION
UNTIMED GAMES LAST FOREVER, OR AT LEAST UNTIL ALL PLAYERS QUIT THE GAME.

THERE ARE TWO MEASUREMENTS BY WHICH TO END A NETWORK GAME OF MARATHON; TIME
AND KILLS. SELECT THE TIME LIMIT RADIO BUTTON TO DETERMINE A GAME’S END BY TIME,
AND SELECT THE KILL LIMIT RADIO BUTTON TO DETERMINE A GAME’S END BY KILLS. TYPE THE
VALUE (TIME LIMIT OR KILL LIMIT) INTO THE TEXT BOX.

THE GATHERING

Onee Ll e ormions are ser i tre serue | S EEH MRFIBRINNE EEMRIF

Flager i P Heheed mi in ke
NETWORK GAME DIALOG BOX, YOU THEN aperi ksl = P

’ 1
GATHER IN OTHER PLAYERS IN THE GATHER m_
NETWORK GAME DIALOG. “_

SELECT PLAYERS FROM THE LIST ON THE LEFT OF

THE DIALOG. |F YOU HAVE A MULTI-ZONE E

NETWORK, A ZONE POP-UP MENU WILL APPEAR AT L

THE TOP OF THE PLAYER SELECTION LIST ALLOWING YOU TO ADD PLAYERS IN DIFFERENT
ZONES.

ONCE ALL THE PLAYERS HAVE BEEN ADDED PRESS THE OK BUTTON AND THE GAME WILL
BEGIN! “IN THE END THERE CAN BE ONLY ONE...”

UsSING THE MIC

TO SEND A “LIVE” VOICE MESSAGE TO THE OTHER PLAYERS IN THE GAME, HOLD DOWN THE
MICROPHONE KEY (~) AND SPEAK INTO THE MICROPHONE. NOTE THAT THE SAMPLING RATE IS
VERY LOW, SO THE AUDIO WILL SOUND A LITTLE GARBLED (JUST LIKE IT IS ON MOST ALIEN
HOMEWORLDS).

PostT-GAME CARNAGE REPORT

AFTER EACH NETWORK GAME OF MARATHON 2: DURANDAL A POST GAME CARNAGE REPORT IS
GENERATED. THE REPORT DISPLAYS DATA THREE WAYS:

ToTAL CARNAGE
THIS GRAPH SHOWS EACH PLAYER’S KILLS AND DEATHS AND RANKS PLAYERS ACCORDING TO
THE RATIO OF KILLS TO DEATHS.

> network.play
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> network.play

> replays
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INDIVIDUAL CARNAGE

YOuU CAN VIEW AN INDIVIDUAL’S PERFORMANCE BY SELECTING
THEIR NAME FROM THE POP UP MENU (YOU CAN ALSO CYCLE
THROUGH THE GRAPHS WITH THE UP AND DOWN ARROW KEYS).
THESE GRAPHS SHOW AN INDIVIDUAL’S PERFORMANGE

AGAINST EACH OF THE PLAYERS LISTED.

GAME TYPE STATS

THIS GRAPH SHOWS THE RELEVANT STATS FOR EACH GAME
TYPE, I.E. TOTAL TIME CARRYING THE BALL (FOR KILL THE GUY | s iea t1o1s s e s & =]
WITH THE BALL GAMES), OR TOTAL TIME “IT” (FOR TAG), ETC.

REPLAYS

MARATHON 2: DURANDAL HAS THE ABILITY TO RECORD GAMES AS FILMS FOR LATER
PLAYBACK. THE FILM IS JUST LIKE WATCHING A MOVIE OF A GAME OF MARATHON 2:
DURANDAL. YOU CAN FAST-FORWARD OR SLOW-MOTION AND YOU CAN SAVE THE FILM TO DISK
FOR WATCHING LATER. YOU ALSO HAVE THE ABILITY TO VIEW THE FILM FROM ANY PLAYER’S
POINT OF VIEW (FOR A NETWORKED GAME). DUE TO SWIFT PROGRAMMING, FILM FILES ONLY
TAKE UP ABOUT 25K WORTH OF DISK SPACE.

NOTE: REPLAYS WERE DESIGNED WITH NET GAMES IN MIND. YA’ KNOW, LIKE, “WHOA | JUST
KICKED YOUR BUTT -- WE GOTTA WATCH THAT ON THE REPLAY!” HENCE, RECORDING SINGLE
PLAYER GAMES DOESN’T WORK TOO WELL. ACTUALLY IT WORKS FINE AS LONG AS YOU DON’T
RESTORE YOUR GAME AFTER DYING.

GAME RECORDING
EVERY TIME A NEW GAME IS STARTED, MARATHON 2 WILL RECORD THAT PLAY SESSION INTO
THE MARATHON 2 FILM BUFFER.

