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INTRODUCTION.

HOUSE OF TALES

elcome to the adventure-thriller OVERCLOCKED: A History of Violence

erclocked is a psychological thriller. You will be plunged into a world of memories,
guma and personal hell! Of course, we have no intention of giving away too much

f the story in this manual. As you play the game, the events you experience will
rovide answers to your questions. Playing as former U.S. Army psychiatrist, David
McNamara, you have been plagued by inexplicable violent outbursts. Your already
ained personal life is further aggravated when you are summoned to New York City
0 analyze five young people in a Staten Island psychiatric hospital. These youngsters
have been picked up in different parts of the city confused, frightened, screaming and
with what appears to be amnesia. A storm of biblical proportions rages while you are
in New York, and during the psychiatric sessions, you must reconstruct the last week
in the lives of each of these young people using their flashbacks. The mystery deepens
' the further you delve into the memories of your patients and, as you start to unravel
the mystery, your own fate advances relentlessly towards catastrophe... but you don’t
give up and stumble upon shocking facts that involve more than just your patients.

We congratulate you for purchasing this adventure game, which will provide you with
some thrilling entertainment over the next few weeks. This involves investigating strange
events and exploring the mysterious inner life of the characters. Although you can
nardly wait to install the game and begin your journey, to enjoy Overclocked in optimum
conditions, please take a few moments to read this manual. This manual will help you
nstall the game and set the parameters that will be most appropriate for your PC. You

ill also find some essential tips on the controls and the basic game strategy.

e fun! We hope you have a very exciting time playing the game.

elopment Team
use of Tales Entertainment

o



08: Windows® 2000 / XP / Vista™
CPU: 1.3 GHz Intel® Pentium® or AMD® Athlon™ processor
RAM: 512 MB (1 GB recommended for Windows® Vista™)
Video: DirectX® 9-compliant video card Shader Model 1.1
PC DVD-ROM: 4x

Sound: DirectX® 9 compliant sound card

Available Hard Disk Space: 5 GB

DirectX®: 9.0c

Other: Mouse, Keyboard and Speakers

RECOMMENDED:

08: Windows® 2000 / XP / Vista™

CPU: 2 GHz Intel® Pentium® or AMD® Athlon™ processor
RAM: 1 GB (R GB recommended for Windows® Vista™)
Video: DirectX® 9-compliant video card Shader Model 2.0
PC DVD-ROM: 4x

Sound: DirectX® 9 compliant sound card

Available Hard Disk Space: 5 GB

DirectX®: 9.0c

Other: Mouse, Keyboard and Speakers

INSTALIATION INSTRUCTIQNS

It is strongly recommended that you close all non-essential programs before begi
the installation of any software on your computer. This includes screensavers and
anti-virus software, which may interfere with the installation process. Please note
game requires that you have DirectX® 9.0c installed. If this version is not currently
installed on your computer, please visit www.microsoft.com to download the free
version or see the ‘DirectX® 9.0c¢’ section of this manual.

1. Insert Overclocked Disc 1 into your PC DVD-ROM drive.
2. After the ‘auto-run’ begins, click on ‘Install Overclocked'. Click ‘Next’ to continue.
3. Read and accept the ‘End User License Agreement’ and follow the on-screen
instructions.
4. When asked to ‘Select the type of install’, choose ‘Complete’. A complete install w
ensure that the game will run fluidly. 5 GB of available hard drive space is requl
. Chck ‘Next’ to contmue and follow the on- screen mstructlons



¥ auto-run’ mode is disabled on your computer...
‘a) At the Windows® desktop, click on ‘Start’.
b) Select ‘Run...” and type the letter of your DVD-ROM drive and ‘Setup.exe’ (i.e. D:\
Setup.exe)

a) Double-click the ‘My Computer’ icon on your Windows® desktop.

b) Right-click on the drive with Overclocked Disc 1 and select ‘Open’ to access the
contents of the disc.

