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IN GENERAL 
If your character is standing beside a tree when you save a game, title your saved 
game "BESIDE.TREE" or whatever has meaning to you. 


Saved game titles will be listed in the dialog box in alphabetical order. If you wish to 
store your games chronologically name them "A. NAME, AA.NAME, B.NAME, 
BB.NAME," etc. to "Z.NAME, ZZ.NAME." After saving 48 games start a new 
directory and begin again. 


You may continue to save games until you are prompted that the disk or directory is 
full. Each directory will store up to 51 games. 


To create a new directory (folder) access the disk you are using to save games. Type 
in the name of your new directory but do not press RETURN. Click the mouse on 
"New Folder." To open this new directory click the mouse on "Open." 


RESTORING A GAME 
Select Restore Game from the file menu, type "restore game" and press RETURN 
or pres~ (shift) 7 to restore a previously saved game. When the dialog box appears, 
all the titles of games you have saved on the disk will be shown. If you have one drive 
and are using a "saved game" disk, click the DISK button. If you have two drives 
and are using a "saved game" disk, insert it into your other drive and click the DISK 
button on the dialog box until the desired disk is shown. To select the game you wish 
to restore, scroll through the list of saved game titles and double click the mouse 
button on the game you wish to restore. 


Games are stored alphabetically. Pressing the first letter of a saved game title will 
highlight the first game beginning with that letter. 


WHEN YOU ARE DONE 
When you want to quit playing the game select quit from the pull-down menu, press 
Al T-Z or type "quit" and press RETURN. 
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3-D ANIMATED ADVENTURE GAME 


REFERENCE CARD FOR APPLE IIGS 


Sierra's 3-D Animated Adventure Games represent a totally new approach to 
computer gaming -- a third generation in computer adventure. They feature colorful 
hi-res graphics, with animated characters moving through three-dimensional 
background screens. The improved parser lets you talk to the computer in whole 
sentences, and the mouse or an optional joystick can be used to help control your 
on-screen character. 


Sierra's new series of adventure games are interactive, changing as you explore and 
solve the puzzles. New facets are revealed as you delve into the game, and the 
experience is both intriguing and enjoyable. It's the most fun you can have playing 
an adventure game! 


GETTING STARTED: FLOPPY DRIVE(S) 
If .you will be playing from floppy disks (not hard disk), before starting to play you may 
wish to format a "saved game" disk. If you use this disk, you will not have to write 
saved game information to your original program disk and will be able to write
protect your original program disks. 
To format a blank disk, see the instruction manual that came with your Apple IIGS 
computer. 


LOADING INSTRUCTIONS (from floppy disk) 
1. With the computer off, insert program disk 1 (label side up) into the disk drive. 
2. Turn on the computer. The program will boot automatically. 


GETTING STARTED: HARD DISK 


INSTALLATION 
1. Turn on your computer and allow ProDOS to load. 
2. Insert program disk 1 into the disk drive and close the door. 
3. Use the desktop or utilities to copy the files on the disk to the hard disk. Repeat 


for each program disk. 


LOADING 
1. Turn on your computer and allow ProDOS to load. 
2. Boot your adventure game from the desktop. 
3. Before play can begin, you will be prompted to insert your program disk 1 into 


the drive to verify you are an authorized user. All other information from the 
game will be loaded off of your hard disk. 







COMMANDS FOR YOUR HERO 
There are several ways to move your character around the screen. Using the mouse, 
start movement by clicking the mouse button. The character will move to the point 
where the mouse cursor was when you clicked and stop there (unless there is an 
obstruction in its path). 
You may also manipulate your character with the joystick. If you have not used the 
joystick in the game, press CTRL-J to activate it. You may also use the number pad 
and direction keys (see the diagrams below). 


N NE 
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~~@~ 
W E LEFT UP RIGHT DOWN 


Stop 


Isw S SE' 


Talk to your computer in commands of one or two words, or even simple sentences. 
Unless otherwise instructed, follow all commands with the RETURN key. 
You may meet others who have 
messages for you. Command them 
to speak. Type: TALK TO THE GNOME (RET) 
You may need objects you see 
along the way. Type: GET THE KEY (RET) 
Pay attention to details. To see an 
object closely, type: LOOK AT THE KEY (RET) 
Use objects along the way. Type: INSERT THE KEY IN THE LOCK 


GAME CONTROLS AND OPTIONS 
You may exercise various options by using the pull-down menus either with the 
mouse or function keys. Use the mouse to access the pull-down menus by moving 
the cursor to the top of the screen and pressing the mouse button. 