YOU CAN WATCH THE CONTENTS OF THE MARATHON 2 FILM BUFFER BY CLICKING REPLAY
LAST FILM ON THE MAIN MENU.

YOU CAN SAVE THE CONTENTS OF THE MARATHON 2 FILM BUFFER TO DISK AS A FILM FILE (s0O
YOU CAN WATCH IT LATER, OR SHOW IT TO FRIENDS) BY CLICKING SAVE LAST FILM ON THE

MAIN MENU.

TO WATCH A FILM YOU HAVE SAVED TO DISK, CLICK REPLAY SAVED FILM ON THE MAIN MENU.

REPLAY OPTIONS
TO FAST-FORWARD DURING A REPLAY PRESS THE RIGHT BRACKET(]) KEY ON THE KEYBOARD.

TO sLOW DOWN THE PLAYBACK PRESS THE LEFT BRACKET ([) KEY.

TO CHANGE TO A DIFFERENT PLAYER’S POINT OF VIEW PRESS THE DELETE KEY.



MARATHON 2: DURANDAL TELLS ME | CAN ONLY PLAY ON THE NETWORK, WHAT NOW?

> troubleshooting
YOU NEED TO THROW AWAY THE MARATHON 2 PREFERENCES FILE. THIS FILE IS IN THE

PREFERENCES FOLDER WHICH IS INSIDE YOUR SYSTEM FOLDER. AFTER YOU DO THAT,
MARATHON 2: DURANDAL WILL RE-ASK YOU FOR A SERIAL WHEN YOU LAUNGCH IT NEXT. THIS
TIME, TYPE IN THE FULL SERIAL NUMBER (DUH).

| CAN'T GET THE STEREO SOUND OPTION TO WORK, HOw cOME?

STEREO SOUND REQUIRES SOUND MANAGER 3.0 OR HIGHER. SOUND MANAGER 3.1 COMES
WITH MARATHON 2: DURANDAL ON THE CD, SO MAKE SURE THIS IS INSTALLED. YOU MAY
ALSO NEED TO GIVE MARATHON 2: DURANDAL MORE MEMORY FOR THIS FEATURE TO ACTIVATE.
REFER TO THE GETTING STARTED SECTION FOR MORE INFO.

| GOT A MESSAGE THAT SAYS MARATHON 2 CANNOT ALLOCATE ENOUGH SOUND CHANNELS.
WHAT CAN | DO?

YOUR SYSTEM SOFTWARE NEEDS MORE MEMORY. YOU CAN GIVE YOUR SYSTEM MORE MEMORY
IF YOU DECREASE THE AMOUNT OF MEMORY EVERYTHING ELSE IS USING. S0, QUIT OTHER
APPLICATIONS, CLOSE ALL WINDOWS, AND (IF NECESSARY) SLIGHTLY DECREASE THE AMOUNT
OF MEMORY GIVEN TO MARATHON 2. |IF ALL ELSE FAILS, BUY SIMMS!! (OrR DIMMS IF YOU’'RE
SO LUCKY).

| KEEP GETTING TOOLED ON BY THE ALIENS AND MY FRIENDS, WHAT CAN | DO?
PRACTICE, PRACGTICE, PRACTICE.

SOME OF THE ITEMS IN THE PREFERENCES DIALOG ARE UNAVAILABLE TO ME, WHY?

WELL, SOME OF THE ADVANCED FEATURES SUCH AS 16-BIT GRAPHICS AND AMBIENT SOUND

TAKE A LITTLE EXTRA MEMORY. TRY INCREASING MARATHON 2: DURANDAL’S MEMORY AND

TRYING AGAIN. TO DO THIS QUIT MARATHON 2, AND SELECT IT’S ICON IN THE FINDER. THEN g
TYPE A LARGER NUMBER INTO THE PREFERRED SIZE BOX.

| CAN'T GET THE NETWORK MICROPHONE TO WORK, WHAT GIVES?

MAKE SURE YOUR MICROPHONE IS CONNECTED PROPERLY. THE BEST WAY TO TEST THIS IS TO >
OPEN UP YOUR SOUND CONTROL PANEL AND TRY TO RECORD A SOUND. ALSO NOTE THAT THE ’y >
MIC IS SAMPLED AT LIKE 7KHZ OR SOMETHING, SO IT’S GONNA SOUND A LITTLE GARBLED.