¢) Double-click on the ‘Setup.exe’ file to launch the installer.

d) Read and accept the ‘End User License Agreement’ and follow the on-screen
instructions, then complete steps 4 to 6 as listed above.

=

DirectX© %0c :

ou will find DirectX® 9.0c in the ‘REDIST’ folder on Overclocked Disc 1. We strongly
recommend installing these components since they are essential for running the game.
To install DirectX® 9.0c¢, double-click on the ‘DXSETUP.EXE’ file and follow the on-
‘screen instructions. Although you may already have DirectX® 9.0c installed on your
computer from another game, you should re-install it to ensure that you are using the
'ost recent version. A more recent version already installed on our computer will not
l overwritten.

UNINSTALL, INSTRUCTIONS

0 uninstall the game select:
- Programs - Lighthouse Interactive - Overclocked - Uninstall

LAUNCHING THE GAME

the game by double-clicking on the desktop shortcut ‘Play Overclocked’ or to
ch the game from the Windows® ‘Start’ menu, select:

- Programs - Lighthouse Interactive - Overclocked - Play Overclocked
from the menu select ‘Start New Game’.

ASE NOTE: Overclocked Disc & must remain in your DVD-ROM drive while you play
game.



When you first launch the game, the first
screen you will see is the Main Menu with
the following options: OVERCLOCKED

Resume Game: Start the game from where you
just left off. (This option will become active once
you start playing the game.)

Start New Game: Starts an entirely new game.

Settings: Allows you to adjust various game
including: language, video settings, and sound
performance.

Overclocked Homepage: Automatically takes you to the official game website if you a:
connected to the internet.

House of Tales Forums: Automatically takes you to the online forums if you are
connected to the internet.

IN-GAME MENU

You may access the In-game Menu at anytime
during the game by pressing the ESC key on
your keyboard. A menu will appear with the
following options:

New Game: Starts an entirely new game.

Save Game: Select this option to save your
game at anytime during gameplay. You are
allowed an unlimited number of saved game
slots. To create a new save game, you may accept the default name suggested or
rename the photo; then click on the check mark to confirm.



If you would like to overwrite a previously
saved game, use the arrows to scroll through
your saved games, and once you find the one
you would like to overwrite, you may either
accept the default name suggested or rename
the photo. Click on the check mark to confirm.

pad Game: To load a previously saved game,
hich is represented by a photo of that

ocation, use the arrows to scroll through your
saved games. Once you find the saved game you
~would like to load, click on the check mark to
confirm and that game will automatically load.

Settings: Allows you to adjust the volume
settings of the in-game music, speech and sound
effects, as well as the picture brightness. You
may also choose to turn the subtitles on or off.

Game: Takes you back to the Windows® desktop.



GAME CONTRQLS

You will need to use the following keys on your keyboard throughout the game:

ESC: Allows you to access the In-game Menu.

Spacebar: Pressing the spacebar shows you all the directions you may explore,
indicated by arrows. It will also reveal the hotspots in the game environment that yo
may interact with, which are represented by different icons.

Cursor Explanations

Mouse Pointer /Cursor: To perform various actions in the game, point at a location or
the screen and click the left mouse button. If you can perform an action in a certain

location in the game environment (called a hotspot), the cursor will change indicating
the particular action(s) you may perform.

Action Menu: Clicking on a hotspot opens an Action Menu represented by different
icons. Left-click on the icon with the mouse cursor to perform the action. The Action
Menu for a hotspot will automatically change depending on your Inventory status.
For instance, other actions may become available provided you have a particular
item in Inventory.

Default Cursor: Clicking the left mouse button moves the character to the selected
point. Double-clicking on the left mouse button will make your character run.

Directional Cursor: Clicking the left mouse button will take the character from one
scene to the next.

Action Cursor: Appears when the cursor moves over an item the player may
interact with.

Magnifying Glass: Appears when the player can click on an area or item for a
close-up view.

Exit: Appears when the player can exit a close-up view.

Speech Bubble: Appears when the player can speak with another character.




