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NOTICE

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS
IN THE PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIME AND
WITHOUT NOTICE.

THIS MANUAL IS COPYRIGHTED, ALL RIGHTS ARE RESERVED.

NO PART OF THIS MANUAL MY BE COPIED, REPRODUCED, TRANS-
LATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE
READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF
ELECTRONIC ARTS. COPYRIGHT © 1983 ELECTRONIC ARTS,

2755 CAMPUS DRIVE, SAN MATEO, CALIFORNIA 94403.

ELECTRONIC ARTS MAKES NO WARRANTIES, EITHER EXPRESS
OR IMPLIED, WITH RESPECT TO THIS MANUAL OR WITH RESPECT
TO THE SOFTWARE DESCRIBED IN THIS MANUAL, ITS QUALITY,
PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PAR-
TICULAR PURPOSE. THE PROGRAMS ARE PROVIDED “AS IS
ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH
REGARD TO DEFECTIVE RECORDING MEDIA. PLEASE SEE THE
ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED WITH

THIS PRODUCT.

This manual was designed by ALTA GRAPHIX.

Manual writing and design © 1983 Electronic Arts.
Software © 1983 Ozark Softscape.

FRONT COVER:

Our friend, the M.UL.E. M.UL.E. stands for Multiple Use Labor Element. M.U.L.E.s are robots which are
designed for exploring alien worlds. The design of the M.U.L.E. allows pioneers to outfit a M.U.L.E. for specific
tasks. In this game, M.U.L.E.s are used as mini-production facilities.



Welcome to M.UL.E.

M.ULE. is a game of exploration and resource
development on another planet. Four humans
can play. If you have less than four humans, the
computer will play the others.

There are three versions of M\U.L.E.: Beginner's,
Standard and Tournament. Each version has
slightly different rules.

The player who has the most points at the end
of the game is the winner.

If You Want to Start Playing Right Away
The fastest way to learn is to play the Beginner's
game. The next pages of this Guide have screen
shots and quick-reading captions to teach

you the Beginner's game FAST

M.U.L.E.

If you have any questions, read the Questions
and Answers section on page 7.

The rest of this Guide has rules and strategies
for the Standard and Tournament versions.

Pausing the Game

To pause the game, see your Command Summary
for the proper pause key. To start again, hit the
space bar a second time. This is especially useful
for playing and trying to read this Guide at the
same time.

Reference Card

The Reference Card (in the package behind
the disk) has details of how to boot the game disk,
and how to select the game version you want
and the number of human players.



1. Choosing Your
Character 2. Summary Report
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BONZOID €gsocos
MECHTRON  GOLLUMER PACKER You and the other players each start
BONZOID SPHEROID with $1000 in money and $300 worth
FLAPPER LEGGITE HUMANOID of Food and Energy—‘“goods’”’
You have just chosen to be a Bonzoid.
The computer will cycle through 4 different 3. Land Grant
colors. Whoever pushes his joystick button first ﬁ
uses that color throughout the game. F’f groedh:. o
After choosing a color, you select your character. H
Point the joystick towards a character, and
it will appear in the center of the screen. Push your
joystick button to choose it. If you don't want E
this one, move another character into the center
of the screen, and push the joystick button. When
you are done, the computer will cycle through

the remaining colors for the other players. B EE S S W On AR LN W e
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You select a plot on the river.

The Land Grant is your chance to get one free
plot each turn.

When the moving square is over the plot you
want, push your joystick button. The plot will be
highlighted in your color.



4. Deciding What
to Produce

EXPLOIEATION 31

YOUR LAND RIVER

TOWN - o H

MOUNTAINS

@HR STICK BUTTOM TO START

You decide to produce Food on your
river land.

Your plot of land will flash when it is your turn.
Decide what you want to do with your land.
Mountains are best for mining Smithore, river
land is best for farming for Food and flat land
is best for producing Energy. (See back cover
for more details.)

5. