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THE GAME MENUS

MAIN MENU

When playing for the first time, the game will offer to create a player profile. Enter your name
and select a difficulty level. Confirm with the blue 'tick’ button.

If not playing for the first time, you will be brought straight to the Main Menu when you launch
the game.

The following information appears on the left-hand side of the screen:
Player name
Level of difficulty
Money collected
Score
Number of lives saved
Progress %
Game time

If playing for the first time, all the above will be set at zero.
Play!
If you only created one player profile, you can launch the game instantly with ‘Play!’.

If several player profiles have been created, you will first have to ‘select player’. If you don’t select
a profile, the last one saved will be loaded by default.

The mission in progress at the last save will then be loaded.

Load
Once you have played and saved the game at least once, this menu will allow you to load a

named save or a ‘quicksave’.

Select Player
Select the player profile you want from the list.
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Show Movies ;
View the game’s movie scenes.

LOAD MENU

This menu can be accessed from either the MAIN menu or the ESCAPE menu.

To load a saved game, select the one you want from the list of saved games corresponding
to your player profile.
Click on the one you want and confirm by clicking on LOAD.

PLAYER MENU

Select
Select the player profile you want from the list. Confirm by clicking on SELECT.

New
Select this option if you want to create a new player profile. Enter a name and the new profile

will be added to the list.
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ESCAPE MENU

You can pause the game and access this menu by hitting ESC.

b st gut inks ha castle to find Cadwin.

This menu also serves to remind you of the primary and secondary objectives of the mission
in progress.

SAVE MENU

Cancel |
JESscnc ]

Enter the name you want to give the saved game and click on SAVE to confirm.
You can also use shortcut keys to perform quicksaves and quickloads.

F1 is the default key for quicksave and F5 the default key for quickload. You can change these
settings in the SHORTCUTS section of the OPTIONS menu.

Using these shortcuts, you can bypass the Save and Load menus. Quicksave creates a file

called simply ‘QuickSave’. A subsequent quicksave will not erase the first one, but will cause it
to be renamed ‘ExQuickSave’.
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OPTIONS MENU

The SHORTCUTS option lists all the shortcuts available when playing Robin Hood..

You can also customise the shortcuts used. To do this, select the User Defined option. Click on
the control you want to customise and type in your new shortcut.

If you make a mistake, press CTRL-Button and click with your mouse to cancel it.

Your changes will be saved once you hit OK to quit the menu.

THE GAME

The different mission types
What you need to know before playing a mission

PLANNING A CAMPAIGN

Select ‘PLAY! from the MAIN menu. The first mission is played with Robin Hood on his own.
Once it's completed, the second mission will launch automatically.

When the second mission is completed, you will be able to enter Sherwood Forest. This
becomes Robin’s headquarters and
from now on all missions will be
launched from here.

When you're in Sherwood, a ‘MAP’ (in
the top right of the screen) lets you
select your next mission. You will often
be able to choose between several
different missions.

Once you have selected the mission to
play, you have to choose your team.
Then simply bring them to the top-right
of the forest and the mission will start.




Once the mission has been successfully completed, yout team will return to Sherwood where
you can start preparing for the next mission.

THE MISSIONS

A mission is a game phase in which a group of Merry Men (up to 5 characters, sometimes less
for certain missions) must reach a given location in order to accomplish certain objectives.

At the start of each mission, a message will appear on-screen describing its objective.

Stay alert, as these objectives may be modified or new objectives may appear in the course
of a mission! These changes will be displayed on the screen, so make sure you read all the
messages that appear.

If you can’t remember the mission’s objectives, simply use the ESC menu to pause the game
and review the objectives.

Once you have accomplished the mission’s objectives, a message will let you know that you've won.
You can then either quit the mission or remain where you are in order to accomplish some secondary
objectives (find money, interrogate characters, etc.).

If you choose to continue, a Seal will appear on the top right of the screen. Simply click on it
to quit the mission at any time.

A mission will be considered lost if one of your team’s main characters is killed by the enemy...
So make sure you don'’t take any unnecessary risks!

In some missions, especially those in which Robin is setting an ambush for the Sheriff's men, the
Seal will be displayed on the top right from the very start. This means that if the ambush backfires
on Robin and his men, you can click on the Seal if you want to retreat! The mission will be lost, but
at least your men will still be alive...

THE INTERFACE
Game zone

The place where our Heroes must carry out their mission. This is where they must find their enemies, move
about, fight, collect gold, etc.

