


1. II{TRCX)UCTbN

Welcome lo the world of comic tantasy, superheroes
ând supervillains. You are superhLrman Redhawk and
must conlrol his lwo completely separate tdenltties:
KevinOliver ahumanwithal thehumanweaknessesi
and Redhawk- a being capable ofllighland incredrble
feats ol slrength You can choose lo lighl crime, pillrng
Redhawk against common criminals and even
supervillâns. This chorce leads 10 populârity and
superhero stalus Alternalively, you can ead a ile ol
crime and gnore Red-hawk's unpopuLarity and
supervilain slatus. The choice is yours Whatever you
decide, you musl mâke your decrsions quickly âs time
waits lor no mân (superhuman or not). Whle you
consider your aclions, lhe other characters rn lhegame
willcontinue wlth thek own

Loadlng lnairuc{oal5

L PIâce the cassetle in the tape deck and ensure it is
lully rewound.

2. Press lhe CTFL key and the snrall ENÏER key
smullaneously.

3. Press PLAY on the tape deck.
4 _he gdme sr rcw loàd drd run duloldlrcdlly
5. ln the unllkely evenl ol a loading error, please rewind

lhe lape slighlly and press play.ll errors persistyour
lape deck may need reâlignrng

6. ln the most unl kely evenl oi a genuine lâLrlt, please
return lhe complele pâckage to l,lelbourne House
Publshers at lhe nearesl lo you of the addresses
shown We will gladly rc place il. Plelsedonot.êtum
it to thê pl6ce of purEhas€ .

lThs rorce does nor aiieci your raùory r ghrs)



2 THE SCREEN DISPUIY

The lop half ol lhe screen is lhe Strip, a row of three
panels in whrch the comlcaclron unfolds. Each evenl in
lhegame is illustlated bya p cllJre whrch appears in lhe
rightmosl panel. The sirip is scrolled lelt to make room
lorlhe new piclure. Consequently, lhe lastlwopiciues
can always be seen tô the lelt ol lhe currenl piclure.

Below lhe Strip is the information displây. This
cons/slsol a rolling digil clockdeprcting the lrme olday
onthe game; a hearl icon and a bar meler depicU ng the
currenl slrenglh ol Redhawki a graph icon and a bar
melerdepicling lhecurrenlpopularityolRedhawki and
â prLrL e of Ihe fâce olyour .ufenr rdenÙly Kevn or
Redhawk. The sgniiicânce of these will be explained
laler,

Belowthe nlormalion dlsplay rs a box inlo whrch you
enter your commands ior your char3cler. Texl enlered
here may be edited us ng a powedul edilor which is
described in "lFiE EDITOR".

Althe bollom oflhescreen isalurrtion key reminder.
To aid enlry of commands. len commonly used words
arÊ orog'amaed onro ler lunclon heys. The[ use rs

descrbed in delail laler in lhe manual.
Finally, when you make a nrislake or when lhe

, ompule' wshec lo draw /our altenlon lo somelhr'lg a
message pops lrp at lhe top ol the screen. when you
have read lhe message, press the <SPACE> key to
conlinue with lhe game and ihe message will disappear.

3. THE EOTIOR

lou .àn grve !oL' c-fienr charader 'er 'er Ke T or
Reorawhl a con mdrd by lyorng 'l as o serren' e n
English andtheô press ng <RETLJBN> ltislmportant
lo remember lhal a commând is only issued atter you



have pressed <RETURN>. Therelore I E possible to
lype a command in readiness lor somelhing, wâtlor a
precise momenl and tl'er ssJe rl ,ust by presslq
<BETURN>. The type ol com mands you can giveare
described in "PLAYING TNEGAME". For the momenl il
s enouoh lo know lhat they mlst tre lyæd in as Ençlish.

The commânds you lype appear in lhe box on lhe
ower hâf ol the screen. The place you are lyping io is
lndicaled bythe + cursor, which moves âlong asyou
lype. Yo! canlype in commands longerlhanthe wdlh of
lhe box. When you reâch lhe edge of the box, your
command continues onlo the next line. Do not be
wored iJ the split occurs in the m ddle of a word, the
computer will understând il as one word. Your
commands may be up to eighly characlers long if you

3.1 EOMNG A COMMAND

lnevilably, you w llmake lyping mislakes. The simplest
ol these s hitling lhe wrong key. To correcl lhrs, press
lhe <DELETE> key until you have deleled all the
unwanted characlers. You can now lype over what you
have deleled.

