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Introduction

reetings Manhunter. Are those Orbs gﬂﬂin down? Are you lost in San
Francisco with no place to go? Cheer up! With this hund}r little book you'll
be covening new ground in no time - but first, some background

As you make your way through MANHUNTER'S San Frlm:lsm yvou will leam
what the evil orbs are up to, discover a secret human society and meet up with the
deadly killer that led you here from New York. To progress in MAN-
HUNTER, you will do, use, or find things at various locations. Sometimes the
solution is obvious - you would natwrally use matches to light a fire. 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. [f you get stumped,
travel to the other locations in the city. The clue you need may be across 1own.

There 15 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 Cusiomer Support or Technical
Suppont Departments at (209) 653-8989.

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 on and the location that you are al. Hunt for the question
closest 1o your problem. Place the red window card over the 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 vou really need.

HOW NOT TO USE THIS HINT BOOK
The Orbs will not like it if you just scan through the book looking atall the answers!
You will lose a lot of enjoyment (and sleepless nights) in discovenng the game,
Read only those hints that 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!

If you haven't yet played MANHUNTER: NEW YORK, give ita try - if you dare.

Dave, Barry and Dee Dee



General Questions What do | do after exploring the apartment?
Day 1 b a e Y '!-'!-_-;::{""”' 2 s,
I’ m watching the intro, how do | start the game? Tle Fartmi ]
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Mpl:cha-d up the Manhunter ID Card and then | It:l:ﬂ:l up the hlua
anhunter Assignment Device (MAD). Now | am looking ai the MAD
screen. What do | du‘?

EAHH. OF CANTON
Tha front door is locked. How do | get Insidu‘?

l'w.'r been 1=n51:|e the hanh already Hnd now I'm nutside again. Sh uull:l
| travel?

MAHHUHTEH S APAHT‘MEHT
| found Brown's apartment. How do | gat in? what?
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U could ook up a name in INFO. If you only knew the name of
it | I

don't know the name of someone that lives here, you forgot to

the 1L Gard. If you don't know the name yet, press C to close

eady have the |ID Card, press Tab and select |D Card

P
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me his identity

COUID QO See your new aparimen

I he squished Manhunter lived
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| 1l 1 00
iMMer gver e C 10 press Enter
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1 and select INFO. Type in Peter Brown, The
nlally squished a Manhunter. T

e QOO0 News IS
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o from the grash site 1o the next map page. Position

iravel there

resser. Press Enter

Type C to open Mad and press the Tracker button. Walch the Tracker
until it ends. Watch where the targets go and what they do there. When
the Tracker ends, you can travel to the locations the target visited.

Put the Marker over the doorway that is to the left of the bank. Press
Enter to go inside and keep going until you get to the room after the
tunnel.

Did you take the scrap of newspaper?

Did you take the Dragon Note?

Did you look at the dead man's face and hand?

Did you notice the empty safe? Hmm, maybe something was stolen...

There is another clue here too. If you haven't already figured it out, I'll
tell you about it later. Move the marker until it is a down arrow and back
out of the bank until you are back on the stresat

No.
There is more o see nearby.

Mowve the marker to the left edge of the screen until it becomes a left
arrow. Prass Enter.

Be bold, it's just a game!

Put the Marker over the body's hand and press Enter.

Put the Marker over the body's head and press Enter.

Put the Marker over the Laundry Receipt and take it.

Put the Marker over the Broken Fang in the man's neck and take It
Time to Travel.

Have you saved the game lately? If not, press F5.



WAREHOUSE THE FERRY BUILDING

| am standing in front of the Ferry Building but with all these Orbs
around | am asﬂnm to gu any farther. What shnuhcl | do?

How du | get inside the waruhuuaa?
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| just entered the warehouse, but it looks too dangerous to go any
farther!

| am in the wnrahnus.a I::ut I:eep gemng smaahud h-,r innl mlmt.

