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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
mesr =L
% ] v

me his identity

COUID QO See your new aparimen

I he squished Manhunter lived

IFKEr Ovar ineg ilasnmg square. ©rress cnier |
| 1l 1 00
iMMer gver e C 10 press Enter
0 narker over the ha
1M 3]
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1 and select INFO. Type in Peter Brown, The
nlally squished a Manhunter. T

e QOO0 News IS

i Lomband sl
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?
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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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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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Actually, there are two differant things you could do.

One thing you could do is Trave! before the Ninja appears. Then, select
MAD from inventory. Select Tracker. When the two targets appear by
the boal, 1ag the target that is with the tagged target. Waltch the tracker
until it ends, then travel to The Shop.

Or, run to the right before the Ninja gets you, and discover a mysterious-
looking door.

Yes, leave and come back later.
Travel to the Transamerica Pyramid.

You could take the gun in the glass case.
You should try to free the siave that the robot is punishing.

To free the slave, move the Marker toward the robot. When it bec.um
an up arrow, press Enter.

The object is to get 1o the top of the screen without getting zapped, 50
the slave can escape.

The slave will move opposite you.

Before the robot shoots, he aims. Wait until the robot aims at you before |

you jump. That way you won't jump into the robot's line of fire.

Here's another trick you can use. Once you reach the top of the screen
and the slave escapes, continue in the same direction toward the axit
Tap the key as fast as you can and the robot won't be able to hit you.

After freing the slave, travel to the Doctor's House.

Did you find the letter in the doctor's pocket?

You never know when a urine sample might come in handy. if only you
had something to carry it in.

When you see the close-up of the dead doctor, select the empty flask.
After your flask is full, travel to the Laundry.

Open your MAD and SEIEct Tracker. At the Boat, select the target that

is traveling with the 1 in. When he to the Shop, tag
the target he meets in the EII'EEI_' en he gets 1o the Cable Car .
Phil and a ratman attack and kill him. Tag the ratman that enters

with Phil (Phil is the intermittent target). Phil and the ratman will go to
the Doctor's House, kill the Doctor and the slave. The rat takes the
slave’s arm and goes 1o the Private Club.

Travel to the Cable Car Barn.

Fut your Marker over the glass doors and look inside.

Back away from the doors and put your Marker over the door on the
side of the building near where the cable cars enter the building, and
press Enter.

o>elect an easler arcade setting from the menu.

Watch what the target does in the tracker for a clue.

The path the target in the tracker took is not important, he was just
avoiding robots. Notice where he was when the opening appeared in
the wall,

Go to the box in the upper right corner and bump against the right side.



| took caru uf Ihﬂ' K9 pruhlam What shuuld | do nuw?

I've opened the gate, but the robots get me as soon as | try to leave
tha ﬂwl'lv'.:h
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I've found the cable car, but want to rnall:e sure | did everything »
before | Iuava.
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NEXT UUDH TO THE TEH:FLE

I'm next door to the temple and found a mysterious looking door.
Should | go In']'

i"lll'l Erﬂﬂhﬂ'ﬂ the pipe, but nothing Elgﬁiﬂﬂﬂl seams lo hnppan

PRIVATE CLUB What nrn I overlooking?

| knocked on the door, but the occupants don’t seem to be ven
I'riﬂndilrl Is there nn'flhing | can do?
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Ok, so | know how many pinches to put in the pipe. But still nuthirlg
special happens.

TAD'S APAHTMEHT
Tha dog keeps attacking me, just like I:mfnra
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Before you bump against the side of the box, make sure the robots a
farther away.

As soon as you zoom out, go as far toward the vertical electric wall on
the right side of the screen as you can without getting electrocuted.

ITI_'i-ua rutb-nts won't sense you there and you can move straight down to
@ gate.

Did you look at the poster on the side of the cable car?
Did you look at the dead man and take the note from his belt?

if you did, then back on out of there, jump on the first available
car and go back outside.

Travel to the Private Club.

No.
Not yal anyway.
The Private Club is for rats only.

You haven't used the Muzzle yet.

Can’t you think of anything that could wear that muzzie?
Remember the watchdog in Tad's apariment?

Travel to Tad's apartment.

After you see the dog and before he gets to you, select Muzzie f
inventory
You can find the muzzle on the boat at Pier 5.

.

Look at the wall hanging.
Take the Camera, but don’t waste your flash!

Did you discover the door next to the Temple?
If not, travel to the Temple.

Put your Marker against the nght side of the screen and press Enter.

Absolutely!

You've seen the clue, now use it!

The clue was in the temple.

The clue was in the stairs in the temple.

The clue appeared when you rubbed the cloth on the statue of heaven.
Remember F, Oar, P, Ruler?

The clue is two words long.

The first word of the clue is Four. (F + oar)

The second word is Pruler. (P + Ruler)

No it's not. Just kidding. The second word is Pinches. (P + inches)

You've got to take 4 pinches from the correct container.

The correct comainer is the one with the same name as the statue that
gave you the clue. (Heaven)




So what's the symbol for Heaven?
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MANHUNTER'S APARTMENT

I l:eeg getting the message: It is too early to go to bed. What did |
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The answer to that is found on the wall in an apartment that you have
already been to. i

Remember the banner on the wall in Tad's apartment?

Ok, Ok! Take four pinches of Heaven (the 2nd container from the left)
and smoke it.

You will see a vision of Ming.

She is the daughter of the pipe man who was changed into a creature
during the Orb experiments.

He is happy to know she is alive, and gives you the statue in
appreciation.

it's a vision of Ming.

She is the daughter of the pipe man who was changed into a creature
during the Orb experiments.

Remember her face.

Have any names you could try in INFO?

Remember the scientist that you read about on the scrap of paper in
the bank? He is the same guy who wrote the letter that you found in
the Doclor's pocket. Look at these two items in inventory.

Open Mad. Select INFO. Type Noah Goring.
Travel to Goring's house.

Is there something on that end table?
What could the white thread mean?
Take the matches on the end table. They'll come in handy later.

Look out the window. Move the Marker around to leamn the name of
some of the local landmarks,

Look at the files scattered on the floor.

Look at the files in the correct d‘lmnnlr:?k:al order to understand the
correct order of the events described. (11/5/02 first, then 9/27/03 then
1/7/04 and finally 8/20/04).

Theare is another name to put in INFO.

Part of it was written in blood...

...al the warehouse office.

If you still haven't figured it out, take another look at the scroll.
Waest is not referring to a direction.

West is someone’s name.

Two ratmen stole the Viewer from the Dragon Ninja who were keeping
itin their safe in Tad's office. The Dragon Ninja need the Viewer because
it lets them spy on the Orbs. Zak West is their only lead to the Viewer.
West is their only chance.

Type Zak West in INFO.

Does the fish that the wax figure is holding give you any ideas?

Back up to the first view of the Museum. Select your Mallst from
inventory. Notice the indentation of the fish head on the end of the
mallet.

Go back to the close-up of the wax figure and select the mallet.

Did you prass the button?

Move your marker to the left edge of the screen to go to the next exhibit.
There are three exhibits. At the last one, be sure to look in the chimney.
Go back outside and Travel.

Tu:al-.ld to the “Help” section of this hint book and read “To end Day 2 you
need o,




DAY 3
| watched the Tracker, but it ends at the first location, Ghirardelli

GHIFIAFI DELLI SQUARE

How do | open the gnta'i' r LAUNDRY
: P ; : | am in the Laundry. This girl looks like she wants something. What

-t:-::-uld it ’M‘?

THE SH{JP
| can't seem to do anything heraT

| found the rat's paw and climhm:l up on the roof. Is ﬂmre anwhing
else | should be doing here?

WAK MUSEUM
So | went inside the Wax Museum again, but nothing seems to have
changed except that the chimney is now occupied. '
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This game is too hard even at the easiest arcade setting. Isn't there
some way | can cheat?




Tag different targets until you follow the targets to the Wax Museum.

That's because there are only two locations in the Tracker for this day.
Travel to Ghirardelli Square.

You can't, It's locked.

It appears as it you need some type of key or something to open the
hock.

You'd better come back later.

Come back later when you don't have the flask.
Take the flask to The Club.

Mot yet.
Travel to the Wax Museum.

So you've met Zak West!

There is something else new, 1oo. Look closely.

You found Zak, but did you look where the other target stopped at in
the Tracker?

. |
There is a new dead body on the pile of bodies in Exhibit 2! i

Did you notice the white stitching on the underside of his tie?

- g R

Hmm, white thread just like you found on the end table at his house! |
wouldn't be surprised if that was done fairly recently.

Don't you have something that you could cut that thread with?
Select the fang from inventory and take the card. Go back outside.

You could go somewhere that was closed yesterday.
Travel to the Laundry.

Maybe a laundry receipt?
Be sure to grab the walking stick on the way out.
After you have the stick, travel to The Shop.

This would be a good place to save your game.

The shopkeeper seems fo have a morbid interest in body paris. Maybe
you have something that would interest him.

Give the shopkeeper the rat paw that you found at Ghirardelli Square.

“Three Aces” is a variation of the old con game called “Three Card
Monte”. Watch for the false shuffle.

Sometimes when two cards pass over each other, he will reverse the
direction the card is moving. Watch closely for this maneuver, or you
will lose sight of the Ace.

Try an easier Arcade Setting.

Yes. I'm surprised you haven't thought of it yet.




| can't get anywhere near the dead man. The sparks keep knocking
me off the sign.
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As soon as the shuffie is completed, save the game. Then select a card.
If it is not the Ace, note which one is the Ace, then restore your game.

Now you know which one the Ace is so pick it! .

A mask might be useful. .
Especially a mask with the same kind of eyes as the ratmen have.

Take the mask on the left side with the larger eye holes.

It he does not offer you a mask then play the game again until he does. r

You can use it someplace that you have already been to.
The Private Club is for rats only.
Travel back to the Private Club.

Everything should look the same except you.
Go close up to the door, but before you knock, put on a disguise.
You can win a rat mask after playing Three Aces with the shopkeeper.

Maybe you could give them something to eat besides you.

When you see the close-up of the rat faces, select the Full Flask from
inveniory.

Remember the markings on the arm.

If you broke your flask at Ghirardelli Square, you are in trouble now!
Grab the hatchet on your way out. !
Travel back to Ghirardelli Square.

Go back to the sign on the roof and chmb up to the dead man.

Try an easier arcade setting.

You need to get your face as close 1o the dead man as possible.
Climb up the structure just to the right side of the dead man.
Take the ring that is on the string around his neck.

Use the Stick that you found at the laundry.

After you have the ring, fall off the structure and walk to the adjacent
rooftop.

Go in the window in the tower at Ghirardelli.

Look closely at the lock. Doesn't that design look familiar?
It should. It matches the design on the ring that you just got.
From the close-up of the lock on the gate, select the ring from inventory.

These ratmen’s eyes are accustomed to the dark.

If only you could flash a bright light, I'll bet you could temporarily blind
them.

When you see the close-up of the ral faces, select the camera from
inventory.

| wouldn't go far.