Anolher m slake you can make s leaving out
characters. To corr€ct this, lse lhe <lelt arrow> lo
position lhe cursor, âs belore. To creale space lor the
missing characters, press <CLR> key !nlrlyou have
enough space lorlhe mrssing characlers. Yo! can now
type inlolhisspaceandthen movethe cursor backlolhe
end of the line as belor€.

NOTE The posilion of the cursor when you press
<RETURN> s .nporlanl as il is lakenlo bethe endol
your sentence. Antlhrng alter thls posrtion will be
ignored. This meanslhalyou must rnakesurethe cursor
's al he end o' yor.r comrand be'ore p'essrng



<RETUBN>. There are excepltons to lhis, but these
wil be explârned sho.lly.

3.2 RE-ISSIJING PREVIOUS COMMANDS

Otten duing the game you will wanl to re-enter â
commând you typed earler Ths saves on typing; il
does not lâke back' your earl€r command and undolhe
consequences. so, f lhe comrnand you wanl is slill
visible, presslhe <uparrow> !nl I the cursor is on the
lineyo! wanl. Nowmovethe cursorlotheendolthis line
using <righl arrow> and when you are ready, press
<RETURN>. Now, il not already ther€, you can return
lo where you were belore by pressing <down âfiow> .

ll the command is nol vsible then allrs nol lost. Ïhe
ed lor actually holds ten nes ol texl, allhough yo! can
only see four al any g ven time. A way of looking al lhe
box on screen is as a lour line w ndow over a ten ine
area. You can movethe windowoverthis lârgerareaby
lrying to movethe cursor upwhen allhe lopolthe box,
ordown when al the botlorn ofthe box ln thiswayyou
are tree 10 edit any ol the len lines. You slan oli w th lhe
box over the lop lour ines. As you enter new
comrnands. the len I nes gradLiaiy fl I up. When you
enler the eleventh, lhe lirst line is losl for good; when
yo! enlerthe twelflh, the second lne is loslt and so on.

Sometimes you may only wanl lo re-enter lhe tirsl
les word5ofdn ea,lre, -orrdrd. Yo j do rhi\ b/ TovrnS
lhe cursor lo where you wanl lhe command lo end ând
press <BETURN>. Asexpla ned ear €r,lhiswl cause
the rest ol lhe llne lo be ignored You will notice when
you try this lhal a lull slop s placed al lhe end ol lhe
command. li aieron you wish to removelhisdolin ord€r
lo re-enler more ol lhe ine, you can iustlype over il as
you would any other character



4. FUNCNON KEYS

To save lyping, len commonly used words hâve been
p'oçrammed onlo lunclon keys. A remrn4er ofrhese is
glven âl the boltom ol lhe screen display. Each ollhese
words is availableby holding down <CONTROL> and
then pressrng the approprate digit key <l >..<0>.
When yo! dothisthe computer lypes in the word ilstas
if yo! had pressed each key yourself, Therelore il is
poss ble lo edrl words produced by flnclion keys tusl
like any other words. The ten keys ând words are llsted
below along with lhe r on screen remrnders.

KEY Funct on
1 GET
2 DROP
3 SAY'

5 EXAMINE

7 UNTIL
8 FLY TO
9 STORE
O RECALL

Screen Display
GET
DROP
SAY

EXAM

UNTL
FLY
STO
BEC

SPECIAL KEYS

ll is possible to hail the action in the game by holding
downlhe <Escape> key. Thiswillstop any new panels
being dlspayed unli lhe keys are released.

ll the same keys are being held down as someone
finishes speaking, lheir speech will be repealed. This
enabes you ro replay a clarac_er s speê.h i'voJ 1l ss
lhe stârt of il



5. PLAYING THE GAMÊ

When lhe game has loaded, lhe compuler wil grve a
bleep ând you must then press < SPACE > 10 slart the
game.