Options on the menus can .also be ac.cessed t~rough. these function keys: 
(Shift) 1 Help: Shows list of function keys (including some that may be specific 


(Shift) 2 
(Shift) 3 
(Shift) 5 
(Shift) 7 
(Shift) 9 
CTRL-C 
CTRL-J 
ALT-Z 
TAB 


to your game and not mentioned here) 
Toggle sound on/off (access the IIGS control panel to adjust volume). 
Echo (repeat) previous command 
Save game 
Restore game 
Restart game 
Cancel typed input 
Activate joystick 
Quit game 
List inventory (what your character is holding) 


SAVING AND RESTORING THE GAME 
To allow for errors in judgment, and also for some creative exploration, we make it 
possible for you to save and restore your game at almost any point. Before you try 
something that looks dangerous, or just because you have been playing awhile and 
you don't want to risk losing the progress you've made, SAVE YOUR GAME! 
You should save your game on a formatted save game disk, not on your program 
disk. 
At almost anytime during a game you may select Save Game from the pull-down 
menu, type "save game" and RETURN or press (shift) 5 to save your game. At the 
dialog box, follow the directions below to save your game. 


SINGLE DISK DRIVE USERS 
If you are saving your game to the game disk, type the name you wish to title your 
saved game and press RETURN. If you are using a "saved game" disk, eject the 
program disk by pushing the eject button on the disk drive and insert your "saved 
game" disk into the drive. Click the DISK button on the dialog box. Type the name 
you wish to title your saved game and click the SAVE button on the dialog box. You 
will be prompted to return your original program disk when the save is complete. 


TWO DISK DRIVE USERS 
If you are saving your game to the game disk, type the name you wish to title your 
saved game and press RETURN. If you are using a "saved game" disk, place it in 
the other drive and click the DISK button on the dialog box until the desired disk 
name is shown. Type the name you wish to title your saved game and click the SAVE 
button on the dialog box. 







ManhunterNewYork-QuickReferenceCard.pdf


BUICK REFERENCE CARD 


MANHUNTER 


Manhunter is somewhat different from other 3-D Animated Adventure Games. Most 
of the game is presented in a first person perspective. This allows you to view your 
surroundings onscreen as if you are actually there. The perspective changes to third 
person several times during the game. When you are in third person perspective , you 
will see your character on the screen. 


A marker on the screen is used to move through the game and to manipulate various 
objects. The marker will change shape when it is positioned over something that is 
important to the game. You can search a room by simply placing the marker over the 
various objects in the room. Watch the bottom of the screen for descriptions of what 
you can do. Press ENTER or the SPACEBAR to perform the actions described at the 
bottom of the screen. The various marker shapes are as follows: 


TRAVEL: 


Blue ball with red center - You cannot perform any special 
activities at this location on the screen. 


Arrow - You can move in the direction that the arrow is pointing. 


Magnifying glass - You can take a close-up look at the object. 


Open hand - You can take or manipulate the object displayed . 


Pointing hand - You can press (push) the object displayed . 


You will be doing much traveling around New York City. As a Manhunter, you have 
less travel restrictions than other humans, but you are restricted to locations pertinent 
to the course of your duties . You can usually travel from one location to any other 
authorized location at any time. Press F3 to travel. You will then be shown a map of 
the city. All of the authorized locations you can visit will flash on the map. The number 
of locations you can visit will increase as the game progresses. Only a section of the 
full map is shown on the screen at any given time. To move to another section of the 
map, move the marker off the edge of the screen in the direction you desire to travel. 
You cannot travel if you are in a situation that would not normally permit you to do so. 


SKIP: The "Skip" command will occasionally appear at the bottom of the screen 
during the tracking sequences and at a few other spots in the game . You might want to 
use the skip function if you have already seen this part of the game and desire to speed 
things up. 


The menu bar cannot be used at several locations during the game. If you are at one of 
these locations and want to use the menu bar, move to the next location. 