Go under the pier and climb up the piling. Then select the hatchet from
inventory.



ALCATRAZ | keep getting gassed. What am | doing wrong?

| made it to Alcatraz, but | am stuck in this dumb box! How do | get
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Same way you got in.
Select the hatchet.

You found the key in a tie.
Use the Orb Card.
It's in Goring's tie back at the Wax Musaum.

You need to fool the camera into thinking you are someone (or some-
thing) other than what you really are.

Remember Goring's letter to the doctor?

Goring said that his creatures could only be freed by an Orb. Know any
friendly orbs?

How about the orb in your robe?
When the camera staris scanning, select the Orb-on-a-Stick.

You need a fniend.

Before you open the gates, take a closer look at the creatures.
Do any of them look familiar?

Ming, from the vision, is in one of those cages.

Ming is in the second row down second from the left cage.

Don't you have something that might make her happy?
How about the statue that her father gave you?

You need to get some hot air in that balloon first.

Put the Marker over the control panel above your head and press Enter
for a closeup look.

#o

You need to turn that gas into hot air so it will rise.

Turn on the gas and select your matches. Then light the gas and save
the game.

If you need to ask that question, you landed in the wrong spot.
Earlier, you got a clue that tells you the correct place to land.
Remember the Dragon Note that Tad wrote?

Remember the message that the “Castle is the Gateway to Hell™?
Goring said in his letter that you must reach Hell.

Have you seen any castles anywhere?

How about when you looked out Goring's window?

You need to land on Julius Castie. You can see part of it just below Coit
Tower during the balloon game.

Move the slaves and robots into the correct positions so that you are
able to drown all the robots and free all of the slaves.

First, close all of the gates.

Then, move all the robots to the lowest sensor square in the center.
Move all the slaves to Slavery.

Open the gate on the bottom right to flood the robots.

Open the comrect gates 1o flood the Cable Car Bam, Transamerica
Pyramid and Colt Tower

Move the Slaves into Hell.
See the "Walk-Thru" section of this hint book for more help.




| passed this test and the slaves have shown me "Freedom.'" How
do | get this machine stlrted‘!'

: - s - = I ] ¥
_;..hll.r. . i > » i, = g LN 'Irl
L L Yy ¥ ' : . -

prl-lr n...-.-_..

-
""'Ir. -il- ||.-|, u.. .
g -

THE END

ek | 4




By punching in the correct code.
A slave from the Pyramid had the secret code to start the digger.
No. not the slave that you rescued.

The two targets I?:-u tracked on Day 2 rescued a slave. The solution
was tattooed on his right palm.

That's right, the rat that killed him and took his right arm to the Private
Club to gamble with. |

The correct code is UnnC.

You could try an easier arcade setting.

Save your game often as you progress. Then when you hit lava, restore
your game instead of starting over from the beginning.

Your goal is to reach the Ferry Building.

The Ferry Building is in the upper right corner of the upper right map
piece.
See the map in the back of this hint book.

Once you get there you have won, so sit back and enjoy the ending,
you deserve it! Congratulations.

i
!

If you've done everyihing to end a day and it siill doasn't end; Select Travel, Make sure that
all the Tracker locations are blinking. Make sure everything you nead is in Inveniony. Make
sure that you pul the appropriate nameas into INFO. Ba sure you've done evarything listed
balow.

i tha day still doasn't end, you may have resiored a saved game thal was saved belora you
did those things.

Use the Tracker and foliow targets 1o; The Bank of Canton, The Warehouse, The Ferry
Building, Hyde Street Pier and the Embarcadero Founiain,

Put Tad Timov's name into INFO.

Traved o evary locatkon you saw in tha Tracker and 1o Timov's apartment.

Be sure to: Climb into the pipe and be eaten by the Ratman at Hyde 51. Pier.
Be sure lo: Gel eaten by the walchdog at Tad Timov's apariment.

Ins Inventary you should have: 1D card, Newspaper, Dragon Note, Fang, Laundry Receipt,
Empty Flask, Drivar's Licensa, Mallet and Cloth.

Use the Tracker and follow targels toc Pler 5 (The burnt boal), The Shop, The
Transamerica Pyramid, The Doctor's House, The Cable Car Barn, The Chinesa Laundry,
The Private Club, The Temple of the Dragon Minja, The Wax Museum and Tad Timov's
Aparimeant,

Put Zac West's name into INFQ. Put Moah Goring's name inta INFO.

Travel to évary GCatidn you saw in tha Tracker,

Be sure to: Go 1o the Wax Museum and look in the Chimney in Exhibit 3
Use the Muzze on the Walchdog al Tad Timov's apartment,

Free the Slave al tha Pyramid.

Smoke a pipe with the man next door to the templa.

in Imventory you should have: Scroll, Statue, Full Flask, Letter 1, Letier 2, Matchbook and
Camera
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Found: On Tad Timov's desk in the Bank of Canton.

Location wsed: Temphs stairs,

Purposa: Salve the puzzie. This clue will tell you whese o land the hot air bailoon after
you ascaps from Alcatraz.

Found: At the Crash Sita nasl 1o thie sguished Manhunter.
Purpose: To know wha's identity you have assumed.

Found: In the office ai the Bank of Canton,
Purpose; Used 1o get the Scentist’s first name

Found: Upstairs at the Temple,
Purpose: Used 1o get the last name of the Ratman who livas in the Wax Musaum.

Found: Near the dead man down the street from the Bank of Canton
Location used: The Laundry
Purpose: Used 1o enter The Lawndry.

