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Introduction

Greetings Manhunter. Are those Orbs getting you down? Are you
lost in New York with no place to go? Cheer up! With this handy
little book you'll be covering new ground in no time - but first,
some background.

As you make your way through Manhunter: New York, you will
learn what the evil orbs are up to, discover secreis qf the
underground human movement and find yourself on the trail of a
deadly killer. To make progress in Manhunter, you will do, use,
or find things at various locations. Sometimes the solution is
obvious - you would naturally use a erowbar to open a stuck
window. Other solutions have clues in other parts of the city.
Keep your eyes open. Search each location by moving your
marker over every object that you see. If you get stumped, travel
to the other locations in the city. The clue you need may be across
town.

There is no score in Manhunter. If you make it to the end of the
game, you've won. This hint book will get you through to the
end. If you have a problem that isn’t covered here, feel free to
contact Sierra’s 24-Hour hint line at (209) 683-6858.

How to use a hint book

If you reach a point where you can't go any further, look through
this book and find the day that you are in and your location, Use
your Adventure Window card by placing the red window over the
patterned area to read your desired answer. Hints progress from
mildly helpful to a direct answer. It's best to read them
individually, and in sequence. Be sure to read only those hints
you really need.

How not to use this hint book

The Orbs will not like it if you just scan through the book reading
all the answers! You will lose a lot of enjoyment (and sleepless
nights) in discovering the game. Read only those hints which are
absolutely necessary, and as few of those as you can.

If you have finished Manhunter

After you have “*won’’ the game, we invite you to check out the
back of this book. It contains more interesting information. But
be very cautious using this section! Don’t even look at it until you
have actually seen the end of Manhunter.

Thank you for purchasing Manhunter and this book. If you like
this kind of game, let us know. Remember, the Orbs are watching
you!

Dave, Barry and Dee Dee



| am outside the hospital again and I am not going back inside.
What do I do now?

Day 1

I've watched the tracker so now what do [ do?
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Trinity Church

Bellevue Hospital I traveled to Trinity Church. How do 1 get inside?

[ see the front of the hospital, what do I do now?
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Flatbush Bar

| am standing in front of the Flatbush Bar in Brooklyn. What do |
do now?
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There is a big bartender dude staring at me and I have a kmife.
What now?
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Prospect Park

I'm at the entrance to the park (the Triumphal Arch). What now?
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Position the marker over the door and press ENTER™ 10 go
inside. Be careful, danger lies ahead...

Position the marker over the video game and press AENTER®.

You need to prove your worth to these thugs by winning the knife
EH[T}E.

The object is to get one knife in each finger gap without hitting a
finger or going outside the hand area.

Watch closely as he gives you the secret signal.

You have now proved your worth and can play the video game
without interruption.

Go outside and travel to the next location that your suspect went.

Position the marker between the arch and it will change to an up
arrow. Press AENTERM,

Go inside and check things out.

Go to the stall that the target went to. (The last one in the lady’'s
rooim. ) Sit on this commode.

There is something you should do now. Can you figure out what
it is?

Remember the secret code that the bartender gave you after the
knife contest in the bar?

Flush three nmes.

What vou need 15 a map.

You've seen the map to the sewer already, why don’t you use it?



Coney Island

[ am at Coney Island, what do I do here?

I found my way out of the sewer and I've got 12 keycards. What
do I do now?
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The huckster keeps looking at me after 1 knock over the secret
combination. What is that about?
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The video game maze that you saw back at the Flatbush Bar is the
map to the sewer maze! You start in the same spot as the man in
the maze game starts, Before you find your way to the end, go to
each area in the maze where there is a magic square. At each
magic square location you will find a keycard. You should have
12 keycards when you get to the end of the maze.

What is that shiny thing on the dock?

Position the marker over the shiny thing on the dock. When it
becomes a magnifying glass, press ENTERM,

It is called a medallion. Position the marker over it and press
<4ENTER P to take it.

Look out the cave by positioning the marker over the cave and
pressing 4ENTERM.

What you see in the distance is your clue as to where you should
£O next.

The ferris wheel that you see in the distance is at Coney Island.
Travel to Coney Island.

There is only one place you can go here. Can you find it?

Posiion your marker over the booths on the left. When the
marker changes, press AENTERM®.

There 1s definitely something you should do here!
Don't those kewpie dolls look familiar?

Remember the instructions to the video game in the bar, *‘the
correct path leads you to the kewpie dolls...""

When you take the shortest path to the end of the maze in the
video game, you will pass over three magic squares that will
trigger three balls to be thrown that will knock over three kewpie
dolls. Knock over the same three kewpie dolls in the same order.

Knock over the third doll on the top shelf. Then the second doll
on the second shelf and finally the fourth doll on the bottom shelf.

Show him what he wants to see!

If you show him the medallion, he will know that you are on his
side and give you a data card.



['ve made it past the first three punks but the fourth one gets me
every time. What do I do?

Day 2

I've watched the tracker for day two, what now?
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Grand Central Terminal

Here 1 am at Grand Central, what do 1 do?
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Wretched Excess

I'm trying to get inside but the blue dude won't let me!
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Travel to the first place your target was al (Grand Central).

Position your marker over the activity at the lower left of the
screen and press AENTERM.

Check out the activity and then travel to the next place your target
went (the Wretched Excess in Greenwhich Village).

First, position your marker over the blue dude w get his name.
Open MAD (press C), select info and type in Louis Redman.
Select Exit and then press C to close MAD.

You will have to find another way to get inside.
Position your marker over the alley and press <ENTERM™.

Go forward but be alert, danger is near.

Waich his arm closely. Whenever he lowers it, jump up.
Whenever he raises it, duck down. When you go forward, save
your game so that if you do get killed, you don’t have to start
from the beginning.

You need to tap the shoulder of the target you have becn
following. Be careful though, the rest of the audience came for
the music and won't appreciate it if you bother them!

Which one is the target you are tracking? Think about it for a
minute and if you can’t figure it out, I'll tell you.

The members of the audience at the Wretched Excess are wearing
their designer robes. The target you are looking for just ran in
here off the streets to hide after breaking into Grand Central
Terminal. If you still can’t figure it out, look at the next answer
and we will spell it out for you!

The target is wearing the brown robe. Get ready to grab the
keycard that she drops!

You should have 13 keycards now. If you only have 12, go back
inside and get the last one.

If you have 13 keycards, open MAD. Select Tracker. Tag the
second target by positioning your marker over the middle target
and press AENTERM.



Vend-o-Deli

What do 1 do at the deli?

Central Park

I keep dying at the park, what gives?
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Go inside and look at the bulletin boards. Which note did your
target leave?

You don’t have enough clues yet to determine which note he left,
but you will soon. Travel to Central Park.

There is only one safe path through the park.

Look at the tracker and outline their path on the map of Central
Park that was enclosed with the game. Put an X at every spot that
they stop at. Close the computer and use your map to find your
way through the park.

If you still can't find your way through the park, use your
Adventure Window card to locate the correct path. Be sure to
take the crowbar when you find it.