What am I suppnsad to h-& dulng? EMBARCADERO FDUHTAIH

I lmwluﬂ to Iha Fuunlnln What should | do hera?
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| can't get past thn rnbnts even at the Normal Arcade setting. Ho
dn | make il: easier?
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| got in the pipe, but there is too much vermin in here. | keep dying a
dingunting death. | naad help!

Ever',r time | leave the office at the Hard Arcade setting, the robots
get me. This is impossible!

I am at the end ui' the tunnel &nd have qul-ted around. I:Ih:l | do
everything | should do?

.-...--..pi'n... ==

' 1 aff i
I"lq. lil]i -.!.:r..

-‘-".‘..‘- T!r*.'ll:'i

5 (4]



You could go through the door.
Put your marker over the door and press Enter,

It is, but do it anyway.

You should try to reach the door at the lower left corner.

The robots will only come after you if they see you. Hide behind a bo
if a robot is about to see you.

Use the Escape key to select the menu. Then select Normal Arca
from the special menu. Try playing again.

Select Easy Arcade from the Special Menu.

Look at the writing on the table.
Take the Mallet leaning against the wall
Back out of there, sneak past the robots again and get outside

No it's not. As soon as you zoom out, go back into the doorway as farh

as you can without zooming back into the office. Wait there until you
have an opening and then make your movea!

Travel to the Ferry Building.

These Orbs won't bother you as long as you don't cause any trouble.
Put the Marker over the front doors and press Enter.

Put the Marker over the poster on the wall at the right side of the screen
and press Enter.

Travel to Embarcadero Fountain.

Have you saved the game recently?
Move the Marker over the fountain until it changes to an up arrow
and press Enter.

Did you read the instructions at the bottom of the screen?

Press the Spacebar to spin away from the drain. Try to get in the pipe
at the right side of the screen.

Set the Arcade Sefting to Normal or Easy.

Set the arcade setting to an easier level.

There is a limited number of vermin in the tunnel. Don't try to move to
the right side of the screen. By staying on the left side of the screen,
you will have more time to react. Be patient and concentrate and soon
the vermin will quit coming.

Use the nght armow key to move forward and you will soon be at the
end.

Did you find the Driver's License?
The Driver's License is at the left end of the mattress on the floor.



HOW DOES DAY 1 END?

I've traveled everywhere available and the day still isn't over. What
am | I‘urgatting?

lam nu‘-lslda the fountain again | don’t hava anwhnra else to Ira\ral
to. What dn Ido?
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HYDE STHEEI' PIEFt
| am standing at the Pier. Whﬂt do Idu now?
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| am stﬂnding on the sand du{ng nuthing but gmling a sunburn. What
should | do?

TAD' 5 ﬁFTHEHT a ' ni The guard dog hinders my exploration of the apartment. What should
The dog keeps attal:hing me.

| do.

MANHUNTER'S APARTMENT

| Iv;u-ag getting the message: It is too early to go to bed. What did |
miss

Day 2
| got my new assignment from the Orb. Luckily, he didn't notice that
| look different from the guy | am impersonating. | guess we all look
the same to them, just like they all look the same to us. | watched
the Trachﬂr until it andm:l -ﬂt the Tample. What shuuld | do naxt?




Did you lock at the face of the cadaver on the mattress?
Did you take the flask?
If you have the flask and the Driver's Licensa, it is time to leave.

Press C to open Mad. Select the Tracker and tag a new target and see
where they go.

Follow the target from the bank to the warehouse. Tag the other target at the
warehouse. Watch him go through the warehouse, Wait until he disappears
at Hyde 5St. Pier. Then select Travel and go to the Hyde St. Pier.

Put the Marker over the chain link fence and take a look. Then back up.
Put the Marker over the island on the right side to see what it is.
Put the Marker over the ladder and press Enter.

Move the Marker along the pier to the left of the ladder until it becomes
a magnifying glass and press Enter.

Put the Marker at the top of the piling you are standing by and press
Enter to climb up and look at the hole in the pier.

Back up to the sand and put the Marker over the pipe in the rocks fora
closer look. Go inside the pipe.

Come back later when you're prepared to muzzle that beast.