On the flip side of this card are the function and control keys which can be used 
throughout the game. 
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COMMAND AND CONTROL KEYS 


MS-DOS Amiga Atari ST Macintosh Apple lle/IIe Apple llGS 


HELP FI FI FI (Shift) 1 


TOGGLE SOUND F2 F2 F2 2 2 (Shift) 2 


TRAVEL F3 F3 F3 3 3 (Shift) 3 


SAVE GAME F5 F5 F5 5 5 (Shift) 5 


RESTORE GAME F7 F7 F7 7 7 (Shift) 7 


RESTART GAME F9 F9 F9 9 9 (Shift) 9 


MENU ESC Mouse Mouse Mouse Mouse 


INVENTORY TAB TAB TAB TAB 4 TAB 


QUIT GAME Alt-Z Alt-Z Alt-Z Opt-Z 


JOYSTICK Ctrl-J Ctrl-J Ctrl-J Ctrl-J 


MHO· IOI 
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MANHUNTER ASSIGNMENT DEVICE [MAD]
MAD is a small, portable apparatus linked by radio transmission
to the Alliance computer. MAD has two functions:


Info and Tracker


INFO: This function provides access to limited information on
all humans currently residing in the Planet Earth city of New
York. After pressing the INFO button, type in the full name of
the human. The Human Database Service will then provide your
MAD with information (Address, 10 numbers, etc.) of the
selected human. After receiving information, you may select
REPEAT to try another name or select EXIT to leave the program.
If you accidentally type in the wrong name, you can try again or
type BYE to leave the program.


on being selected for the esteemed position of Manhunter. This
guide will introduce you to all of the information you will find
necessary to become an effective, loyal follower of the Orb
Alliance. Manhunter is the highest position a human can hold
under the Alliance, so be grateful.


/
•


CONGRATULATIONS


Each day, you will be given an assignment by your sector's
supervising Orb. The assignments will involve tracking down
humans who, in some way, have wronged the Alliance. You will
be given a 24 hour period to discover and report the human's
identity so that he can be corrected.


You have been issued one Manhunter Assignment Device
(MAD). MAD is your link to the Alliance computer. With MAD,
you can access the tracking records associated with your current
assignment as well as the Human Database Service. As
Manhunter, you are allowed to travel to locations pertinent to
your current assignment. DO NOT STRAY OR LOITER. Always
conduct yourself in a manner suitable to your position. Treat
your fellow earthlings with the indifference they deserve.


MAD INFO


by
The Order of the
ORB ALLIANCE


NOTE: The Orb Alliance has authorized Manhunters to visit
any address furnished by the Info system.







NOTE: Experienced Manhunters have found that the most
efficient way to use the tracker is to watch it until it terminates
transmission. Proceed to replay the transmission, closing MAD
after the target leaves each location. Travel to the location
shown and investigate.


tag any of these human subjects that you feel may be beneficial
to your investigation. To tag a new target, simply place your
marker over the desired subject and press Enter. The yellow
rotating target should change to the subject you have chosen.
You may replay tracking records as often as you find necessary.
Manhunters are authorized by the Orb Alliance to visit any
location that a tagged target visits.


GUARD ROBOT - These servants
of the Alliance are found protectIng
t8StnCted zones. ANemprs to vlO/ate
these protected areas wilf result In


8xecUtKXJ.


MAINTENANCE ROBOT· These
servants of the Alliance maintain
and repaIr A/liance-conrrolled
lac,l,tI8s. They are equipped WIth an
Internal explosIve devIce to deter
from vandalism Of theft.


As a Manhunter, you are required to record all pertinent data
that you discover during your investigations. Luckily, Info
provides a means to enter this data through its Autoscan
feature. Whenever important information is picked up by a
Manhunter (important documents, notes, etc.), Autoscan
examines the data and stores important information into
memory for future access. To observe this data, select INFO
from your MAD and type NOTES in place of name.


TRACKER
All human mov.ement is recorded in the Human Tracking
Records database of the Alliance computer. Due to the low
priority placed on these records, tracking information on each
human is only available from shortly before the time of the
alleged criminal activity to a time period not extending beyond
the end of that day. Due to unforeseen difficulties with human
tracking disks, the targeted human's identity is not recorded.
Also, tracking of a target is cut off if the human should venture
under earth soil. However, this practice is strictly forbidden and
should not hamper your investigations.


One function of MAD is to tap into the appropriate human
tracking records for your current assignment. When MAD first
accesses tracking records, it will determine and then "tag" the
most appropriate human target signal. A playback will then
begin of that target's movements throughout the city. During
playback, MAD will also display any other human targets that
come in close contact with the tagged human target. You may







SIGNAL TRACKER
This is a recently installed feature that allows the recording of
various signals entering and leaving the Alliance central
computer.


