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Utiliser les menus

To navigate in the game menus, use the left stick or the 7, 3, 1, 5 
directional buttons to highlight an option. Then press the A button to 
confi rm and the B button to cancel / go back.
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Controls Action

Hunter Dog

L Move Point of view

C Point of view

A Action Action

B Crouch

X Reload Jump

Y Expand/Contract radar

_ Run

] Shoulder weapon Run

` Concentration

^ Shoot Advance

> Pause Menu

< Objectives
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Type of scope

In the Options menu, accessible from the game’s Main menu or Pause 
menu, you can change the Type of scope.

Traditional

This is the traditional FPS movement mode: the cross-hairs are 
always in the middle of the screen. When the mouse is moved right 
or left, the character turns while following the camera’s point of 
view.

Free cursor

The cross-hairs are moved with the mouse. To turn the camera, you 
have to point the cross-hairs at the edges of the screen.

Mixed cursor

This is a mixture of the previous two types of scope. When the hunter 
moves, his type of scope is the “traditional” type, but he switches to 
“free cursor” when he shoulders his weapon, using the right mouse 
button

Main menu

Hunting Season

You can start/continue your Hunting season or launch a Hunting 
weekend.

Shooting tournament

This mode has four trials playable by 1 or 2 players, where only your 
accuracy and reflexes are evaluated: trap shooting, shooting at 
moving targets, shooting at fixed targets or duck shooting.

Options

This menu lets you adjust the following settings:

- Change the type of scope; 

- Change controller;

- Hunter and dog controls;

- Adjust the volume and sound.
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GAME SCREEN

1) Objectives:  Summary of the current objective and progress in the 
hunting plan.

2) Game: Animals in the hunting plan that can be taken (including 
pests).

3) RADAR: Displays important information about what’s around you: 
the location of the game, its perceptions and state of stress, the 
position of the dog, the hunting spots, the spoor to examine, the 
hunting cabins

4) Concentration gauge:  This gauge empties when the hunter holds 
his breath. While this happens, time slows down and the hunter is 
more stable, so he can shoot more efficiently.

5) Cross-hairs: This marks the spot the weapon is aiming at. The 
bigger it is, the less accurate you will be.

6) Ammunition indicator: Displays the amount of ammunition 
remaining in your weapon.

7) Standing/crouching/lying status: Indicates the position the 
hunter is in. Crouching and lying down let you hide better.

8) Perception: When the animal notices you, these icons indicate if it 
has heard you, smelled you or seen you.

9) Stress gauge 1: If the game notices you, this stress gauge fills up, 
and the animal is then alarmed and on guard until you hide.

10) Stress gauge 2: When the stress gauge 1 is full and the animal is 
still aware of you, or if it has just noticed you with two different 
senses, this stress gauge fills up quickly. It indicates that the 
animal is about to flee.

6



GAME MODES

Hunting Season

This game mode has your hunter progress from beginner to expert 
by obtaining the 5 hunting permits and participating in different 
hunting plans in order to obtain as much experience as possible and 
unlock all the weapons available in the game.

You can also practise shooting and try out your weapons at the 
shooting stand.

Hunting Weekend

The Hunting weekend lets you go to the different regions from 
“Hunting season” mode. Each region has different hunting plans and 
activities that let you score more points at the end of the day. At the 
end of the day, you obtain a score that is posted in the on-line game 
leaderboard.

The Shooting Tournament

This game mode consists of 4 trials where you have to score as many 
points as possible. Each of them can be played solo or against another 
player.

Shooting at fixed targets

In this trial, you shoot at non-moving targets when they appear. The 
number of points you score depends on how far away the targets are.

There are three types of targets:

- Simple targets: shooting them scores you the same number oF 
points;

- Precision targets: if you hit the centre of the target you score 
more points than if you hit the edge;

- Red targets: if you hit one, you lose points.

Shooting at moving targets

This challenge tests your reflexes. You have to shoot at game 
silhouettes before they disappear. But make sure you don’t shoot at 
the silhouette of a dog. That will make you lose points.
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Duck shooting

The goal of this trial is to shoot at waves of ducks flying in front of 
you. If a duck lands on the water, make sure you don’t shoot it or you 
will lose points. 

Trap shooting

In this trial, several series of clay pigeons are thrown in front of 
you. You have to hit them to score points. The clay pigeons score you 
more points while they are rising than when they are descending.

Hunting tips

-

 - Make sure you don’t move too quickly when near an animal, 
as the noise of your footsteps may alarm it and cause it to flee!

- To gain additional experience, take down as many pests as possible.

- If the game starts to run, you still have a few seconds to kill it 
before it flees.

