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DOUBLE TRKE

Its program code, graphic representation, and artwork are the copyright of Ocean Software
Limited and may not be reproduced, stored, hired or broadcast in any form whatsoever without
the written permission of Ocean Software Limited. All rights reserved Worldwide. Double Take
runs on the Commodore 64/128 micro computers.

THE GAME

The year 2008, the time mid-day, the place a rather large, computer controlled “‘Physical Particle
Investigation Unit" out in the middle of a bleak and lonely landscape, where the only sounds are
the howling winds and the distant hum of the particle accelerator beneath the ground.

A young research assistant is sitting at his terminal drinking his umpteenth coffee and totally
oblivious to the momentous chain reaction that his experiment is creating; His investigation into
the inherent instability factors of particles of “antimatter”” when held for periods of greater than a
few seconds should not have raised many eyebrows; unfortunately for him, a great interest was
being shown by a being of a different state; this being is SUMINK!
In life there are always mirrors, doubles. Nothing is totally unique. Few however would have
believed that their whole universe was “doubled”, that for every object in our universe there was
asimilar object in an opposite universe. This opposite universe was Sumink’s. Fate however was
as twisted as usual and Sumink was bored! He was a warrior without a battle, a life without
medamng but not without hope. His hope? That a channel could be found between his universe
and ours.
Suddenly the stability alarms sounded! The assistant found the room slipping away from him, his
movements were becoming frozen, his reality, no longer real. Sumink had, through a particle of
an “anti-matter” found his channel and was not going to wait for a second chance. The assistant
was thrown into the sixth dimension where stability is a dream and reality a myth but where the
battles are just as deadly.
The two universes collide briefly, both are made unstable, objects pass between them and a state
of flux is set up between our positive universe and Sumink’s negative one.

This collision results in several different events.

1. Objects from our universe swap places with their opposites in Sumink'’s universe.

2. A “sparkling cloud" is created. This is a tunnel between the two sides; contact with this cloud

will transport you to the other side!
3. The universe constantly changes and you may suddenly be transported to the other side, if
you are not in a stable room
THE GAME OBJECTIVE

TO PLACE ALL OBJECTS INTO THEIR CORRECT UNIVERSE.

. DEFEAT SUMINK (ONCE STAGE ONE IS COMPLETE)

LOADING

Position the cassette in your Commodore recorder with the printed side upwards and make
sure that it is rewound to the beginning. Ensure that all the leads are connected. Press the
SHIFT key and the RUN/STOP key simultaneously. The screen message should follow press
PLAY On TAPE. This program will load automatically. For C128 loading type GO
64(RETURN), then follow C64 instruction. When loading is complete press FIRE BUTTON to
start

o

CONTROLS

The progran is controlled by Joystick in Port 2.

JOYSTICK
up
UPLEFT UPRIGHT
LEFT RIGHT
DOWN LEFT DOWN RIGHT
DOWN
FIRE — FIRE

EXTRA CONTROLS JOYSTICK/KEYBOARD
To pick up an object press “DOWN + FIRE”"
Todrop an object press “SPACE"’
To use the “‘sparkling cloud”” press ““FIRE” when you are over the cloud.
To move through whirlwinds (doors), place Hero above the door and press Down + Fire.
(Control of the Hero will be removed from the player if correctly placed).
To move through the Cyclotron (blue tunnel) go to edge and press */FIRE”.
To move through Port Holes, place Hero on top press “FIRE”.
Note that left and right are reversed in the negative universe, (but not in the Cyclotron)!

FORENPN

Now

PLAYING

The game is set inside the complex itself and using the cyclotron as a passage to certain parts, which
cannot be reached otherwise, you must ensure the whole complex s stable, (including the complex
in the negative universe).

You play the part of the assistant, whose task is to stablise the two Universes by finding the correct
location for any object which has been transported to its opposite universe. When this task has been
accomplished you must then do battle with Sumink; this takes place inside the negative Universe.
Defeat him to win the game!

OBJECTS
Every object in our universe has a“Double’” in Sumink’s universe.
If one of our objects has travelled to his universe then its opposite has travelled to ours.
Only in rooms which are unstable has there been a swapping of objects.
Transportation of an object without that object having been “stabilised” will change the object
carried into its double!
To transport an object back to its correct universe the object must have been stabilised by activating
the “sparkling cloud”” when carrying an cbiject.