1. Game information
Money: sum of money earned by Robin and his men.
Clover: number of Clovers gathered by the team.










Experience

The Merry Men have varying degrees of ability at archery and combat. To find out a character’s
abilities in these two fields, place the cursor over him when you're in Sherwood. A small
parchment will appear showing one or more sword icons and one or more bow icons (if the
character can use a bow and arrows). The greater the number of swords and bows, the
greater the character’s abilities.

Characters gain experience (and so increase their number of swords and bows) by fighting or
firing at an enemy. They can also gain experience by training in the workshops of Sherwood
Forest.

Selecting a mission

To select a new mission, you must click on the ‘MAP’ icon (on the top right of the screen) while
in Sherwood Forest.

A map showing Sherwood Forest and the surrounding area will then appear. Highlighted
arrows and castles indicate locations where you can send your men on missions.

Place the mouse pointer over these locations to view a brief mission description.
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Click on the location to receive a more detailed mission description. You can either accept the
mission or close the parchment in order to study the description of a different mission.

Once you have selected a mission, you will return to Sherwood. A red seal will appear (on the
top right of the screen) as well as a series of boxes representing character portraits or action
icons.

You now have to select a team to send on your chosen mission.

The icons at the top of the screen indicate the maximum number of characters you can send
on the mission as well as the abilities which at least one member of your team must possess.
If a portrait appears at the top of the screen, this means that that character must be included
in your team.

Give the characters you want to send on the mission the order to gather on the path leading
out of Sherwood Forest (on the top right of the screen).

As the characters take their positions, the boxes will fill with their portraits. If the characters
have the required abilities, then the boxes will be coloured green.

You can send your team on its way more quickly by clicking the ‘SEND’ icon (on the top right
of the screen).

Once you have gathered a team with all the required abilities, you can click on the blue seal
which will appear: your mission is now under way...

SELECTING AND MOVING AN ACTIVE CHARACTER

Selecting an active character

The name and face of each team member taking part in the mission will be displayed on
the bottom of the screen, as a PORTRAIT. In order to select a character to give him
orders, simply click on his portrait, or on the character himself (only a selected character
can receive orders).

If you double-click on a PORTRAIT, then the view of the game area will centre on that character.
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You can select several characters at a time. There are two means of doing this:
* Hold down the LEFT SHIFT KEY (default setting) while you click on the portraits
of the characters you want to select,
« Click on the map and hold down the mouse button. Now all you have to do
is draw a ‘box’ on the screen with the mouse: when you release the button, all the
characters inside the box will be selected.

Once a character is selected, a green circle appears around his feet and his PORTRAIT
scrolls to show the actions he is capable of.

Once a character receives an order, he will try to carry it out, even if he is no longer selected.
You can therefore give a first character an order and then select a second character to give
him an order.

Be careful, though: if you give a selected character a new order before he has completed the
first one, he will try to carry out the new order and forget about the first one. However, you can
use the ‘Quick Actions’ to give a character an order that he won't carry out straight away.

Moving

Once a character is selected, you can order him to walk by clicking on his destination. Double-
click on his destination to make him run there (watch out though, running makes a lot of noise).

Certain locations are inaccessible to given characters. If the cursor changes to a cross when
placed over a section of the game zone, then the selected character can'’t go there!

Crouching:
Characters are less visible when crouching, but they move more slowly. To make a character
get up, click on the ‘Stand up’ icon.

Climbing:

Some characters are capable of climbing ivy-covered walls. If the selected character can do
so, the cursor will change to a double vertical arrow when placed over such a wall. Simply click
on the wall and the character will go over to it and start climbing. You can also click directly on
a building’s roof: if there is a way up, and if the character can climb, then he’ll find the way
himself!

Jumping:

Some characters are capable of jumping, but only in certain locations. If placed over such a
location, the cursor will change to a curved arrow and a blue line indicating the jump’s
trajectory will appear! Simply click on the jump’s destination and the character will hop over by
himself!

Doors and Buildings:

The cursor will change to a ‘DOOR’ when placed over doors. Click on the door and the
selected character(s) will enter the building. Be careful though: it may be full of enemies!
NB:

To cancel an order, either movement or action, click with pressed CTRL-Button the selected
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The instructions for defensive missions will include three empty Coat of Arms which must be
filled by Shields.

The three buttons beneath the window read ‘BUY A SHIELD’, ‘SEND MERRY MEN’ and
‘ATTACK AN ENEMY CONVOY'. These are three ways of earning a SHIELD.