Theslory begins with Kev n leavrng hospital He cant
rememberwho he rs, where he is, orhow hegollhere A
single word lills hs mrnd - KWAI-] . Whal happens

You conlrol you. aller ego by enleing commands in
English. Yol] can command hrmtogo, move lrom place
to place, lo handleobjecls, speak, grve lhlngs lo peop e,
take things from people, iight people and so on. The
vocabulary you musl use lo ach€ve lhese lhrngs ls
described n "THEVOCAB|LARY Nowever âllactions
take lime io do. Mostonly asecond or so, bulihings like
movemenl may take severa minutes i depending on lhe
dislance your characler is travelling and how lasl he s
going. When a lenglhy aclon sLrch as lhE occurs, lhe
ro ling digitclock goes inio lasl forward mode. Minutes
ro lby allhe speed thalseconds normally elapse. When
the actron s completed, gametime reverts 10 its norma
speed. li, du ng a long aclion, you change your mind
and decide to do somelhing else, then enler ng a new
commând wi abort the lirsl one. short actions cân not

lmmediately to the righl ol lhe clock are lwo bar
melers. The lop one represenls Redhawks current
slrcnglh Simply staying rn superhuman lorm lakes
energy, as do âll aclions perlorm€d in lhis iorm. ll
Redhawk s slrenglh lalis lo zero then he s lorced 10
relurn lo hs human lorm n lhe lorm ol Kevn,
Redhâwk s strenglh gradually ncreases untr il reaches
r.axmurn. During the garne, Bedhawk may have lolight
people ln combat, Red hawk's slrenglh s p tted agarnst
lhal ot h s opponenl. Therelore rl is not a good dea lo



p!nch a supervillâ n when Redhawk's strenglh s low
Kevin's strenglh is nol displayed, bu1 it Ls quile easy to
tesl his strenglh by playng lhe game.

Below lhe slrenglh meter lslhe popuiarnymeter. this
rndicates Redhâwk's cuffenl populârity wilh the media
and the town's lnhabitants ll can be rncreâsed by
arresting camrnals. ll Redhawk lels a criminalgel away
lhen his popularity \/viil decrease by an amounl which
depends on he importânce ol the criminal and lhe
crime. The mediâareâlwaysquicktopickupanyouence
commiied by Êedhawk and so any such aclion will
resull in redlced popularity. When popular. Redhawkisâ
superhero and when unpopular, he is â supervillain.
Obviously, some ol the people Redhawk come6 across
will be none loo helpiul il he is unpopular

When playing thegame,lee llle to experimenl. As is
describedin THEVOCABULARY,rlrspossrbletoslore
lhe slalus ollhe game instanlly. Then (things go wrong,
you can always recall your slored game rn an inslantând
fysomelhing else, even rl your characler dled! People
may nol alwâys respond lo somelhrng in exaclly lhe
same way and itollen pays lo lryagain. ll you gel stuck
on someth ng, leave rl lor a while and go and try
somelhing else, ( may help to solve yoLrr problem.
Above all, keep a close eye on lhe clock. ll yo! have
corîe âcross adventure games before, remember lhal
'Bedhawk is a game based around characters and nol
justobiecis. Somethrng slÉnge ishappenlngand il E up
to yori, Kevin and Redhawk to tind oul whatl

6. THE \,/OCABULABY

The lollowing seclionsshow mosl aspects ol Redhawk s
and Kevrn s vocabulary. ln moslcasesjusiexamples are
grven. bul one or lwo verbs hâve turlher explanation. Do
nol lake thrs as a complete vocabulary lisl as slrch a
delnition would be very large indeed.



6J SENTENCES

Commands are given as sentences in Énglish. For

PICK THE BOOK UP
There rs ollen more lhan one way ot grving the same
command For example, lhe iollowing lwo comrnânds
have lhe same ellect:

.PICK UP THE BOOK
GET THE BOOK
There is no reason why you have lo give your

commands one at â time. You can enler mulliple
commands rn a number of wals:

GETA BOOK AND THEN GIVE THE BOOK TO THE
LIBRARIAN
GETA BOOK, GIVETHE BOOKTO THE LIBRAR AN
GETA BOOK GIVÊTHE EOOKTO THE LIBFAB AN
GET A BOOK, GO SOUTH, GO INSIDE AND WAIT
As you cân see, senlences may be separated by

commas, tullstops, 'AND" or "ANDTHEN".ll is a matler
of laste which ones you use.

To reduce lhe amounl oi typing necessary, cenain
words are oplDnal. These are: "THE , "THEN , 'A and
''SOME . ln addilion t0lhis, itdoesnl malter howmany
spaces you leave belween words. one olher lealure
whrch saves tygng rs lhe use of abbrevialions lor
commonly used words ând phrases. These are
described in lhe lollowing seclions.