INVENTQRY MENY

u ing your investigation you will come across
arious objects you will need to collect to help

ou throughout the game. When you pickup

0 object in the game it will appear overlaid

L the top right corner of the screen. It will
ltomatically be added to your inventory. These
bjects will be stored in the Inventory Menu,
hich appears at the bottom of the screen. You
nay scroll left and right using the arrows to

ee all the collected items.

Using and /or Viewing Objects
You may ‘Use’ and/or ‘View’ an item in inventory at any time during the game. When
‘you left-click on an inventory item, a ‘use’ and/or ‘view’ icon will appear. Click on the
“icon to perform the action.

emporary Inventory Objects
Some items must be used immediately after you have selected or picked them up, just
as you would in real life. When you use this kind of object (“held in hand”), a flashing
I mage of that object will appear in the top right corner of the screen. This indicates that
you can immediately use the object you have in your hand in the game environment.
Click the right mouse button to put the object down again.

pmbining Objects

ertain objects can be combined to create another object or to fill another one up.

'0 combine an object you just picked-up (“held in hand”) with an item in inventory,
se’ the object in hand on the inventory item by left-clicking on the item you want to
mbine it with.

mbining Inventory Objects

may combine an inventory item with either another object in inventory or with

S or characters in the game environment. To combine inventory items, select the
object by left-clicking on the first inventory item, then left-click on the other
entory item, character or object in the game environment you want to combine it with.



During the course of the game you may interact with over 15 different characters. You
will spot a character’s “willingness to talk” if the cursor turns into a speech bubble

when the mouse cursor is on the character. If you click on the speech bubble, you ma
begin speaking with the character. Question icons may also appear at the bottom of

the screen, which you may select. Use the mouse to choose a symbol from the series
questions. Your character speaks and the other character answers; new question icon
may become available allowing you to choose how you conduct the entire conversatio

New Situations, New Conversations

Depending on the time of day, or as one day changes to the next, new conversational
options may become available. It is worthwhile to call other characters and return to
places you have already visited if you have the impression that circumstances have
changed during the course of the game.

Interrupting Dialogs and Real-time Cut-scenes

In Overclocked, each dialog sequence is,
technically speaking, a short film played from
the game program in real-time. Therefore, you
cannot skip specific lines of dialog during these
sequences. However, you can skip such
sequences entirely by pressing the ESC key on
your keyboard. In this case, a warning message
will appear at the bottom of the screen. By
pressing the ESC key repeatedly, you may skip
the entire sequence. We advise against making
this your normal game strategy, as the game
will be more difficult to complete without using the information gleaned from the
characters. You may also miss many details that contribute to the game’s atmosphere.

Dialog Cannot Be Repeated

Dialog sequences you have already triggered are, apart from a few examples,
considered as having taken place and will not be repeated. This means you will not
hear the same dialog again; therefore you must be extremely attentive. You will alwa
be able to access conversations that are directly related to the game progress. For
example, the recordings from the sessions with your patients are saved on your PDA
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see ‘The PDA’ section of this manual). Even though you may have skipped the relevant
onversations by pressing ESC while you were recording them, no need to worry. You

7ill not come to a dead end in the game by not hearing all the dialog, but you may deny
ourself an important aspect of the overall game experience.

THE PDA

2e of the tools of a psychiatrist’s trade was

nce a Dictaphone, but this is an antiquated
1ethod for our modern times! The sessions are
ow recorded onto a PDA, which allows you to

se it as a telephone, receive emails, record
gsions, or play recordings. Once you have

icked up the PDA, it is stored in your Inventory.
You can click on the ‘use’ icon at any time to use
‘the PDA. Clicking on the ‘Telecoms’ tab shows you
a list of saved telephone numbers. Two additional
' tabs with symbols will appear in the upper part
f the display. Click to listen to the ‘Audio Clips’ or your ‘Messages’.