TwO USER LICENSE

BUNGIE SOFTWARE PRODUCTS CORPORATION ("BUNGIE") IS THE OWNER OF THE SOFTWARE CONTAINED ON THE DISKETTE(S).
YOU HAVE BEEN GIVEN TWO SERIAL NUMBERS FOR THE PURPOSE OF USING THE SOFTWARE IN A NETWORK SETTING. AS THE
PURCHASER, YOU HAVE THE RIGHT TO SERIALIZE TWO COPIES OF THE SOFTWARE. ONE COPY MAY BE SERIALIZED WITH THE FULL
VERSION SERIAL NUMBER AND ONE COPY WITH THE NETWORK SERIAL NUMBER. YOU ARE EXPLICITLY FORBIDDEN BY LAW FROM
SERIALIZING ANY COPY OF THE SOFTWARE WITH A SERIAL NUMBER THAT YOU DID NOT PURCHASE. YOU ARE BEING GRANTED A
NON-EXCLUSIVE RIGHT TO USE THE PROGRAM WITHIN THE DISKETTE(S) UNDER THE TERMS SET OUT BELOW. THE PERMITTED USES,
PROHIBITED USES, AND TERM APPLY TO EACH SERIALIZED COPY OF THE SOFTWARE.

PERMITTED USES: YOU MAY USE THE SOFTWARE ON A SINGLE COMPUTER AT ANY ONE TIME. YOU MAY PHYSICALLY TRANSFER
THE PROGRAM FROM ONE COMPUTER TO ANOTHER, PROVIDED THAT THE SOFTWARE IS USED ONLY AT ONE COMPUTER AT A TIME.
YOU MAY SELL OR GIVE THE SOFTWARE TO ANOTHER PARTY, PROVIDED THAT THE OTHER PARTY AGREES TO BE BOUND BY THE
TERMS OF THIS LICENSE AGREEMENT. YOU MAY MAKE ONE COPY OF THE PROGRAM SOLELY FOR BACKUP PURPOSES. THE
COPYRIGHT AND OTHER NOTICES ON THE DISKETTE(S) MUST BE REPRODUCED AND PLACED ON THE BACKUP COPY.

PROHIBITED USES: YOU MAY NOT MAKE MORE THAN ONE BACKUP COPY AS PERMITTED ABOVE. |F YOU SHOULD WISH TO COPY
OR USE THE SOFTWARE ON MORE THAN ONE COMPUTER AT THE SAME TIME, CONTACT BUNGIE. YOU MAY NOT DISTRIBUTE,
LEASE, RENT, SUBLICENSE OR LOAN THE SOFTWARE OR DOCUMENTATION TO ANY OTHER PERSON. YOU MAY NOT ELECTRONICALLY
TRANSFER THE SOFTWARE FROM ONE COMPUTER TO ANOTHER COMPUTER OR PROVIDE USE OF THE SOFTWARE IN A COMPUTER
SERVICE BUSINESS, NETWORK, TIME-SHARING, OR MULTIPLE-USE AGREEMENT. YOU MAY NOT MODIFY, TRANSLATE, OR REVERSE
ENGINEER THE SOFTWARE.

TERM: YOU MAY TERMINATE THIS LICENSE AGREEMENT BY DESTROYING THE SOFTWARE AND DOCUMENTATION AND ANY COPIES.
THIS LICENSE WILL ALSO TERMINATE IF YOU FAIL TO COMPLY WITH ANY TERM OR CONDITION OF THIS AGREEMENT. UPON
TERMINATION, YOU AGREE TO DESTROY ALL COPIES OF THE PROGRAM AND DOCUMENTATION.

LIMITED WARRANTY ON SOFTWARE MATERIALS AND MEDIA

BUNGIE WARRANTS THAT THE MANUAL AND THE SOFTWARE MEDIA ARE FREE FROM DEFECTS IN MATERIALS AND FAULTY
WORKMANSHIP UNDER NORMAL USE FOR A PERIOD OF NINETY DAYS FROM THE DATE OF ORIGINAL PURCHASE. IN THE EVENT OF
ANY PHYSICAL DEFECTS IN THE SOFTWARE MEDIA DURING THE NINETY DAYS AFTER PURCHASE, BUNGIE wILL REPLACE THE
SOFTWARE MEDIA AT NO CHARGE TO THE ORIGINAL PURCHASER AFTER PROOF OF PURCHASE. |F THE FAILURE OF THE SOFTWARE
MEDIA, IN THE JUDGEMENT OF BUNGIE RESULTS FROM ACCIDENT, ABUSE OR MISAPPLICATION OF THE MEDIA, BUNGIE wiLL
HAVE NO RESPONSIBILITY TO REPLACE THE MEDIA UNDER THIS WARRANTY. ALL IMPLIED WARRANTIES ON THE SOFTWARE
MEDIA, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED IN DURATION TO NINETY (90) DAYS FROM THE DATE OF ORIGINAL RETAIL PURCHASE. THE MANUAL AND
THE SOFTWARE ARE SOLD "AS IS". THE PURCHASER ASSUMES ALL RISK AS TO ITS QUALITY AND
PERFORMANCE. IN NO EVENT WILL BUNGIE BE HELD LIABLE FOR DIRECT, INDIRECT, SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE SOFTWARE, THE MEDIA, OR ITS
DOCUMENTATION. YOUR SOLE AND EXCLUSIVE REMEDY IN THE EVENT OF DEFECT IN THE MEDIA IS REPLACEMENT AS PROVIDED
ABOVE. THE ABOVE WARRANTY AND REMEDIES ARE EXCLUSIVE AND IN LIEU OF ALL OTHERS, WHETHER ORAL,
WRITTEN, EXPRESS OR IMPLIED. NO EMPLOYEE, DEALER, OR AGENT IS AUTHORIZED TO MAKE ANY MODIFICATION,
EXTENSION, OR ADDITION TO THIS WARRANTY. CERTAIN STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOu. BUNGIE RETAINS ALL RIGHTS NOT EXPRESSLY
GRANTED. NOTHING UNDER THIS AGREEMENT CONSTITUTES A WAIVER OF BUNGIE’'S RIGHTS UNDER THE U.S5. COPYRIGHT LAWS
OR ANY OTHER STATE OR FEDERAL LAW.
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PRODUCT DESIGN JASON JONES > credits