Found: On burnt boat a1 Pier 5 1
Location used: Tad Timov's aparment.
Purpose: Subdues the watchdog

Found: Mear [ha dead man on the streel near the Bank of Canlon,

Location used: Wax Museumn Exhibit #2.
Purpose: To cut open Goring's tie

Found: Al The Laundry.
Location used: The sign al Ghirardelli Square.
Purpose: To relrieve the ring withoul getling alactrocuted

Found: Hanging from the neck of the dead man at Ghirardelli Square
Location used: Under Ghirandelll Tiowmad,
Purpose: To unlock the gate.

Found: Near the entrance o the alley at Ghirardelll Square.
Location used: The Shop.
Purposa: To frade for the opportunity to play the Thies Aces game,

Found: In the office at the warshouwsa,
Location used: The Wax Musaum.
Purpose: To open tha front door.

Found: Al the Ratman nest in the Embarcadero Fountain,
Purposa: Used to.gat tha last name of the Ratman that lives thera

Found: Al the Ratman nest in Embarcadero Fountain,

Location used: Fill it with the uring sample at the doctor's house
Ghva io the Ratmen in The Club.

Purposa: Used to carry the uring sample.

Found: in Peter Brown's aparirment,

Location used: The Stalue of Heaven in {he templa stairs.

Purpose: Solve the puzzle, and this clue 1ells you whal 1o do with the old man (Ming's
father) and his pipe.

Found; Ming's father gives it to you.
Lecation used: Alcalrar.
Purposa: To show Ming that you are a friend of the family.

Found: Al Timov's apariment.
Location usad: In the Ral's Dan balow Ghirardalll,
Purposa: To temporarily blind the Raimen while you escape.

Found: Al the Doclor's House.
Powr it nte ths ask,

Location used: Al The Club.
Purposa; To trick (he Ratmen,

Found: Al Goring's House.
Location used: Alcatraz.
Purpose: To light the Hot Air Balloon.
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Found- At the Doctor’s Housa, in his pocket.
Purpose; For general information and a couple of clues.

Found: At the Transamerica Pyramid
Purpose: None.

Found: At The Privala Club.
Location used: The box on Hyde Straet Pier
Purpose: To get into and out of the box thal the ferry takes 1o Alcatraz.

Found: In the belt of the dead man at the Cable Car Barn,
Purpose: General information and clues on what 10 do at the underground control panel,

Found: In the Raiman dén below Ghirardelh Tower.
Location used: Alcalrar.
Purpose; Tricks the scanner into thinking you are an Orb.

Found: Inside Goring's tie.
Location used: Alcatraz.
Purpose: Starts Scanner

Found: Al The Shop
Purposa: Nong.,

Found: At The Shop
Purposa: Mo,

Found: Al The Shop

Location used: The Private Club.

Purposae: The mask with the round eyeholes has no use. The mask with the eyeholes that
are the same style as the Ratmen is used to trick the Ratmen at the Private Club nie
thinking that you are one of them

Found: At The Shop.
Purposa: Mone.

Found: Al The Shop
Purposa: Mone

The game starts with two spaceships leaving New York. As a Manhunier, you are
chasing Phil, a dangerous killer and Orb ally, west across the United States. You
follow Phil into San Francisco, zipping past the Golden Gate Bridge and Alcatraz
Island, then into the city, While zooming down the street, Phil takes a quick right
turn and you hit the side of a building and crash into the street. Phil hovers above
in his spaceship, laughing, then zooms off to land behind the ferry building.
This introduction sequence repeats until you press ENTER.

After pressing ENTER, the scene of you glancing off the side of the building
and crashing is repeated. Then follows the crash site with you staggering out of
your ship. %hﬂ view automatically switches to a first person closer view of a
body that your ship has landed on. Two objects are lying next to the legs.
Pick up the green manhunter ID card. You landed on a manhunter. Now you can
assume his identity while you try to figure out where Phil is.

Pick up the blue Manhunter Assignment Device (MAD). It turns on
automatically. Its screen flashes *‘Awaiting Input.”” Let's see what this
manhunter was up 0.

Select the INFO option and press ENTER. Type in the name of the squished
manhunter (Peter -Brown) on the ID card. Press ENTER to input the name
information into the computer. Note the information shown on individual.
Type BYE or select the EXIT option in the right corner to return (o the main
SCTECEN.

Now select the TRACKER option and press ENTER. The computer responds,
““Tracker has locked on Target, Location: Bank of Canton™. Press ENTER
when you are ready to proceed. (Note: In most situations, the SPACEBAR will
perform the same functions as ENTER.)

The yellow target is the person you are currently tracking. Remember always to
watch where the targets go and what they do. After the targets leave the bank,
you will zoom out [0 see the targets as they travel on the r:igcrmp to the next
location. Then the computer zooms into the next location. If the targets split up,
the computer will continue to track the yellow target. When the computer is
finished tracking, you will receive the message **Target signal lost. Tracking
terminated.’” Press ENTER to continue.

Select TRACKER again. At each location you can tag another Iﬂrﬁtl if you want
to follow it. Put the marker over the other target and press ENTER to tag it. The

new target turns yellow, Press 'S’ to skip any locations that you have already
seen. After following all of the targets, press C to close the computer.

Press F3 to travel.




diigy”

LR TE:

o e N
mapf lm T
TRt h A A
Y

-ul."'l'
Foujemg -'H_F-L".

s L
R

fll...

illiag ®

=

T

.
ey Al

t‘

4

L] -,
ot Lt e o e g
i

: e s . '
3 il Jan St
REg TN o i Mgt
b 4 Ny Vg s
‘_- 11.-_ Wy T - - l,:'u_
- Bt ime

w EF "J.’_', L |L:1"

] w = * g b
_".t R e’ e N e
- -

i By - -
ANTON

= v T e B,
ey 1 i e w i i
" '_'F'_{!'_l .|'I|.-_"'I.".i"'_—*"_'r'!_:‘._.‘ll;“l‘f
) 'l.-|':'.’.:-"l'q.':'.‘r|'|-l-u1_.-'
ey =1 A
3 STCE am el B

>
i

X
5
L
r I-T
[ ]

il
AL TR Ry T

1

"1.‘.'--‘-

= T Tt =
At SR
L - =

A=

TR
=

wp 0y AW
a

LU
-

- = -
= Bt B b -

- e LN

h|__*‘r||. “'
= LERE "B
L ) ap A=

SRR O T

Nig ¥FL
o

TRy
FENTE ST L
BT ag dry "W T .

= g WS

L

A,

L]

m 5 W

e, T

2
Ll L
- ."I"q. I.

.

S g
¥ ALl JEI

b g Mm W0

il =T TR

s
[

= -
_.T i




You are now viewing the travel map. Locations you are authorized to investigate
are indicated by a blinking square. Your current location is indicated by an X. The
blue/red circle is your marker.

Follow the footsteps of the first two targets to investigate the locations they have
visited. The Bank of Canton was their first stop. It is not on this section of the map.
Move the marker to the right until it reaches the right side of the screen. The screen
will flip to reveal the next portion of the map. You will see the Bank of Canton,
Embarcadero Fountain and the Ferry Building blinking. Position the marker
over the BANK OF CANTON. Press ENTER to travel there.

Now you are standing in front of the Bank of Canton. Move your marker around
the screen to reveal various messages.

Position the marker over the door of the building to the left of the bank until it
changes into an up arrow. Press ENTER 10 go inside.

Position the marker over the hole dug in the wall until it changes into an arrow
pointing into the tunnel. Press ENTER.

You are now standing in a tunnel where the targets disappeared and reappeared
under the bank. Move the marker onto the log to reveal a message. Position the
marker over the end of the tunnel and it will change into an arrow pointed in the
direction of the room at the end of the wunnel. Press ENTER to go into the room.

Next, position the armow over the face of the dead man slumped over the desk. The
arrow turns into a magnifying glass whenever an object can be looked at closer.
Press ENTER to look closer. Press ENTER to back out of this view.

Position the arrow over the dead man’s left hand and press ENTER to look closer.
Press ENTER to back out of this view.

Position the arrow over the safe. Notice the arrow changes to a question mark.
Read the comment at the bottom of the screen.

Position the arrow over the piece of paper lying on top of the right side of the desk.
Press ENTER to look at the paper. Read the note and press ENTER to put the note
in your robe, which stores it in Inventory. (Press the TAB key to display your
inventory items, then ESC to go back to the game. )

Position the arrow over the piece of paper on the floor by the garbage can. Press
ENTER to look at the paper. Read the paper and note the first name of the scientist
{Noah) and first letter of last name (G). Press ENTER to store it in inventory.

Note the name on the door in the back of the room. Read the name as if you were
standing on the outside of the door. This must be the name of the dead man at the
desk. Press C 1o open MAD. Select INFO.

Type: Tad Timov. Press ENTER.

Select EXIT. After a name is typed into information and the computer has an
address for that person, your character will then be able to travel to that location.
Press "C" to close MAD.

Position the armow towards the bottom of the page if the arrow is not already
pointing down. Press ENTER to leave. Press ENTER 10 back out of the wnnel.
Press ENTER to go up the stairs.

You are now outside the bank. Your marker is the blue/red circle again. Move it
10 the far left at the sidewalk and it will turn into a left armow, Press ENTER 1o go
1o the left.

Now you are looking at a someone lying on the sidewalk. Move the marker to the
center of his body until it tums into a magnifing glass. Press ENTER 1o look
closer. Press ENTER 1o back up.

Wove the marker over his head. Press ENTER.

You will notice a large bite on his neck. Take the fang lodged in his neck. Pick
up the laundry receipt laying on the ground next to him. These objects will go in
vour character’s robe.

Press F3 1o travel,

After the Bank, the targets went 1o the warehouse. Move the marker to the top of
the map. The screen flips to reveal the next portion of the map. You will see the
warehouse location_ blinking. Position the marker over the warchouse blinker.
Press ENTER to travel there,

You are now standing i front of the warehouse, Move your marker around the
screen for messages. Go into the front entrance of the warehouse and move your
marker around again for messages. Go inte the next room.

The next scene will be an arcade game with a top down view of the inside of the
warehouse. Try to make it through the door at the lower left comer of the room.
Remember, arcade sequences are set to hard for each arcade game. If it is voo hard,
you might want to set the mode to an easier setting.

In the warehouse office read the ‘schedule’ message on the wall. Take a closer
look at the message written in biood on the top of the desk. Note the first names
in the message, Zac and Mic, and the contents of the message. Pick up the mallet
leaning against the wall and notice the fish imprint on its end before you put it in
vour character’s robe. Back out of the room.

Go out the way you came in. Exit the building.
Press F3 1o mavel
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Notice that another place is blinking on this map piece. Position the marker over
it and the message reads ‘TAD TIMOV'S APARTMENT". Here is the apantmeni
of the dead man your character found in the bottom of the bank. Press ENTER

to travel there.

Move the marker around to locate the entrance to the building and go in. In a
moment you will notice iwo beady eyes in the fireplace. A guard dog will show
its growling face. There is nothing you can do to protect yourself at this point.
Watch vour character being attacked by a large dog. Then you will find yourself
back outside the building.

