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MUTAHTS
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
Mutants runs on the Commodore 64/128 micro computers.

The game is set in a distant future, when man has colonised the remote star systems and
matter can be manipulated with ease. Unfortunately man'’s political and moral development
has remained stagnant since the second millenium and Inter-stellar War has raged for the
last 600 years.
‘You are a member of a thinly spread group of dissenters who are opposed to the weapons
research carried out by the Survivor Zero Corporation; have discovered that the weapons
. used by allsides in the war are supplied by the Corporation, and that they are currently
experimenting with a new generation of weapons called Macro-Genetic Mutoids.
MGM'’s are the first large scale biological weapons capable of mutating into ever more
virulent and robust species, hence the name “*Mutants’’ — your task is to eliminate this
deadly system . . . it will not be easy.

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. Follow the screen instruction —
PRESS PLAY.ON TAPE. This program will then load-automatically. For C128 loading type

GO 64 (RETURHM), then follow C64 instruction. When loading is complete press FIRE BUTTON {

tostart.

The game can be controlled by the keyboard or joystickin port 2./Mo action is required to
select which mode to use.
JOYSTICK  Moves the ship (or cursor)

upP

UP LEFT UP RIGHT

LEFT RIGHT

DOWN LEFT DOWN RIGHT

DOWN
FIRE — Emits the selected weapon from the ship OR selects the icon under the cursor.
KEYBOARD
FIRE — top row keys
il — second row keys
— third row keys
— < and alternate keys on fourth row

RIGHT — > and alternate keys on fourth row

PAUSE — SPACE (any other key to restart)
To select an icon move the cursor over the top of it and press FIRE

To leave a zone place the ship on the pad in the middle and press FIRE

THE GAME

You control the “*Rainbow Warrior”, a single man patrol ship.

Your task is to enter the 15 deep-space test zones of the Survivor Zero Corporation and find
the components of a self destruct mechanism

All 15 of these components must be collected and assembled in a 16th zone called the
control zone to destroy the system, and gain access to level 2 of the game.

Each test zone contains a different strain of mutants.

‘You have four lives and no time limits to complete your task.

The game begins with your ship coupled to the mothership, waiting to be telebeamedinto a
2zone of your choice.

MOTHERSHIP MENU

3 The menu on the left of the screen contains six icons.

To select an icon move the cursor over the top of it and press FIRE
The top two icons select music or sound effects.

The top arrow points to which mode is currently selected

The next three icons are the weapons available

The bottom white arrow points to the weapon currently selected

MISSILES

Y These are high-yield explosive devices that have an effect over a large area, but can only be

fired one atatime

BARRIERS

These are degradable defensive weapons that can be used to erect a temporary shield
against the mutants. They have no effect on the ship.

The supply of these devices is limited, 50 after ejecting the full Ioad the Ships weapon
system automatically switches to photon torpedos.

PHOTON TORPEDOS

i
These are rapid fire low yield optical weapons. (The weapon system classifies these as the

default selection).

The lasticon is a picture of the ship and electing this icon switches to the Zone Map.
Holding down fire instead of releasing it will bypass the zone map and switch directly to the
zone last visited.

ZONE MAP

The zone map is a 4 by 4 grid representing the 16 zones of the research establishment
The top left zone is the control zone, the others are the test zones.

Pressing fire with the cursor in one of the zones telebeams the ship into that zone.

ty TEST Z0NES

The ship materialises on a telepad in the centre of the zone
The zone is bounded by a high eneray barrier, collision with the barrier will destroy the ship.
You must battle your way through the mutant colony to collect the self-destruct

component
Any number of components may be carried at once, but will of course be lost at the end of
the game.
Landing on the telepad in the centre of the zone and pressing FIRE telebeams the ship back
, to the mothership
1 CONTROL 2ZONE
1 The ship materialises on a telepad in a maze of corridors.
The assembly point for the self-destruct mechanism is visible and you must find your way to
the assembly point without coming into contact with any of the walls.
. Flying over the assembly point will automatically deposit any components you are carrying
A successful delivery of any number of components will give you BONUS LIVES up to a full
, complement of 3 lives.
ZONE STATUS DISPLAYS
| While in the test or control zones the screen displays the following information:-
l Chemical Analysis of mutant components.
Score this game.
Highest score since loading,
| Mumber of lives left
Direction to centre of mutant colony.
 Shield eneray level
Size and energy level of mutant colony.
Status and self destruct components.
Circle — stillin test zone
Triangle — being carried
quare — assembled in control zone
. NOW ON WITH THE MISSION!

HINTS AND TIPS

* Certain screens can only be completed by using one specific weapon —determine which is
the best to use.

*Collect as many tokens as you can until you have only one life—these can then be
deposited in the maze and your lives replenished

| 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 RUMNING THE PROGRAM, AND BELIEVE THAT

THE PRODUCT IS DEFECTIVE, PLEASE RETURHN 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.