'

Telephone Calls

In the phone list, click on the name of the person you want to speak with and then
lick on the ‘Call’ icon. New telephone numbers will automatically be added to the list.
fach time this happens, an address book icon will appear in the top right corner of the
screen as the number is added.

Reading Email Messages

'rom the ‘Messages’ screen you will see a list of emails you have received. Click on the
nail you want to read then click the ‘Read’ icon to display the text. New emails are
omatically added to the list and a message icon will briefly appear in the top right
rner of the screen when you receive a new email.

king Recordings
you conduct and record a session it will automatically be stored in the PDA for later use.

Y o

\



the Audio Clip Recordi
Once the first recording is stored, a folder will be created in the ‘Audio Clips’ section of
the PDA. It will include the patient’s cell/room number. Click to open the folder where
you will find sub-folders with the dates of the
flashbacks as recalled by the patient. The
arrow in the top left corner of the screen on
the PDA will allow you to navigate through the
sub-folders and recordings.

Using the Recordings

The PDA gradually starts filling up with
folders and sub-folders for each patient as the
number of successful sessions grows. Click
on a recording to play it back. Use the small
playback keys to play the clip anywhere in the game world, including the patients’
cells/rooms. The playback function is an extremely important factor in your progress
through the game.

Journal Entries
Journal entries will be produced during the course of your work, which can be found
the ‘Journal Entries’ folder in the ‘Audio Clip Recordings’ section of the PDA.
These journal entries serve to document your progress and to provide a space for
your private thoughts; they may also offer you the chance to remember key points
in the game.

EXITING THE GAME '

Before exiting the game completely, we strongly suggest that you save your game. Yo
may exit the game at anytime by accessing the In-game Menu by pressing the ESC ke
on your keyboard. Once at the In-game Menu, click on ‘Quit Game’ then ‘Yes’ to confir
you would like to exit the game. This will take you back to the Windows® desktop.

TECHNICAL SUPPQRT

If you encounter a software problem when installing or playing the game and the
particular solution could not be found in this manual, or solved by updating your
computer with the latest audio or video drivers, we strongly advise that you visit our
website at www.lighthouse-interactive.com and browse the game Forum specific to &
game with which you are experiencing technical issues. In most cases, known 1ssues
patches or upda,tes are listed on our Forums.




the solution to the problem is not listed on the forum at our website, please email us
: support@lighthouse-interactive.com.

en contacting us, please be sure to include:

A brief description of the problem

The hardware configuration of your computer

Information on the circumstances under which the error occurred

EPILEPSY WARNING

ease read this caution before you or your child play a video game:

ertain people are susceptible to epileptic seizures or lose consciousness after exposure
0 flashing lights or light patterns in our daily environment. Such people may have

a seizure while watching particular televised images or when they play some video
games. This phenomenon may appear even if the subject has no history of previous
difficulties. If you or a member of your family has ever had symptoms related to
epilepsy (seizures or loss of awareness) when exposed to flashing lights, please consult
your doctor prior to use. We advise that parents supervise the use of video games

by their children. If you or your child experiences any of the following symptoms

thile playing a video game: dizziness, blurred vision, eye or muscle twitches, loss of
iwareness, disorientation, any involuntary movement or convulsion, IMMEDIATELY
iscontinue use and consult your doctor.

tandard Precautions When Playing Video Games:

Do not stand or sit too close to the screen. Position yourself as far away from the
creen as the length of cable allows.

lay video games on a small screen (preferably).

wvoid playing if you are tired.

ake sure that the room in which you are playing is well lit.

st for a period of 10 to 15 minutes for every hour you play a video game.
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This LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT (this Agreement), including the Limited Warranty and other special provisions, is a legal
agreement between You (either an individual or an entity) and Lighthouse Interactive B.V., (collectively, the Owner) regarding this software product and the materials
contained therein and related thereto. Your act of installing and/or otherwise using the software constitutes Your agreement to be bound by the terms of this Agreement;
If You do not agree to the terms of this Agreement, promptly return the software packaging and the accompanying materials (including any hardware, manuals, othe |
written materials and packaging) to the place You obtained them, along with your receipt, for a full refund. |
Grant of Limited Non-Exclusive License. This Agreement permits You to use one (1) copy of the software program(s) (the SOFTWARE) included in this package ft
your personal use on a single home or portable computer. The SOFTWARE is in use on a computer when it s loaded into temporary memory (i.c., RAM) or installe
into the permanent memory (e.g., hard disk, CDROM, or other storage device) of that computer. Installation on a network server is strictly pmhlhned except under
special and separate network license obtained from Owner. This Agreement shall not serve as such necessary special network license. Installation on a network serve
constitutes use that must comply with the terms of this Agreement. This license is not a sale of the original SOFTWARE or any copy thereof. You may not sell, rent,
lend or otherwise transfer the SOFTWARE and/or ACCOMPANYING MATERIALS to any other individual or entity.

Intellectual Property Ownership. Owner and/or our Licensors retain all right, title and interest to this SOFTWARE and the accompanying manual(s), packaging and
other written materials (collectively, the ACCOMPANYING MATERIALS), including, but not limited to, all copyrights, trademarks, trade secrets, trade names,
proprietary rights, patents, titles, computer codes, audiovisual effects, themes, characters, character names, stories, dialog, settings, artwork, sound effects, musical
works, and moral rights. The SOFTWARE and ACCOMPANYING MATERIALS are protected by EU copyright law and applicable copyright laws and treaties
throughout the World including the USA. All rights are reserved.

Restrictions. Other than as provided specifically in this Agreement, You are not permitted to copy or otherwise reproduce the SOFTWARE or ACCOMPANYING
MATERIALS; modify or prepare derivative copies based on the SOFTWARE or ACCOMPANYING MATERIALS; distribute copies of the SOFTWARE or
ACCOMPANYING MATERIALS by sale or other transfer of ownership; rent, lease, or lend the SOFTWARE or ACCOMPANYING MATERIALS; or to display th
SOFTWARE or ACCOMPANYING MATERIALS publicly. You are expressly prohibited from transmitting and or sharing the SOFTWARE or ACCOMPANYING
MATERIALS electronically or otherwise over the Internet or through any other media or to any other party. You are expressly prohibited from selling or otherwise
using for profit any scenery, maps, levels, level packs, add-on packs, sequels, characters or other components or items based upon or related to the SOFTWARE or
ACCOMPANYING MATERIALS. YOU ARE NOT PERMITTED TO REVERSE ENGINEER, DECOMPILE OR DISASSEMBLE THE SOFTWARE IN ANY
Any copying of the SOFTWARE or ACCOMPANYING MATERIALS not specifically allowed in this Agreement is a violation of this Agreement.

LIMITED WARRANTY AND WARRANTY DISCLAIMERS.

Owner warrants that the original Storage Media holding the SOFTWARE is free from defects in materials and workmanship under normal use and service for a perio
of ninety (90) days from the date of purchase as evidenced by Your receipt. If for any reason You find defects in the Storage Media, or if you are unable to install the
SOFTWARE on your home or portable computer, You may return the SOFTWARE and all ACCOMPANYING MATERIALS to the place You obtained it for a full
refund. This limited warranty does not apply if You have damaged the SOFTWARE by accident or abuse. Your exclusive remedies, and the entire liability of Owner,
shall be (i) replacement of any original Storage Media with the SOFTWARE or (ii) full refund of the price paid for this SOFTWARE.

By opening the sealed software packaging, installing and/or otherwise using the SOFTWARE and all ACCOMPANYING MATERIALS, you hereby agree to waive
and all other remedies you may have at law or in equity. Any such remedies you may not waive as a matter of public policy, you hereby assign, or shall assign as the
become available, over to Owner.

WARRANTY DISCLAIMERS.