Press F3 to travel.

Move the marker down until the screen flips 1o the next map down, Find the
FERRY BUILDING. Press ENTER to travel there. Put the marker over the middle
front entrance and go forward. Move yvour marker around to reveal vanous
messages. The doors are locked so you cannot go inside like the target did. Take
a closer look at the poster hanging on the night side of the building.

Press F3 (o travel.

Move the marker over EMBARCADERO FOUNTAIN. Press ENTER 1o travel
there,

You are now looking at the dry fountain. Go forward into the fountain drain area
like the target on the tracker did. Try io enter the nnel. Play the Bats and Rais
game to go through the wnnel. Hint: If you stand back, the bats and rats will
eventually stop, and your character can then move to the end of the nnel.

You are in & room with something or someone on an old mattress. Pick up the
yellow driver’s license, lying on the floor at the foot of the bed. Note the last
name: Stone. Store the license in inventory and select the MAD. Enter the first
name ‘Mic’ (from the desk at the warehouse) and the last name *Stone’ into the
INFO selection of the computer. Note the information and exit the computer.

Position the marker over the bed and take a closer look. Pick up the empty flask
and put 1t in your robe. Back up to the first view of this room.

Mote the writing on the wall, Back out of the wnnel. Play the Drain Game agamn
to reach the sidewalk. Press F3 1o travel.

Move the marker up and left until you reach the map with HYDE STREET PIER.
Position the marker over the pier location and press ENTER 1o travel there.

Take a closer look at the gate, then back up 1o the first view of the pier.

Go down the ladder on the left side of the dock. Now your character is on a beach
with a pipe behind him. Go into the pipe.

Once you are back on the beach, go under the pier. Climb the piling.
Back down the piling, across the beach, and up the ladder.
Press F3 to travel,

Travel 1o MANHUNTER'S APARTMENT several blocks south of the pier. Go
inside.

‘Look out the window and move your marker around to reveal various messages.

Look in the dresser drawer. Take the cloth.
Put vour marker over the hammock.
Press F3 to travel.

Al this time the computer will turn on. The screen will flash ‘ALERT" until you
press ENTER to continue. Proceed through the messages on the computer,
entering a suspect’s name if you wish, or press ENTER to go on.

The computer will then order you to *Retum Home Immediately” and to “Wait
There for Further Orders.”

Manhunter falls a.ﬁjeep and the screen goes black. Day one ends.

Day two begins when the Orb comes in through the window and gives you a new
assignment, "Investigate a burning boat on Pier 5. The Orb leaves.
MAD will automatically turn on.

Waich as the tagged target and another target approach the boat at PIER 5.
When they reach the boat, they fight with a third target and then they leave.

The two targets split up. The tagged target goes to the TEMPLE and disappears.

Select TRACKER again. This time tag the other target that approaches the boar.
Follow him to the SHOP. Here he meets with the shopkeeper, goes outside, meets
someone, and they both go to the PYRAMID BUILDING. Here they grab a slave
and take him to the DOCTOR'S HOUSE. They leave the slave with the doctor
and split up. The tagged target goes to the LAUNDRY and stays there.




DOCTOR'S HOUSE

E = ] = - g e
I.l.p'l-a- T T e - o W & = -‘l'rl\. “a i 1
& = W wE [ 3 1.-.--1 Ser g m '._.,‘-1.‘ Al
bz 1.1.'!.-.' .JI'I- S gy 'l.‘--.-.'_....-ph-;-.--'
|l... "l riilm |.||_ l- 1|'- N "I.

"! j' o . H .- [

P
'I'- RITH l-l.

3 1-1|

e |

"'-I:,. Tan "H.. r;..
i

=& pgwm i
'J]Fl"' Ii“ Tip

- o L
I-'Ill. -

F o W
aphi Py T e ..i,p-h-.--
+ i A |.l|_"£l_
;..' T S _'_:1 I
X et : l"i-r*'.""_;

- ' - -t S
- 1, lu L ,.' 1T ,q. LT
,'Il .llf"- l..‘ 4 * - - "'1




Select Tracker again. Tag the same target again but this time when he reaches
the SHOP, tag the target that he meets outside. Follow this target 1o the
PYRAMID, DOCTOR'S HOUSE, then to the CABLE CAR BARN. Notice
that he goes to the box at the upper right and then the door at the lower right
opens. He goes through the door and to a cable car. Here he meets with a slave,
As he is leaving, Phil and another target find him, kill him and leave him on a
cable car. Tag the target that is with Phil (you cannot tag Phil). Follow this
target to the DOCTOR’S HOUSE and then to the CLUB. Close MAD.

Travel 1o PIER 5. Go on the boat and take the muzzle from the rat.
Select the fang from inventory while looking at the closeup of the rat.

Travel to TIMOV 'S APARTMENT. Select the muzzle before the dog attacks. Take
the camera but don't flash i, Look at the tapestry on the wall. Remember the
symbol for Heaven.

Travel to the TEMPLE. Go in. Fight the Ninjas. Watch the Buddha rise. Go in the
door. Find the Heaven statue. Select the cloth from inventory. Decode the message
{(Four Pinches).

Look at the dragon note in inventory. L3 is the third statue on the left, etc. Look
at the three statues in the right order and decode the note (The Castle is the Gateway
to Hell).

Go up the stairs. Meet some friends and walk on fire.

Watch and don't do anything. After you get yourselfl wgether again, run to the
right and pick up a scroll. Stand there. After you get yourself together again, take
the scroll and jump out the window. Read the scroll. Stand there, When given
another chance, go to the building 1o the right of the temple.

Go in the door. Select four pinches from the pot with the heaven marking (second
from left). Watch the vision and remember the creature's face. Take the statue.

Travel o the SHOP. Go in. You can’t do much here yet.

Travel 1o the PYRAMID. Go closer. Notice the cut chains on the ground. Go
in.Take the rifle. Go back in. Fight the robot. The idea is to rotate clockwise without
getting hit (only move when he aims at you). When you are at the top of the screen,
the slave will escape. Go clockwise quickly until you are at the bottom of the
screen.

Travel to the DOCTOR'S HOUSE. Look at the slave with the missing arm. Go
into the doctor's room. Take the letter from his pocket. Select the empty flask from
Imvenlory.

Travel to the CABLE CAR BARN. Look in the window. Back up from the
window, then jump on a cable car. Avoid the robots and try 10 reach the nght
side of the top right box. Pull the switch and try 10 make it to the open door.
Look at the posters on the side of the cable car. Look at the dead man on the pile

of bodies in the car, Take the note from his belt. Look at his hand. Go back out the
WAy you came in.

Travel o the CLUB. Knock on the door.

Travel o the LAUNDRY . Get a closer look. It is closed, so you can’t get in.
Let's try again LOMOTTOw.

Press "C” 1o open MAD. Select info. Type in the name Zac West (from the message
on the desk at the warehouse and the scroll from the temple). This opens up the
WAX MUSEUM. Close MAD.

Travel to the WAX MUSEUM. Look at the wooden sailor, whack his fish with
the mallet. Go inside. Turn on the first display. then go to the left to look at the
other two displays, Go in the fireplace in the last display. We will come back
here later, Go outside.

Press "C" 1o open MAD. Type in the scientist’s full name (from the newspaper
and the doctor’s letter) "Noah Goring”. Travel to his house near Coit tower. Go
inside. Look out the window. Notice that Julius Castle restaurant looks like a castle.
Look at the folders on the floor and read them. It is best (0 read them in
chronological order. Take the matches from the table and notice the white
thread. Travel. This ends day 2.

The Orb gives you your assignment.
Open MAD and use the tracker. Watch as someone is chased up the sign, and a
tight takes place on the ground.

Use Tracker again. This time tag the target that leaves the lower left side of the
screen. He goes to the WAX MUSEUM, leaves a body at the second exhibit and
then goes in the fireplace. Close MAD.
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Travel to the LAUNDRY. Goin. Go closer to the girl. Give her the laundry receipt.
When she winks at you, follow her. After you wake up, take the walking stick. Go
outside.

Travel 1o GHIRARDELLI. Go closer to the opening between the two buildings.
Take the rat’s paw. Go into the dark. When you are back out, travel to THE
SHOP.

Go inside the SHOP and give the shopkeeper the rat’s paw. Win the card game
three times, Don't take either prize; instead play the game again. When you win
the second set of prizes, take the mask on the left. Leave the shop,

Travel to the CLUB. Get as close as you can to the door. Put on the mask. Knock
on the door. When he shows you the arm, notice the symbols tattooed on it. When
they get mad at you, give them the flask. While they are fighting over the flask,
grab the hatchet and leave.

Travel to GHIRARDELLL Climb the rope, Up on the roof, go towards the sign
on the right. Try to climb up to the guy on the sign. When you reach him, use the
stick to take the ring from his neck. Jump or fall down, and press the down
arrow 1o leave.

Go in the window in the tower. At the bottom, get a closer look at the gate, Use
the ning to open the gate.

After yvou land on Phil, take the Orb that broke off from the throne.
When Phil throws you to the rats, use the camera 10 blind them.

Travel to the WAX MUSEUM. Go inside. Look at the dead scientist in the
second exhibit. Use the fang to cut through the thread in his tie. Take the card.
Go into the fireplace in the last exhibit. When done, go out of the MUSEUM.

Travel o HYDE STREET PIER. Go under the pier. Climb up the piling. Use the
hatchet 1o cut through the bottom of the box.

Once at ALCATRAZ, use the hatchet to cut out of the box.

Lok at each of the creatures. Find the one that you saw in the vision while smoking
the pipe (second row, second column ). Give it the statue.

Cio to the little machine to the left of the cells. Put the card into it. Right after u
takes the card, select the Orb-on-a-stick from invenlory.

Al the balloon, turn on the gas, then use the matchbook from inventory. Light
the gas with the match.

When flying the balloon, iry to land on the castle just to the left of Coit Tower,

In the CONTROL ROOM. Get a closer look at the control panel. Close all of the
zates. Press the "Slaves™ Sensor Button. Move all the slaves to Slavery. Press the
Robots” Sensor Batton. Move all the robots to the lowest sensor square. Press the
Lava” Sensor Button. See Control Panel Diagram. Open gate A. Open gate B.
Upen gate C. You will see the results of your action. When things calm down and
vou are again looking at the screen, move the robots from Slavery into Hell.

When in the digger, punch in the code that you saw on the arm in the club (UnnC),
Press the start button. Take a closer look at the screen. Dig your way up to the top.
I'he only exit is at the FERRY BUILDING at the upper right comer of the upper
nght screen. See dingram for correct path, If it is 100 hard to control your ship,
selectan easier arcade setting. Save your game ofien as you move through the maze,




PUZZLES, CLUES, NOTES AND LETTERS
| found the Dragon Note at the Bank. What does “The R3 is the L1 to R4

Someone wrole "‘Me Be Man Again Someday' on the wall under the
Embarcadero Fountain. What does that mean?
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| found the cloth in the Manhunter's apartment that says "'Rub Jewel of
Heaven.' What does that mean?