« Attacking Missions
These missions consist of helping Robin’s allies lay siege to an enemy castle.

In these missions, it isn’t enough to intercept a few convoys or send a few men out foraging.
Instead, you have to infiltrate the enemy castle in order to prepare the way for the siege!

While preparing for his mission, Robin can get up to 6 Shields (of the 12 needed) by:

« Giving money to his allies so they can better defend themselves
(‘BUY A COAT OF ARMS),

« Sending his men out spying (‘SEND MERRY MEN’). You must select a group
of men in Sherwood and set them on the path out of the forest. Eacl
group of five men will earn you a Shield. However, you can't send any main
characters out on spying missions,

« Playing an ambush mission (‘(ATTACK AN ENEMY CONVOY’).
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Your team will still need to earn 6 Shields ‘on the field of battle’ (the ‘INFILTRATE THE CASTLE’
button).

When you infiltrate the castle, you'll find your enemies on the verge of attacking — it's all or
nothing now!

Inside the castle, you'll be able to earn Shields by, for example, opening a drawbridge or
capturing the enemy’s general, etc.

Objectives which will earn you Shields, will have a spinning Shield icon beside them.

WHAT YOU NEED TO KNOW TO PLAY A MISSION
Silhouettes

At the start of a mission, Robin and his men know nothing about their enemies’ defences... That is why
the characters visible in the game zone appear as identical black silhouettes.

In order to find out whether a silhouette is hiding a friend, enemy soldier or a civilian, one of
your men will have to get close to it, or find out in a different manner (from a beggar, for
example), or use certain special abilities.

Objects

Objects are always visible (unless they can only be used under certain conditions, in which
case they will only appear on the game zone once those conditions have been fulfilled).
Objects are easy to recognise, as they rotate in position.

Only a character capable of carrying out the action corresponding to the object will be able to
pick it up. Be careful: characters can only carry a limited number of each type of object!

Displaying an enemy'’s Field of Vision

Soldiers and civilians can’t see everything happening around them. In fact, they can only see
people and things that come into their FIELD OF VISION.

To display a character’s field of vision, just click on the Eye (on the top right of the screen) or use the
keyboard shortcut (default setting: hold ALT down). This will turn the cursor into a question mark. Move
the cursor over a character to display his FIELD OF VISION.

But first of all you have to know who the character is: the FIELD OF VISION won't be displayed
if the character still appears as a silhouette...
To get rid of the ‘question mark’ cursor, just click with pressed CTRL-Button.

To hide a character’s field of vision, click with pressed CTRL-Button on the Eye icon (top right
of the screen).

If one of your men or an object such as a corpse passes through a character’s field of vision,
there is a good chance they’ll be seen... this could cause the character to raise the alarm, so
make sure you aren’t seen!

You can only display one character’s field of vision at a time.
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Orange: this soldier is well trained and fights with skill and cunning.

Red: a highly skilled veteran. Very dangerous.

Black: an elite soldier. Extremely competent, efficient and dangerous. Avoid them until you're
sure you're ready!

Green: These are soldiers fighting for Ranulph and Godwin. The first time you encounter
them, you will have to fight them... but don't kill them, as they will soon become your allies...

You will find a list of different actions or stimuli the soldiers are susceptible to in annex 3.

Lancers
Lancers are low level soldiers, generally they are simple peasants who have been forcefully

recruited by the Sheriff of Nottingham. They fight with long spears, which makes it hard for their
opponents to get close to them. Luckily, they aren’t particularly tough.

Halberdiers
Like the lancers, they also fight with a long weapon. But these are real fighters, and often stand

guard outside castle gates. They rarely leave their post, preferring to send other soldiers to
see what is going on.

Swordsmen ’
The best lancers go on to become swordsmen. They are more ‘professional’ than the lancers, and

use a short weapon as well as a large shield which they use to protect themselves from enemy
arrows — or to protect a comrade, usually an archer.

Archers
Archers aren't much good at close quarters combat but can be deadly at a distance. They are

cowardly and delicate. But be careful when they're fighting alongside swordsmen, as these will
use their shields to protect the archers...

Crossbowmen
Like the archers, they attack from a distance but are much more courageous and deadly...

Their crossbows make them particularly dangerous. Their chain mail armour also provides
them with good protection against blows.