- If you come too near an animal, it will spot you and flee.

- Once you are crouching, animals can no longer see you unless you 
move.

- Once lying down, animals can no longer see you and your shooting 
stability improves.

- “Shouldering” improves shooting accuracy.

- Holding your breath slows down time and increases stability. Doing 
it for too long makes the hunter briefly lose stability.

- If you have the impression that the hunting plan is too difficult, it 
means you are perhaps not equipped well enough.

- When you go up a level of experience, you can upgrade the hunter’s 
skills.

8



CREDITS

Bigben Interactive

HEAD OF SOFTWARE GROUP
Benoît Clerc

HEAD OF MARKETING GROUP
Isabelle Houzet

SENIOR SOFTWARE PRODUCT MANAGER
Antoine Cadoret

SOFTWARE PRODUCT MANAGER
Régis Fontenay

TRADE MARKETING MANAGER
Fabrice Poisblaud

WEB DESIGNER
Delphine Michaux

MARKETING ARTIST MANAGER
Caroline Lebrun

MARKETING ARTIST
Allan Baumgartner

Kylotonn Entertainment

STUDIO MANAGER
Roman Vincent

CREATIVE & ART DIRECTOR
Yann Tambellini

PRODUCTION MANAGER
Isabelle Penven

PRODUCTION ASSISTANT
Suzanne Penin

ADMINISTRATIVE TEAM
Maylis Chaudière
Didier Masseret

LEAD GAME PROGRAMMERS
Hardouin Pouzet
Florian Pernot

GAME PROGRAMMERS
Guillaume Swiatek

TECHNICAL DIRECTOR
Benoit Jacquier

ENGINE PROGRAMMER
Eric Cannet

ADDITIONAL ENGINE PROGRAMMER
Qui-Don Nguyen

GAME & LEVEL DESIGNER
Cyril Lefort

ADDITIONAL LEVEL DESIGNERS
Kevin Sultan

LEAD ARTIST
Amaury Beyris

2D/3D ARTISTS
Pierre-Dante Delboulle
Julien Reuliat
Dani Santos

ADDITIONNAL 2D/3D ARTISTS
Didier Quentin
Thimothée Sadowski

LEAD UI ARTIST
Pascal Pouvereau

UI ARTIST
Axel Crémont

LEAD 3D ANIMATOR
Hugo Touzé

3D ANIMATOR
Yann Courtois

ADDITIONAL 3D ANIMATOR
Thibault Barbaroux

SOUND DESIGNER
Nicolas Signat
Roman Cabezoz

MUSIC COMPOSER
Markus Schmidt

LOCALIZATION
Cybione / Sébastien Soulier

ADDITIONAL ART
Studio ELVEN / Elinore Yuan

9



GUARANTEES

Bigben Interactive incorporated all their interactive game know-
how into this product to guarantee your complete satisfaction and 
to give you many hours of entertainment.

If at any time within one hundred eighty (180) days following 
the product’s purchase date it becomes defective under normal 
operating conditions, Bigben Interactive promises to exchange it 
under the conditions defined hereafter.

After this period of one hundred eighty (180) days, Bigben Interactive 
accepts to exchange the defective product for shipping and handling 
charge of �15 per item.

To exchange the defective product, send your software in its original 
packaging (excluding the protective wrapping), together with the 
original proof of purchase, a brief description of the problem 
encountered, your complete name and address and if the guarantee 
period is over, a cheque or money order in the amount of �15 per 
product made out to the order of Bigben Interactive.  

After the period of one hundred eighty days (180), Bigben Interactive 
will replace your game while quantities last. Otherwise, your 
payment will be sent back to you.

Mailing address: Bigben Interactive –CRT 2 – Rue de la voyette – 59818 
Lesquin - France.

The user explicitly acknowledges that the use of the multimedia 
product is done at his/her own risk. The multimedia product is 
supplied as is and without any other guarantees than what is 
specified here-above. The User assumes responsibility for all the 
costs related to repairs and/or correction of the multimedia 
product.

Within the limitations set by law, Bigben Interactive rejects 
any guarantee relating to the market value of the multimedia 
product, the User’s satisfaction or its qualification to respond to a 
particular use.  

The User assumes all risks related to a loss of profits, loss of data, 
errors, loss of commercial data or other issues resulting from the 
possession of the multimedia product or its use.

Some legislations do not allow for the limitation of aforementioned 
guarantees, it is possible that it does not apply to the User. 

HOTLINE
Bigben Interactive
Rue DE LA VOYETTE, C.R.T.2   -   59818 LESQUIN, FRANCE

9h00-12h30 / 14h00-18h00
33 (0)892 689 543 (0,34€)support@bigben.fr
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