EXCEPT FOR THE EXPRESS LIMITED WARRANTY SET FORTH ABOVE, OWNER MAKES NO WARRANTIES, EXPRESS OR IMPLIED, ORAL OR
WRITTEN, CONCERNING THE PRODUCTS ORANY COMPONENT PART THEREOF. ANY IMPLIED WARRANTIES THAT MAY BE IMPOSED BY
APPLICABLE LAW ARE LIMITED IN ALL RESPECTS TO THE FULLEST EXTENT ALLOWED AND TO THE DURATION OF THE LIMITED WARRANT
OWNER DOES NOT REPRESENT, WARRANT OR GUARANTEE THE QUALITY OR THE PERFORMANCE OF THE SOFTWARE OR ACCOMPANYING:
MATERIALS OTHER THAN AS SET FORTH IN THE ABOVE LIMITED WARRANTY. OWNER ALSO DOES NOT REPRESENT, WARRANT OR
GUARANTEE THAT THE SOFTWARE OR ACCOMPANYING MATERIALS CAPABILITIES WILL MEET YOUR NEEDS OR THAT THE SOFTWARE WI
CONTINUOUSLY OPERATE, BE ERROR FREE, OR THAT PROBLEMS WILL BE CORRECTED. OWNER DOES NOT REPRESENT THAT THE SOFTWAR
WILL OPERATE IN A MULTI-USER ENVIRONMENT. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY OWNER, ITS DEALERS,
DISTRIBUTORS, DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES SHALL CREATE ANY OTHER WARRANTY OR!
EXTEND OR EXPAND THE SCOPE OF THIS WARRANTY. YOU MAY NOT RELY ON ANY SUCH INFORMATION OR ADVICE. SOME COUNTRIES DO
NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS LIMI
WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER STATUTORY RIGHTS WHICH MAY VARY FROM CO! R
TO COUNTRY.

LIABILITY LIMITATION.

To the maximum extent permitted by applicable law, and regardless of whether any remedy set forth herein fails of its essential purpose, INNO EVENT

WILL OWNER, ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS OR AFFILIATES NOR ANYONE ELSE INVOLVED IN THE DEVELOPMENT,
MANUFACTURE OR DISTRIBUTION OF THE SOFTWARE OR THE ACCOMPANYING MATERIALS BE LIABLE FOR ANY DAMAGES WHATSOEVER;
INCLUDING WITHOUT LIMITATION, DIRECT OR INDIRECT, INCIDENTAL; OR CONSEQUENTIAL DAMAGES FOR PERSONAL INJURY, PERSONA
PROPERTY, LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF TEXT OR DATA STORED IN
OR USED WITH THE SOFTWARE INCLUDING THE COST OF RECOVERING OR REPRODUCING THE TEXT OR DATA, OR ANY OTHER PECUNIA
LOSS, ARISING FROM OR OUT OF THE USE OR INABILITY TO USE THIS SOFTWARE. THIS LIABILITY LIMITATION APPLIES EVEN IF YOU OR
ANYONE ELSE HAS ADVISED OWNER OR ANY OF ITS AUTHORIZED REPRESENTATIVES OF THE POSSIBILITY OF SUCH DAMAGES. EVEN IE
SUCH IS CAUSED BY, ARISES OUT OF OR RESULTS FROM THE ORDINARY, STRICT, SOLE OR CONTRIBUTORY NEGLIGENCE OF OWNER OR
ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES. SOME COUNTRIES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. /
JURISDICTION: This agreement is governed by the laws of THE NETHERLANDS. In the event that any provision of this Agreement shall be held to be
unenforceable, it shall be severed from, and in no way shall effect the validity or enforceability of the remaining provisions of this agreement.

TERMINATION: This Agreement is valid until terminated. This A t ceases ically (without any form of notice) if You do not comply with any Agre

provision. You can also end this Agreement by destroying the SOFTWARE and ACCOMPANYING MATERIALS and all copies and reproductions of the SO
and ACCOMPANYING MATERIALS and deleting and permanently purging the SOFTWARE from any client server or computer on which it has been install