Officers
Officers are good fighters, but are especially valued for their tactical abilities. They know how

to organise their troops in battle, and can also prevent their men from succumbing to the
temptation of gold and beer... Officers prefer sending their men into battle to attacking
themselves but, should they decide to wade in, they can be fearsome. They are very tough
and are hard to knock out. However, it is a good idea to get rid of them first as this weakens
their troops.

Knights
Knights are noblemen who take part in battle. Decked out in armour and carrying a long

double-handed sword, knights are fierce fighters. Too proud to fight a lowly bandit when there
are others to take care of him, they will wait until you have got rid of the other troops before
attacking you...

Their armour provides them with excellent protection against arrows and they are very tough
and VERY dangerous...

Page 22



Cavalrymen
Having exchanged their sword for a heavy flail they lost nothing in the process: heavy armour,

lethal weapon. They are very quick and deadly when they charge. Arrows bounce off them and
the only way of hurting them is to use a blunt weapon such as a staff, mace or flail (swords
can’t penetrate their armour).

CIVILIANS

You will encounter many civilians in the towns around Sherwood. Many of these are poor,
honest folk who support Robin’s cause: you have nothing to fear from them, they won't raise
the alarm and sometimes will even send your pursuers off in the wrong direction.

Others are the Sheriff's allies: corrupt merchants, greedy nobles, castle spies... they won’t
hesitate in raising the alarm and you need to be ready to avoid them or knock them out... But
don't Kkill them!

ROBIN’'S ALLIES

Godwin
Godwin is Robin’s godfather. At the request of Robin’s father, Godwin shaped our young hero

into a valiant knight. He taught Robin all he knew about sword fighting and archery before
sending him off on the Crusades to prove himself.

Godwin is a warrior who loves life but who can also fly into fierce rages... He trains continually
for battle in his castle in Lincoln (he is in very good shape for his age). Robin would like to
meet up with him in Lincoln in order to enlist his help in fighting the Sheriff, but a surprise is
waiting for him there...

Ranulph
Ranulph is a career soldier and a noble knight. He is extremely battle-hardened and is much

appreciated by the King, who gave him the fief of Leicester. Robin has never met him, but he
would undoubtedly make a heavyweight ally! However, Robin will first have to convince him to
become a brigand’s friend...

PRINCIPAL ENEMIES

Some enemies are immune to anything your characters can throw at them, including swords
and arrows. Only Robin himself can take on these enemies by duelling with them. But be
careful, they won't be easy to beat!

The Sheriff of Nottingham
Charged with “maintaining order in the area around Nottingham”, the Sheriff is a greedy

individual who abuses his power and gets rich off the backs of the region’s poor. He took over
Robin’s land and some say that he had a hand in the death of Robin’s father...
He is a powerful warrior and a cunning opponent...

Prince John
Prince John is the brother of Richard the Lion Hearted. He was made regent of the Kingdom

in Richard’s absence but has the reputation of being weak-willed... the Kingdom would seem
to be falling into chaos. But perhaps appearances can be deceiving...
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William Longchamf)
Of Norman origin, William is Prince John's right-hand man. Cunning, competent and a skilled

politician, he serves the Prince with dedication and employs the services of many skilful spies.
He is an astute political opponent but is also a skilled swordsman and a hardened warrior...

Guy of Guisbourne v ;
This outstanding warrior is a member of Prince John’s court. He has a violent temper and recently

fell in love with Maid Marian — and is prepared to do anything it takes to marry her...

Scathlock
Scathlock terrorises the region around his castle in Derby. This great general has a reputation

for being cruel and bloodthirsty and is feared by his peasants. He is a personal friend of the
Sheriff of Nottingham and a loyal servant of Prince John.

CHARACTER ACTIONS
CHARACTER ACTIONS

Under each character’s portrait, you will see the icons representing the actions they are
capable of. By clicking on one of the icons, you can order a character to carry out an action
by directing him towards a target.

You can deselect an action by clicking with pressed CTRL-Button over an empty area.

As long as an action is selected, you can't give any other orders to a character. Remember to
cancel the first order before giving any more!

Some actions require that the character use objects (such as a purse, a wasps’ nest, etc.). In this
case, a number will appear on the character’s portrait, below the action icon. This represents the
number of objects the character has at his disposal. If he has none, the icon will be shaded grey
and he won'’t be able to carry out the action. He will have to find more objects before he can carry
out the action again.

You will need to confirm certain actions. Generally, these are actions where you are sending
the character off in a given direction. Once the action has been selected, the cursor will take
the shape ‘OK’. Move the cursor about to point the character in the right direction and then
simply click to confirm the action.