Turn to the “Help" section of this hint book and read “To end Day 1 you
need to:"

You got a clue earlier that you may not have figured out yet
The clue was at the bank.

The clue was inside the bank at the office of the dead man.
The clue was on the door.

Bat Vomit? What kind of a clue is that?

Bat Vomit or is it vomiT baT?

Do you know the name of the dead man yet?

He signed the Dragon Note. If you forgot, select it from inventory to look
at it.

It has something to do with bat vomit.
Bat vomit is written on the glass on the door.

Words written on door glass like that are usually intended to be read
from the oulside.

From the outside, baT vomiT reads Tad Timov!
Put Tad Timov's name in info, then travel to Tad's house.

Move the Marker over the doors until it turns into an east arrow. Press
Enter.

| would get out of there fast!
Salect Travel.

May | suggest using travel to go to Pier 57



PIER 5
| am at Pier 5 and see a burnt boat. What's my next move?
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THE TEMPLE OF THE DRAGON NINJA LR D W PR A SO M L T e o b e
| traveled to the temple. Is it safe to go inside? 1 HPE o S e fe e
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Ily got past the le:.ilas and found the secret passage behind t
dah. Should | go in
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over the statues. Is there something else | should be doing
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Put the Marker over the dark lump in the boat and press Enter.

Put the Marker over the missing finger.

Put the Marker over the muzzle and press Enter to take it.

Select the Broken Fang from inventory.

Travel to the Temple, '

Of course not. What do you think you're playing, Mixed-up Mothe
Goose?!

The Ninja keep overwhelming me with the throwing stars. Help me,
am stuck!

Select an easier Arcade Setting.
Sure. Put your Marker over the doorway and press Enter.

Yes.

Actually there are two things you should do here. Don't go upstai
yet, though.
You have already discovered the clues you need to figure out what 1o

do haraﬁﬂ you have been following this guide. Do we need to spell itout
for you';

One of the clues was found at the bank. Both of the dead men at the
ba['ﬂ ;r-rara Dragon Ninja. (You can tell by the Dragon brand on their
palm,.

ngemb&r the note with the Dragon onitthat Tad signed? Take anothe
at it

R3 means Right 3; L1 means Left 1; R4 means Right 4.

Read the mass_aﬁ an the note but replace R3 with the word on the thir
statue on the right side. Replace L1 with the first statue on the left si

and R4 with the word on the fourth statue on the right side. Now you
have a new clue that will come in handy later!

The secret message is: ""The Castle is the Gateway to Heil."

The Manhunter you accidentally squished was on the trail of this clue.
You got something you need here at the Manhunter's apartment.

Remember the cloth? Remember what the note pinned to it said? If not,
selact the cloth from inventory and look again.

Did you find a statue named Heaven?

Select the cloth from inventory to rub the jewel of heaven. If you want
to see it again, select the cloth again.

Think about it and I'll tell you later.
Go upslairs.

5311 to stay in the center of the hot coals bridge as you move across.
en you get near an edge, you will have 1o tap as fast as you can.
Keeping a constant tapping motion going will also help.

if you still can’t make it across, iry an easier Arcade Setting.

Well, you could just stand there.

| said you could just stand there - not that you should just stand there.
Well, you could touch the branding iron.

| said you could touch the branding iron, | didn't say you should!

You should take a scroll.

| would look for a clear surface to crash through after getting the scroll,
Jump out the window behind you.



DOCTOR'S HOUSE

| am at the doclor's house and have looked around inside. Is there
anything eise | should do here?
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THE SHOP

| am at the shop, and have even been inside. I've noticed that the
shopkeeper seems to have a bizarre fondness for body parts, but |
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LAUNDRY
| traveled to the Laundry, but it is closed! What do | do now?

*  TRANSAMERICA PYRAMID
| found my way inside the Pyramid. What now?
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CABLE CAR BARN
| get inside this place?
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| am trying to free the slave but the robot keeps zapping me! What E:
the trick?
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| can avoid the robots, but don't know what else to do.
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