6.2 LOCATTONS At{D flOrEMEl{t

LOOK AROUNO / LOOK ABOUT / LOOK

LOOK AT THE LIARARY / LOOK AT LIBRARY

SEARCH PARK CAREFULLY / CAREFULLY
SEABCH THE PARK



GO <direction>
eg. GO NOBTH / GO N / N

GODOWN/GOD/D
ÊNTER / GO INSIDE / GO IN / IN

GO TO <somewhe@>
Eg, GO TO THE PARK / GO 1O PARK

GO TO CITY SÎATION

FLY <direction>
Like GO <dùeclion> bul lasler.

FLY 1O <somewhere>
Like GO TO <somewhere> bul fâster and with lhe
advanlage lhal you can lly lrom almostany location lo
any other location.

GET A TAXI TO <somewhere>
Eg. GET A TAXI TO THE LIERARY / GET A TAXITO

LIBRARY
You can get a taxi lrom almost anywhere lo
anywhere else.
Unlike FLY TO <somewhere> common sense
is applied.
consequenlly, lhe la! would slop oulside
the library in lhe example.
The laxr lare is live pounds.

GET a TRAIN TO <somewherc>
Like GET A TAXI TO <somewhere> bul cheaper

obviously, trains only go lrom slation to slation.
the trarn fare is one pound.



ô3 INTERACTING WITH CHARACTERS

lOÔK AT <sômeône>
Eg. LOOK AT THE LIBHARIAN / LOOK AT

LIBRAÊIAN

SEARCH <someone>
Do a body search

Eg. SAY "HELLO THERE" / SAY'HELLO THERÊ

SAY TO <someone> "<words>"
Eg, SAY TO THE LIBRARIAN "TELL MÊ ABOUT THE

MUSEUM'

SHOUT "<words>'
HIT <someone>

HIT <someone> WTH <somelhing>
eg. HtT L|BRAR|AN W1TH A BOOK

ARREST <someone>

6.{ HANDLIiIG OBJÊCÏS

INVENTORY / INVENT/ INV/ I

WEAR <something>
P|JT ON <sornelhing>

THROW <something> AT <someone>
THROW <somelhing> AT <somelhing>

Eg. THBOW CAMERA AT POLICEMAN
THROW BOOK AT CAI\,{ERA

GET <somelhing> FROM <someone>
GET <somelhing> OFF <someone>
TAKE <somelhing> FROM <someone>



TAKE <somelhing> OFF <someone>
Eg. GET A CAMEBA FROM LIBBARIAN

READ <somelhing>

EXAMINE <somethiôg> / EXAM <somelhing>

6.5 WAmNG

WAIT UNT L <time>
eg. WAIT UNTIL 12:15 / WAIT UNTIL 16:42

6.6 SPECIAL GAME COIIIIANDS

These cornmands do nol tel Redhawk or Kev n to do
anylhing. lnslead, they have â speciâl etlecl on lhe game
itself.

STORE

Storeslhe game slatus rn lhe compuler s memory. Aller
lyping slore, a message "pops up al lhe top ol the
screen. Press <SPACÊ> lo conlinue play. lf you iype
STORE again, the new game slatus will replace lhe
previously slored one, which rs destroyed. STORE
works inslanlly but the slored game s losl when you lum
the compuer ofl. To overcome this, use the SAVE ând
LOAD commands described below

BECALL

Recalls the STORED gam€ irom the computer's
rnemory. You can recallaSTORED game as ollen as yo!
ke. The game stalus is recalled nstantly but ii you

LOAD or SAVE a game status lrom or to lape, any
previously STORED games wil be lost. nstead, lhe
LOADe.t slâlLs will be recâlled



RÊSTART

Slerls the game agâin irom the b€ginning. This
command does not destrcy yourstored game and ii you
wish, you cân slill recallthat game.

SAVE

Saves the gâme status out to cassette. A message
"pops up" and lhe game pâuses whrleyou prepareyour
cassetle. when you are ready, press <sPAcE> to
save- This method ot preserving the gâme stâlus need
only be used whenyou wanlloswlch otlvou'comoulet
Olherw,se,l's lar qurckerlo useSTOBLand RECALL ll
is imporlanlto rememberlhal when you SAVEagame,
any previously STORED game stâlus will be lost.

LJOAD

Loads lhe game statusirom câssette, A message "pops
up" and the game pâuses while you posilion the
cassetle. Press <SPACE> when 

'ou 
are reâdy to load.

OUIT GA E

This must b€ lyped inlulland used only when you have
finished playing'Redhawk lor the time being. ll leaves
the game enlirely and resets lhe computer.
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