SPARKLING CLOUD
This has the ability to allow you to cross between the two universes whilst keeping your object in the
same state.
To activate the “sparkling cloud"” place the hero over it and press “FIRE". I the “sparkling cloud”” has
been activated your object will remain the same, as the universe about you changes.
The “sparkling cloud” travels along all the parts of the complex but will not enter the cyclotron
[there is a “sparkling cloud” in both universes).

THE DISPLAY PANEL

(Bottom of screen)
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A Your strength is shown by the green/red energy bar. Energy can only be lost and must be

conserved. All contact with aliens decreases your energy, also the particles inside the Cyclotron

(particle acceleration) will on collision with you decrease your energy! These particles can be

fired at.

The Universe Time Indicator; the sliding pointer at the bottom shows you when the universe is

going to change. The electrons in your display screen (see electron display) will achieve infinite

mass when the universe is due to change, you will be unable to change rooms or manipulate

objects whilst this state is active.

Electron Display: Each double room i.e. a“Room” plus its mirror in the negative universe is

represented by a single Electron. There are sixteen rooms in each universe therefore there are

sixteen electrons.

These rooms can either be stable or unstable.

When you visit each room for the first time, its electron will appear in the atom displayed on the

lower right screen. When you are in a room, the electron representing that room will flash.

Ifboth rooms in each universe are stable, this electron will be green; if both rooms are unstable, it

will be red, or if one is stable and the other is not, it will be blue.

D The screen on the left displays the object you are carrying in its current state. On the right of this
screen are three lights:—

(1) Top light will be red if the object is in incorrect universe, green if correct.

(2) Centre light will be red if you are in incorrect room, green if correct.

(3) Bottom light will be red if the object is in the wrong state (positive in a negative universe, for

example), green if in the right state.

/;‘Il three lights, therefore, need to be green before you can successfully find it’s right position in

the room.

The lights will remain green if the object s correctly placed and you will be unable to pick it up

again, but will go red otherwise.

When all rooms have been stabilised, you must find Sumink in the negative universe and defeat

him.
DOUBLE TAKE

This software product has been carefully developed and manufactured to the highest quality
standards. Please read carefully the instructions for loading.

IF FOR ANY REASON YOU HAVE DIFFICULTY IN RUNNING THEPROGRAM, AND BELIEVE
THAT THE PRODUCT IS DEFECTIVE, PLEASE RETURN IT DIRECT TO:

MR. YATES, OCEAN SOFTWARE LIMITED, 6 CENTRAL STREET, MANCHESTER M2 5NS.

Our quality control department will test the product and supply an immediate replacement if we
find a fault. If we cannot find a fault the product will be returned to you at no charge. Please note
that this does not affect your statutory rights.

Produced by D.C. Ward.

©1986 Ocean Software Limited.

Game Design Copyright Denton Designs Limited.
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LE DOUBLE UNIVERS LES OBJETS DOUBLE TAKE GEGENSTANDE
. s posséde un “double” d de Sumink. fische D: C opyrghtder O 5 hat ein “Doppel“in einer unserer Gegenstande in sein Universum
0 cean Isne pewertee  Sun m- 105 objets est passe Pp fe notre. C f fiew que dans e ervielfllgt in i e tat
eproduts, stockes, | di 1 Ocean Tous droits qui tabl SK o objet est tranporté s double! werden. Alle Rec! e Double Take k bgespielt werden. EevTvanxpm\ eines Gegenstandes, der nich wordemsn Doppel! Um einen Gegenstand
DOUBLE TAKE ps s 128, forigine, il faut stabilscr cet objet en: zurick zu seypem korrekten U mukt kiivi “funkelnden Wolke,
TEJEU Rarm e 2 e DAS SPIEL ke o
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particules” situé dans in endloll sauvage et désolé, balaye. parlss Vo o ered s o osecrmemment i Faceelrateu de pardcules Partkelbeschleunigers unter der Erde.
provenant de DerjungeForschungassiint szt an sener erminl ikt sine cte Tragweite d DIE FUNKELNDE WOI.KE
Un jeune am:mnl n Gtk S . €, ayant oublié pour un moment la puissante LE NUAGE SCINTILLANT Joct, berh ht bewuf m s eine L i “Antimaterie” F‘amkcln d..-m)md ic gibt L rend \d bleibt. U sie zu
P v suelesfacteurs ules dantimatiére” quand e l o phzierst Duden e ki e o rse i TRE Davad b Dein Gegenstand im prregdin

elles sont aquelque: tions; Celui le méme état anderen Zusmnd gvofSr:S Interesse dafic Diesi st LSUMINK! wahrend sich das Universum um Dich herum verandert.