Input Port Slgntls


ANAl.YZER


The Alliance central computer contains a Signal Analyzer which
resides in its I/O buffer. Once playback begins, the Analyzer
determines if a tagged signal contains restricted information.
ANY TAGGED SIGNAL CONTAINING RESTRICTED MATERIAL
MUST BE INVESTIGATED. However, since the analyzer is in an
experimental stage, a certain amount of manual control is
necessary. A signal must first be tagged by the Manhunter
before it can be analyzed. To tag a signal, place the marker over
the signal you wish to be tagged and press Enter. The signal will
change color when it has been tagged. After a signal has been
tagged, it is automatically fed into the Analyzer. If the analyzed
signal contains restricted information, the signal can then be
traced back to its source by your MAD tracking device. After the
traced signal leads you to a suspect, you will follow normal
Manhunter procedure to complete your investigation.


MANHUNTER OVERVIEW
A Sierra 3-D Animated Adventure Game, simply stated, is an
interactive movie where you become the main character. In this game,
the main character is a Manhunter, an agent of the future who spies on
fellow humans for an alien empire.


Each 3-D Animated Adventure Game has a main goal, and yours in
Manhunter is to track down humans for the Orb Alliance, learn the
whereabouts of the human underground, and ultimately discover the
true purpose behind the alien invasion. You will need to move
stealthfully and wisely, as time is quickly vanishing for America and its
citizens.


TIPS ON PLAYING MANHUNTER


1. HOW TO MOVE AROUND
Basic instructions on how to interact with this game are included in
this manual and the reference cards enclosed. For those who are
not sure of what to do, there is a WALK THRU included at the end
of this manual.


2. KEEP YOUR FACE COVERED AND YOUR LIPS TIGHT
Due to the dangerous nature of this adventure game, you will want
to save your game often. Follow the instructions on your
Manhunter Quick Reference Card to SAVE GAME after you have
made important progress in the game. SAVE GAME whenever
you encounter a potentially dangerous situation.


If you do encounter danger, or fail to complete all the required
tasks to get past a given obstacle, you can follow the instructions
on your reference card to RESTORE GAME to the place you were
at when you last saved your game. Intelligent use of this function
has spared many a Manhunter from having his position terminated
permanently.
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Note: Manhunter: New York employs a convenient feature that
automatically gives you a second chance after you have
encountered the most grisly of situations (namely, a gruesome
death!). This feature allows you to face the most unexpected of
conclusions without requiring you to replay the entire game.


3. KEEP YOUR EYES OPEN
Look at and examine everything you can. Watch closely those
around you. Pay close attention to detail. There are many clues,
both visual and symbolic, which will help you succeed in your
quest.


4. TEAM UP AGAINST THE ENEMY
This orb-infested metropolis can be one mean place for a
Manhunter to live. You may find it helpful to play Manhunter with
a friend. Different humans come up with different ways to
interpret clues, and besides, it makes life a lot more fun.


5. GOT YOUR BACK AGAINST THE WALL?
If you've tried every trick of the trade and still can't get anywhere,
don't panic. Even expert Manhunters have been known to get
blown to shreds. It's just part of the job.


For this reason, hint books are available for all of Sierra's 3-D
Animated Adventure Games. You can order the hint book for this
game by using the order form in the package. Hints can also be
obtained by calling the Sierra Support Line at (209) 683-6858
(8 a.m. - 5 p.m. PST) or by having your computer call the Sierra
Bulletin Board Service at (209) 683-4463.
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MANHUNTER WALK-THRU


MANHUNTER IS A UNIQUE SIERRA 3-D ANIMATED
ADVENTURE, USING AN OBJECT ORIENTED INTERFACE.
THE FOLLOWING WALK-THRU IS PROVIDED TO
FACILITATE YOUR UNDERSTANDING AND ENJOYMENT
OF THIS NEW INTERFACE. THE CONTENTS OF THE
WALK-THRU INCLUDES HELPFUL SUGGESTIONS THAT
EXPERIENCED ADVENTURERS MAY NOT WISH TO SEE.
CONTINUE READING ONLY IF YOU ARE HAVING
DIFFICULTY PLAYING MANHUNTER.


--------------------9







MANHUNTER
The title screen opens by showing the invasion of New York City.
Press ENTER or the SPACEBAR to bypass the title screen.


Your adventure begins two years after the alien invasion. It is your
first day on the job. You are rudely awakened by the sector's
supervising orb, who gives instructions for your first day's
assignment.