The sign in front of The Ferry Building says “‘Return the Viewer! Special

Reward."" What S et
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To decode this message you need 1o go 1o the stairs in the Temple.
Replace R3 with the word on the third statue on the right. (Castle)
Replace L1 with the word on the first statue on the left. (Gateway)
Replace R4 with the word on the fourth staiue on the right. (Hell)
The decoded message says ‘'The Castle is the Gateway to Hell.”

Look out the window al Noah Goring's apartment. Julius Castle is “The
Castle."

“Hell” is the Control Room used by the Orbs to control their mining
oparations.,

All entrances 1o the Orb mines are guarded by surface robots excapt a forgolten mine
ghaft in Julius Castle.

While in the balloon, you must land on Julius Castle 1o enter Hell.

The clipping gives you Noah Goring's first name.
It also clues you in on his work as a scientist.

This note was written by one of the Rats that stole the Viewer,

It was written 10 a Ratman named Zac. (Zac West who lives at the Wax
Museum.)

Mic wantad to take the Viewer to the Orbs so he could gel the reward. (The
reward is the remedy that would turn him back to human.) He fought over it
with the RHatman that wrote this nole, but Mic lost the fight. The other Ratman
ook the Viewer to King Rat al the rat den under Ghirardelli Square. Mic want
1o the Orbs to tell them where the Viewer is, hoping to get the remedy.

The Orbs gave Mic a reward but it turned out to be poison. Then the Orbs sent
Phil to get the Viewer.

One of the statues in the Temple is called “Heaven.”
If you use this cloth to rub the jewel on the statue of Heaven, you will get
ancther clue,

This is to let you know about the missing Viewer,

This is to let you know that the mutants were once men.

The letter to the Dogtor was from Noah Goring.

| have discoverad the Orbs” evil ... means thal Goring found out what the
Orbs are doing in San Francisco.

‘Earth must die for them to live..." means the Orbs are digging under the city, trying
to steal the energy at the Earth's core.

" They must be before it is too late...” means if the Orbs succeed, it would
leave the earth a hifeless husk that is devoid of life.

"My e is in danger, they suspect | have the card. | will deliver it to you as soon as
iﬂﬂﬂmﬂ... " means Noah has the Orb Access Card that will open the cages at

icatraz.

“My creatures can help..." means Noah's creatures (the results of his expariments)
that areHbawgheﬁ:l in the cedis at Alcatraz can help you to fight the Orbs and help you
get o Hedl.

“But must be freed by an Orb.." means only an Orb can open the cages on Alcatraz.
¥ou will need o use the Orb-on-a-stick to fool the scanner into thinking that an Orb is
freaing the creatures,

“You must reach Hell, but all entrances are guarded. Only there can thay be
siopped...” means you need to find your way to Hell to defeat the Orbs, but all
entrances are guarded (except the entrance at Julius Castie).

The Orbs have a new helper. They call him Phil and he is dangerous...”
means Phil is working for the Orbs again (trying to get the Viewer back).

Underground, the Orbs have rooms called “Life,”” “Hell"” and "“Freedom."

‘Stop them. They have aimost reached Life...” means the Orbs have almost
reached the room called “Life’ inside the Earth’s core.

‘Bring us to Hell and we will show you Freedom..." means if you can get to
the underground control room named '*Hell'' and then move the Slaves to that
raom, they will Show you the way to the room named “'Freedom.'”

'Beware of surface robots..." means surface robots guard the underground
entrances.

The clue is two words.

The first word of the clue is "Four'’ (F + oar).

The sacond word is 'Pinches” (P + inches).

When you are with the man smoking a pipe, take FOUR PINCHES from the
correct container,




| sea all the jars with different symbols on them. What do they mean?
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What is meant by the message "'Phil is King and that's a bad thing. He came
out of the sewer. Now he has the Viewer.""?
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Why do the Ratmen and the Creatures become human when | flood Coit
Tower with lava?
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Look al the symbols on the containers.

The correct container is the one with the same name as the statue that gave
you the “Four Pinches™ clue. (Heaven)

The banner on the wall in Tad's apartment showed the symbaol for “Heaven,”™
The second container from the left has the same symbol.

Taka four pinches from the sacond containaer from tha left and smoke i,

West is a person's name, not a direction. (Zac Wast).

Tha Dragons need the Viewer 1o see what the Orbs are doing underground.
One of the Ralmen that stole the Viewer wrote a message in blood on Zac
West's desk in the warehouse. Ha is tha only ona they know of that might
know whene the Viewer 15,

Show the statue to Ming on Alcatraz to show her that you are friendly.

That finger had a ring on it that would let the Dragons unlock the gate under
Ghirardelli.

They could not get the ring off, 50 they cut the finger off and gave the finger to
the man in the shop.

That arm had the code to start the underground digger.
When Phil killed the slave, he gave the arm to a Ratman to dispose of

Phil crawled through the sewer to kill King Rat.
Mow Phil is King of the Rals and has recovered the Viewer for the Orbs.

Both the Ratmen and the Creatures were originally human. The Orbs ware
trying to develop a superior worker for thair mines but discovered that normal
humans weare the best slaves. The Orbs' red gas thal was spewing oul of Coit
Towar is all that was keaping the Ratmen and Creaturas in their non-human
form.

When you flood Coit Tower, the gas stops and the Ratmen and Creaturas
regain their human form.
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Place the red ADVENTURE WINDOW
over the red patterned areas in your
hint book to reveal the HIDDEN clues.