,CREDITS




STEUERUNGEN

P - LEERTASTE gede elbige T, um e ot BARRIEREN KONTROLLZONEN
S e = s BARRIEEE ro KommOLLON
ey i e At ot e o aespeichert ausgellchen noch dber FEGER dricken. Z nat et sl ik, e Do Gerade trbget Sbgewerion, Wern DU cne Reine vor Rt
64/128 ik e erfokgreich abiiferst, erhalat i BONUSLEBERN in der Hoe von ls s 3 vohen Leben.
VI ezt il Jov"sncn DAS SPIEL
Bewegt das Schiff (oder den Cursor) Pl b + Wirkungshkraft Im Waffensystem werden sieals vorgegebene Auswahi
it des AUFWARTS ‘N o 701 Rassiters s und ves Seser nkarte
s S e e estzneirst  Shoebiende Zor USANZEIGEN
Dol i e o0atron LINKSAUFWARTS |} RECHTS AUFWARTS s e Son, dic s wirde. ikt cingebiendel. Van et cir
a4 ruler hiff Rk daraut i < ensetzumg & i ioc
Ly sy s e i é e e von Dir gewanschien Zone gebéam i werden. TRl T R
sogenannten makrogenetischen Mutoids (MGMs). % ZONENKARTE v el
n MUTTERSCI Feiderbs Dreleck = ragen
s { iy LINKS ABWARTS # y ' RECHTS ABWARTS LRI ddle Testzonen. Cceat .ﬁm?“mmm susammengebaut
dartberstelen und PEUER dricken. Tt ‘Aber jetztlos mikt der Auigabel
ABWARTS Tonefiekten
3 cingesteite Ausvah
reueR. ursor. Die pachste Derunt
LADEN TASTATUR ausgewahite Waffe. DicTone o HLAGE
wi BEL - g s = S
gans L Dracke o SHIFT E n aber Tiverwenden bk,
:.ummr":‘%‘s-c Sieichacki, Tokgchden mzn&n’ummmn DREKE DI FLAY TASTE. Dl Spiruia i ABWARTS  ~ Dritt Tasieveine RAKETEN ot e a - pon ~bu
i ulomatischaden: Ut den € 128 e, GO 68 (RET ks ™ SindErsatatastenin der ierten Relhe et ik o iassen, um Delne Leben 2 emeuern.
MUTANTS COMMANDES . el Sl S BARRIERES avec les murs. Sl
- rop Lk plome - Sctiounes s el dirieme tnte e Eles ont pas o et sur e valsseau, i - AES DE BONUS Jusqua un
e Ocean Software Limied. .«,..um"..":’ ) b T Lo bes Bmés: e Compiément de tros vies.
e OceatSosme D i pourcontinuerlejeu) = e passe donc automatiquement aux torpilles  photons.
Deérlacer et o sumsear). * et rEu. TORPILLES A PHOTONS F DE LA ZONE s
e e LE JEU i IR v e e G ot e
ENHAUT » sur
by . Vshée. Nombre de ves est
ENHAUT GAUCHE _ N HAUT DROITE e b & e,
w7 Lt Contlent une ilerentc sere e mtants. LA ZONE CARTE s muh.ﬁiiﬁ‘."" 5%
Madro Géndtiques. GAUCHE .7/4 DROITE ot 0 composantsawo desrciie
ants: e e cncore s o
Tneurtrier . cela ne va pas et fac. ENBASGAUCHE # | ' ENBASDROITE otk dir s 2o stlectionner S D)) el ‘...;".‘.I‘;m...,..mmmm
¢ G celleiet appuyes sur FEL 'AVOUS DE REMPLIR VOTRE MISSION |
CHARGEMENT shoks R nspor mais} CONSEILS UTILES
comi binée. Assul MISSILES FEU. it ‘meilicure.
Stirr RUN/STOF. = Appuyer sur PLAY sur e magnétophone. Ce o5 2 ZONE DE CONTROLE 4
(RETORR hrcies ~ premitre rangée de touches q
o S P o 2o e ENHAT = Beme e e oot o
| MUTANTI COMANDI shisTan - <etasia S ZONA DI CONTROLLO
copyright A 2 SACE (o quaieas sk b perrindare) o i
oo b s b senza  Geterminare i modo opeaive: > o B o wtomaricame
pcvmcso;cmmmmun sonnm Limited. Tutti | diritti sono riservati in tutto il mondo. | mutanti funziona con un ~ cla torpedini fotone. | BUONI VITA
‘micro computer Commodore 64,/ BARRA DI COMANDO
Spostala navicella (od il cursore) IL GIOoCO Sl TORPEDINI FOTONE RELATIVE ALLE ZONE
Tosupp ALTO P Punteagio deia patia,
00 ann. Al quest 1 componci
1) alla zona che si ¢ visitata per ultima. intes
 dalla. BLIO RSRSTRA ALYD ABESTIY ;‘uuz le zone. lzwllx: hanr m: ﬂ:a;‘o;l po] di mutante. oo dluke noate)
Corporation i Mol e quatiro it ¢ non avet limitedi tempo. Uivello defloschefmo di e
HacroGeneticl SINISTRA =~— - DESTRA 2 CARTINA DELLA ZOMA Livello dnergia ¢ dimension] dela colonia dei mutanti.
ot \ Circolo~ sempre nella zona di prova
compito facie BASSOASINISTRA ¢ * BASSO A DESTRA MENU PER LA NAVE MADRE fangolo ~ intrasporio
il menu sullasiiatra dell schermo contienc i icone. Quadito . montatonclasona d conrolo
BASSO o superiori scel effetti ali 0 sonor. A . A
COME CARICARE IL PKOGRAMMA = La froccia superiore indica § Moo in Iﬁ::’f e la naviceila NTI
" Le altre tre icone sono le armi disponi
ettt . Comtralar che | S ben ol gt O e et mmnwsmr TASTIERA L et ot are contro i colonia i utat pe R EATphetir) 6kt Gl i specaine — soergiets vol Gl s
ire e tsrui Jono sl Schero - SCHIACCIARE i TASTO FLAY DFL REGISTRATORE. TUOCO "~ Tasti il superore naturaimente, ai partta  peraerete. csser compieta specifche - sceg)
Seguire e itruzioni e appalono sullo schermo — SCHI ATOC = Tastisecondaia MISSILI A

¥ Certi videata possono
* Raccogete tutti iy
delie vte.

r

roorate

me INCO

s only one cassette tape. The lar.

has been infroduced as a standard for this and

IN

two tapes or possibly a disk.

in
futureg pr%ducts. We may from time to ti

This product conta

packa