COMBAT MODE

Sooner or later, you're going to have to fight... Whether one of your characters starts the battle
(by clicking on an enemy) or whether an enemy spots one of your men and attacks, it's too
late for stealth...

Unselected characters know how to fight by themselves, without help from you, but they will
be much more effective if you take control.

In combat (when they have a red circle around their feet), characters can perform a series
of different attacks. You can decide which attack they’ll use with the mouse button. Now
hold the button down: a coloured line will appear on the screen as you move the mouse
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around. Draw the figures below with your mouse to make your character perform specific
attacks.
List and descriptions of different attacks (from the point of view of the character fighting):
* Quick forward jab: Click on your opponent or draw a straight line backwards
« Slow powerful forward blow: Draw a line forwards
« Attack left: Draw a line to the left
« Attack right: Draw a line to the right
» Semi-circular blow to the left: Draw a counter-clockwise semi-circle
« Semi-circular blow to the right: Draw a clockwise semi-circle
« Circular blow to the left: Draw a counter-clockwise circle
« Circular blow to the right: Draw a clockwise circle

« Draw an infinity sign (). This is a very slow but very powerful
attack...

You can also block your opponent's attacks: click with pressed CTRL-Button to assume a
defensive position. Watch out though, your character won't stay in this position forever!

Energy
In the case of prolonged combat, your characters are in danger not only if being wounded, but of growing
tired: every time a character completes a special attack, he loses energy.

During battle, your selected characters’ energy appears as a small blue gauge underneath
them. Certain attacks require more energy than others.

When his energy levels reach zero, a character will be completely worn out and in need of rest to regain
his energy — he will stop fighting and you'll see stars spinning around his head.

Be careful, during this ‘rest break’, your character will be very vulnerable as he won'’t be able
to attack or defend himself!

But your opponents will also need to rest occasionally — a good opportunity to deliver a
crippling blow...

Treatments
There are several ways of treating wounded characters.

« Characters who can EAT can use a leg of lamb to heal themselves.

* The HEAL action lets a character heal himself or a comrade in exchange
for a MEDICINAL HERB.

* A wounded character can be placed in the ‘FEAST workshop’ in Sherwood.
He will regain part of his health while you undertake the next mission.

Health
Every character, be they friend or foe, has a certain number of life points.

« Each time a character is wounded, he loses life points. The amount he loses
depends on the seriousness of the blow.

* When a character has no more life points, he dies...

* Whenever a character is wounded, a number appears briefly over his head,
indicating the number of life points he has just lost.
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« You can always check your characters’ health levels by looking at the top half of
their portraits: if the character is wounded, the scroll will start to ‘burn’ and blacken.
The greater your character’s injuries, the more the scroll will be burnt.

A blow can put a character out of action without killing him. This is often
the case with weapons such as the staff or mace: a character wounded by
these will probably be knocked out but not killed.

» Characters remain knocked out until the stars above their head disappear
or until someone revives them (use the revive action on your characters —
your enemies will revive their own wounded).

« Every character has their own type of weapon and these vary in power and
effectiveness. Some characters can fight better than others and some use
weapons which knock others out more easily.

« Your chances of knocking someone out are greater if his health is already low...

When a character dies

Whenever a character dies, his portrait becomes inaccessible and he can no longer be selected.
If one of your principal heroes is killed and you have no Clovers, then you lose the game...

If one of your minor characters dies, an icon representing an arrow with a parchment wrapped
around it will appear over his portrait (providing you have more characters of the same type
available in Sherwood).

Just click on the icon to summon a replacement from Sherwood... Be careful though, the new
arrival may well turn up in a dangerous part of the forest!

CONTEXT-BASED ACTIONS

A context-based action is one which is not indicated on a character’s portrait. These can only
be performed on certain targets and in certain circumstances.

Whenever such an action is possible for a selected character, the cursor will change whenever
it passes over a valid target.

* Pick up object

* Search

« Tie someone up

« Finish off an unconscious enemy
* Transport

* Revive

 Activate mechanism

* Knock over boulders or tree trunks
« Pick locks

QUICK-ACTIONS
You can give orders to your characters in advance and have them carry them out on your

signal. These are called Quick Actions.

 To program a Quick Action, select the character you want to give an order to
and click on the ‘DRAW UP A PLAN' icon (bottom right of the screen). A question
mark icon will appear over the character’s portrait

« Inform the character of the order you wish to give him, as you would in normal
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