pourlui, celaa e SUMINK! Pour actver Ie nuage, pacez volre Hos au- desous do celu-< et ppuyezsur “FRE” Sile“nunge :(mn\lanr 2 616 activé, Fobjet que vous e re e Sl st g Unverm e s ol el bt eine in
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posséde un double, ¢’
B ors el e Sunmiok. Mot comme s b, o sofem mle e Sink  ennue C s gueer sans case pout auele
se battre, sans but dans mm B Son espow Qu un passage puisse e troué enre son univers et ndtre.

La

Soudain, e,
p Sumink gréce 2 une pa éussia il allait p
e Uassistant d o é estun réve et ralité un mythe, e
batailles sont tout aussi meurtiéres qu'an\lems
les bles: les ob defunafautre et
Cette collsion provoque differents phénomenes
1 leurs doubles dans de Sumink.
in “nuage st crée. les deux cotés, i vous entrez letunnel, il
fautre cote!
3L h etsivous n'étes pas d P 3 porté de
cote.
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1-PLACER TOUS LES OBJETS DANSLE BON UNIVERS
2: VAINCRE SUMINK (UNE FOIS QUE LE STADE 1 EST TERMINE)

CHARGEMENT

Placez ac é P au
début Verifiez que ément surla touche SHIFT RUN/STOP Un message
deviait apparaitre sur écran, appuyé sur la touche PLAY 2 e progamme our
charger un C128, taper GO 64RETURN), puis suivre k que pour e C64. Une appuyer sur

lebouton FIRE pour commencer.
COMMANDES
Lejeu e joue avec un Levier au Port 2
ENHAUT
ENHAUT A GAUCHE

ENHAUT ADROITE
AGAUCHE =—— ADROITE

ENBAS A GAUCHE ENBAS ADROITE

ENBAS
FIRE — FEU

COMMANDES SUPPLEMENTAIRES LEVIER/ CLAVIER
1. Pour ramasser un objet, appuyez sur “EN BA
2. Pour laisser tomber un objet, appuyez SPACE:
3-Pout utiserle uageslant”appuyezsurRE” quand vousvous touveza-desus du nuage.
s loubilons ortes) plcez e Héros \dessus e a pore et appyes sur En Bas ¢t Fe
(Lejoueurne cond le Heros Sl est placé correctement.
5. Pour tavererle Cyclotion tunnel bleu, places-vous au bord de 4 écanctappuyes sur IRE
6-Pour raverse les Hublots, placez o Heéros au-desssus et appuyez s
7 Attention: la droite et !
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mesurer  Sumink;cette bataille a ieu  Fintércur de

FUnivers négat.
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e g sclant: e peut ¢ déptacerdans tout e omploxe ot e et pas enrer ans e relton, s n “nuage sinllant”cans
les deux univers.

LE PANNEAU D’AFFICHAGE
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A Votre force estindiquée par i Vous nep que perdre de Fénergie, donc essayer dela
conserve
T @ e L I du cyclotron (accélération de particules)
vous font aussi d vous! ticules,

B lindic f I e surle point de changer Les
électrons survotre é umoment ot Funivers est sur e point de

changer. Vous ne pourrez ni changer de piéce ni manipuler d‘objet pendamqueterelal estact
g P ger de pi P

“

Afichage ectrons:Chaque double pice e dw une ‘piéce” plusson miroir dans Funivers négatifest repésente patun Smple
électron, C 5. Quand vo

Ta premiére fois, dans fi Q
dans une piece, I’Ncﬂmn représentant cette me(e(hgno(eva
Siles deux piec tables, cet électron sera vert. Siles d instables, lsera rouge. S une piéce est
e pas, il sera bleu.