"Attention Manhunter! There was an explosion a1 Bellevue Hospital!
Investigate. "
Press ENTER when you are ready to proceed. (Note: In most
situations, the SPACEBAR will perform the same functions as
ENTER.) Your character gets out of bed and turns on the lights. He
takes his Manhunter Assignment Device (MAD) and turns it on. The
computer reads "ALERT". Press ENTER. The computer responds,
"Tracker has locked on Target. Location: Bellevue Hospital. "
Press ENTER.


The yellow target is the person you are currently tracking. Remember
to always watch where the targets go and what they do. When the
computer is finished tracking, you will receive a message. The
computer reads, "Target signal lost. Tracking terminated. "
Press ENTER.


Select TRACKER again. After the target leaves the hospital, you will
zoom out to see the target as it travels on the city map. Press C to close
the computer.


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.


Trace the path of your target to investigate the locations he has visited.
To go to Bellevue Hospital, move the marker down until it hits the
bottom of the screen. The screen will flip to reveal the next portion of
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MANHUNTER
the map. You will see Bellevue Hospital blinking. Position the marker
over the hospital blinker. Press ENTER to travel there.


Now you are standing in front of Bellevue Hospital. Move your
marker around the screen to reveal various messages. Position the
marker near the bottom of the right wall and it will change into an
arrow. Press ENTER.


You are now standing where the target bombed the wall of the hospital.
Press ENTER to go inside.


Position the marker over the toe of the corpse and press ENTER. Take
note of the victim's name (Reno Davis). You may press ENTER to
back out of this view.


Next, position the marker over the corpse's face and press ENTER.
Watch this scene until the baby orbs attack your face.


Note: You can avoid death by pressing ENTER to back out of this view
just before the orbs eat your face.


After you die a message will be displayed. Press ENTER to return to
the game. You are now outside the hospital again. Press the TAB key
to display your inventory. Select MAD. Select INFO. Type: Reno
Davis. Press ENTER. Select EXIT.


Select TRACKER. You may watch the target at the hospital again or
press S to skip ahead to watch your target's movements after departing
the hospital.


Watch the target travel through the city. The Tracker will zoom in to
Trinity Church. After the target leaves the church, press C to close the
computer.


Press F3 to travel.


-----------------------11







Position the marker over the front door of the church. Press ENTER.


TERMAN


Throw a knife outside of the hand area. You will be thrown outside.
Go back inside and position the marker over the knife table. Press
ENTER. This time, throw a knife and hit a finger.


Position the marker over the video game at the left side of the room and
press ENTER to play the game . You will be interrupted by an
unfriendly group of bar patrons. Watch the scene until it is your turn to
throw the knives at the bartender. The object is to land a knife between
each of his fingers (four total) without missing. Press ENTER to throw
a knife.


TER


Position the marker over the matches and the marker changes into a
hand. Press ENTER to take a match.


Move the marker down to the location of Trinity Church. Press
ENTER to travel to the church.


Position the marker over the area where the target went (the candles on
the left side of the room). The marker will change to the magnifying
glass. Press ENTER.


MAN


The marker changes into a match. Position the marker over a candle
wick. Press ENTER to light the candle.


After you die, press ENTER to try again. Aim carefully, and you will
soon be successful.


Note: Later in the game you will receive a clue on what you should do
at this location.


After winning the contest, watch carefully the signal that the bartender
gives you. This will prove useful later.


Select MAD from your inventory. You will receive a message that the
signal is too weak. Maybe you should go outside to use it. Press
ENTER to continue. Press ENTER to back out of this scene. Press
ENTER again to leave the church.


Now that you have proved your skills to the thugs, you will be able to
play the video game undisturbed.


Press ENTER to play the video game. Read the instructions.


Select MAD from inventory. Select TRACKER.
To move your character through the video game, use the arrow keys
(left, right, up and down).


Watch the church scene again or press S to skip. Now you are on your own! Good luck on your adventure!


The tracker proceeds to a bar in North Brooklyn. Watch where the
target goes once he has entered the bar. When the target leaves, press
C to close the computer. Press F3 to travel.


Find North Brooklyn and travel to the bar.


P. S. Be sure to watch for clues as you play Manhunter. Many objects in
the game have symbolic significance, and may be useful for more than
one purpose. Keep an eye out for strange or unusual things that may
occur in the game.