PROGRAMMING JASON JONES
RYAN MARTELL
ALAIN ROY

ART & GRAPHICS MARK BERNAL
ROBERT MCLEES
J. REGINALD DUJOUR

SOUND DESIGN ALEXANDER SEROPIAN

STORY GREG KIRKPATRICK
JASON JONES

SCENARIO DESIGN JASON JONES
GREG KIRKPATRICK
DoOuG ZARTMAN

ALEXANDER SEROPIAN

CHAPTER SCREENS CRAIG MULLINS
TITLE THEME POWER OF SEVEN
DAMAGE & SPIN ALEXANDER SEROPIAN

DoOuG ZARTMAN
MATT SOELL

THE VOICE OF BoB DoOuG ZARTMAN

SPECIAL THANKS ERIC KLEIN
TUNCER DENIZ
LAURA WEBER

PACKAGING 13TH FLOOR
ALEXANDER SEROPIAN
DoN DIXON

CATERING LA COCINA, CARSON’S RIBS

STUFF THAT RULES POWERMACS

PHOTOSHOP, STRATA STuDIO PRO, WORD PERFECT
ETHERWAVE

GATORADE & POWERBARS
SEGA RALLY (NET)




SERIAL NUMBERS

BELOW ARE YOUR MARATHON 2: DURANDAL SERIAL NUMBERS.

MARATHON 2: DURANDAL WILL ASK YOU FOR A SERIAL NUMBER THE VERY FIRST TIME YOuUu
LAUNCH IT. TYPE IN THE FULL SERIAL NUMBER. FOR NETWORK PLAY, INSTALL THE GAME ON
A NETWORKED COMPUTER AND USE THE NETWORK SERIAL NUMBER.

DO NOT LOSE THESE SERIAL NUMBERS, WE CANNOT REPLACE THEM FOR YOuU.

THESE NUMBERS WILL NOT WORK WITH MARATHON 1. CONVERSELY, MARATHON 1 SERIAL
NUMBERS DO NOT WORK WITH MARATHON 2: DURANDAL.

ENJOY!

FULL SERIAL NUMBER NET SERIAL NUMBER

TYPE THIS NUMBER IN IF YOU WANT TO THIS NUMBER IS ONLY FOR NETWORK
PLAY THE FULL VERSION OF THE GAME GAMES. COPIES OF MARATHON 2:
AND NETWORK PLAY. |IF YOU BOUGHT THE DURANDAL, SERIALIZED WITH THIS
GAME YOURSELF ENTER THIS NUMBER. IF NUMBER CANNOT PLAY THE SINGLE
YOUR FRIEND BOUGHT THE GAME AND YOU PLAYER LEVELS. I|F YOU INSTALL
ARE JUST PLAYING NET, THEN USE THE MARATHON 2: DURANDAL WITH THIS
NETWORK NUMBER. I|F NEITHER OF YOU NUMBER BY ACCIDENT, YOU NEED TO
BOUGHT IT, THEN GO BUY A COPY BEFORE DELETE THE MARATHON 2 PREFERENCES
WE CATCH YOU. (WE CATCH EVERYONE, FILE FROM YOUR SYSTEM FOLDER’S
EVENTUALLY) PREFERENGCES FOLDER. |F YOU WANT

MORE THAN TWO PLAYERS IN YOUR NET
GAMES (HIGHLY RECOMMENDED) CALL US
WITH YOUR CREDIT CARD NUMBER.

BUNGIE