D Surle coté gauche de f'écran Fojet que vous portez est affiché dans son état du moment. Il a trois indicateurs lumincux sur e coté
e

C und Sumink langweil sich!
Ll Kieger. e Scma&( ‘ein Leben ohne Bedeutung, aber nicht ohne Hofnung. Seine Hoffnung? Einen Kanal zu finden zwischen
seinem Unveru und e
ic Der ht unter dem Realtis
B il ok A ekt Sk Sl gefunden, und er wartt nicht uf eine zweite Chance.
st witd i die sechse Dimension geworen woSabit einTaum st und Reltat i Mythos sber wo die Kimple gsnaum Jtodich

et G d all
Flefer d Iniversum. [ A
Ereignissen.

ihrem Gegenstiick in Suminks Universum.
2.tine“funkelnde Wolke" i oo Dles ot i Tanelsachen Gem bt Soen; Konast i dicser WolkeansportertDichvon
inerSeke auranden)

sich dauemd und Du kannst plotzich rden, wenn Du Dich nicht

3.0
i

Das Ziel des Spiels
T PLAZIERE ALLE GEGENSTANDE IN IHREM KORREKTEN UNIVERSUM
2: BESIEGE SUMINK (NACHDEM STUFE EINS ERLEDIGT IS

D o et o daf
& Die SHIFT-und die RN/STOPTaste glichzettgcrucken. Die
hi sollte ers AYKnopf dricken. D im C126 GO 64
(RETURN) tippen und wie C64. BT Laden on AIRE-Knopicricken.

TEUERUNGEN

Das Programm wird mit dem Joystick im Port 2 gesteuert

LINKS HINAUF RECHTS HINAUF
LINKS RECHTS
LINKS HINUNTER RECHTS HINUNTER

AB
FIRE — FEUER

ZUSATZLICHE STEUERUNGEN JOYSTICK/ TASTATUR

1. Um einen Gegenstand aufzuheben, driicke “AB + FIRE

T acn, Uneinen Gegenstard fllen 20 sery kel LERTASTE
) Uindicateur ol ot dane e vert sl sont dans e bon univers. 3 Ui di funkelnde Wolke” 2ubenitze,cricke RE" wenn Du dber b bt
2) Uindicateur vous & ,< 2 o s la bonne pié 4.U W\lbehvmd(‘fTu:vn?mkxmmwn plaziere den Helden tber der Tire urd driicke “AB + FIRE” (Wenn richtig plaziert,
3) Uindicateur du bas sera rouge i y maais é, ver o des o Cies iR somrale Gberden ik
L [ doivent donc étre Lot 5.0 Tunneh u kommen, gehe um “FIRE”
i verts siFobjet et P I dre. Les indi und dricke “FIRE

rouges sifobjet 'est pas placé correctement

Quand toutes le: ont été stabilisées, il faut b

er Sumink d: gatif et le bature.
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6.U igen zu k laziere den :
7 Merke Dif da im negativen Universum rechts und links vertauscht sind (aber nicht im Cyclotron)!

SO WIRD GESPIELT

Das Spiel findet im i
Universum. Den Gy Dy, um Teilen des Komplg gelangen, welche st nicht

konnen.

Duspich e oll des Asistentendessen Aufabe cs i, m.- beiden Univer Dazu muk 5

jeden Gegenstand, der das eredigtst, mub dieser

Kamp findet im negativen Universum statt.
Besiege ihn und gewinne das Spiell

DIE ANZEIGETAFEL

(Unten am Bildschirm)
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SCHI.USSEI.
A Der cigt Deine Kraftan. Du kannst 3 hen. Aller
ontakt mit
(Partikelbeschleunigung)! Auf diese Partkel kannst Du schiefien.
B DerU D dast sich Di
Deiner T das d tand
kannst D  noch Geger P
€ Hekuonen-Anzeige: eder Doppek-Raum, dh jeder 1 im negativen U  wird nur
dargestellt. Injedem Universum h Elekt der unstabil
sein. Wenn D Icktron in dem Atom rech ‘Wenn Duin
drin bist, leuchiet d auf [ td
Hekiron grin, wenn tesrot, stabilist istes blau
D Die Gegenstand, tand d: Lichter:
1) Das Oberste st ot wenn der G U «
2 ot wenn D
3 htstrot wenn der Gi distizB. p ga ) hiigen
Zustand
hter g sein, bevor Du den ichtigen Platz des Gege L Wenn der Gegenstand
bleiben d Du kannst aufhcben.
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