Position the marker over the door and press ENTER.
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Any questions, comments or suggestions on Manhunter: New York
can be sent to EVRYWARE c/o:


Sierra On-Line, Inc.
P.O. Box 485


Coarsegold, CA 93614


LIMITED WARRANTY NOTICE
Sierra On-Line, Inc. wants your continued business. If you fill out the enclosed
product registration card and return it to us, you are covered by our warranty.
If your software should fail within 90 days of purchase, return it to your dealer
or directly to us, and we will replace it free. After 90 days, enclose $5 and
return the software directly to us. Sorry, without the registration card you are
not covered by the warranty. This warranty gives you specific legal rights, and
you may also have other rights which vary from state to state.


SIERRA ON-LINE, INC.• COARSEGOLD, CA 93614· (209) 683-6858


Manhunter: New York is a trademark of Sierra On-Line, Inc.
Sierra is a registered trademark of Sierra On-Line, Inc. © 1988 Sierra On-Line, Inc.


Printed in the U.SA
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NEW YORK 
CITY 


MA.JOR POINTS OF 
INTEREST IN MANHATTAN 


Americen Mueeum of Neturel History 
(All significant artifacts from this site were transferred to 
Mother Planet - March 2003) 


Bettered Perk (site of Battery Park before the 
arrival of the Alliance - August 2002) 


Broedwey 


Brooklyn Bridge 


Centrel Perk (site of 1 st Annual Human Survival 
Games) 


Chinetown 


Ellie lelend (Established as a Resort Area for the 
Alliance - July 2003) 


Empire Stete Building 


Governor's lelend (Maximum Security Prison for 
Human Violators) 


Lincoln Center (former site of primitive ritual 
activities) 
Menhetten Bridge 
Metropoliten Mueeum of Art 
Museum of Modern Art (site of the Cultural 
Cleansing - December 2002) 
Orb Monument dedicated to the conquest of New 
York City - November 25, 2002) 


Ststue of Liberty 
Times Squere (site of the New Year 's celebration) 


United Netions Hesdquerters (destroyed in 
the Great Fire--Orb Invasion - August 2002) 
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By permission of the Orb Alliance 


"Humans must remain 
inside the boundaries 
outlined by the purple field." 


© 1988 Sierra On-Line. Inc. 


CENTRAL PARK 


CONEY ISLAND 


THE 
LAST STAND 


OF THE 
HUMAN 


RESISTANCE 
MOVEMENT 


'Human Massacre) 
Octobe r 31 , 2002 


J . 
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THE COUNTRY'S ONLY REMAINING 
COMPUTER GAME COMPANY 


SIERRA ON-LINE 
PRESENTS ITS LATEST AND 
GREATEST ARCADE GAME! 


HALLS, WALLS, BALLS, DOLLS!! 


Lifelike animation and sound! Travel through a scary 
simulation of a journey into a living maze! 


<0 
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Find the path to the end of the many halls. 


The correct path leads you to the kewpie dolls. 
If you don't want to die don't touch the walls. 


Step on magic squares to throw the balls. 


Keep an eye out for this electrifying challenge 
... coming soon to a bar near you!! 
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PROSPECT PARK 
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GREENWOOD CEMETERY 
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THIRD FLOOR 
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SECOND FLOOR 
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FIRST FLOOR 


~ 


I I 


Lobby 
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Paul S Sachs 
Galleries 


Museum 
Store 


Museum of 
Modern Art 
('MOMA') 


SIXTH FLOOR 
(not shown) 
Penthouse Restaurant 
(open noon-3 p.m.) 


THIRD FLOOR 
1. Picasso after 1930 
2. Dadaism 
3. Surrealism 
4. Surrealism and related schools 
5. Post-war European art 
6. Abstract Expressionism 
7. Abstract Expressionism 
8. American and European art of the 


1950s 
9. American art of the 1950s 


Paul S. Sachs Galleries (drawings and 
prints) 
Edward Steichen Galleries (photography) 


SECOND FLOOR 
1. Post-Impressionism 
2. Fantastic art of the end of the 19th: 


early Expressionism 
3. Analytic Cubism 
4. Synthetic Cubism 
5. Cubism, Fantastic Cubism 
7. The Fauves, Expressionism 


10. Futurism 
11. Matisse 
12. De Stijl, Constructivism , Suprematis 
13. " Blauer Reiter. " Orphism 
14. Ecole de Paris 
G Philip L. Goodwin Gallery (architect 
and design) 


AUDITORIUM LEVEL 
(not shown) 
Film and video shows 
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FIRST FLOOR SECONO FLOOR 


American Museum of Natural History 
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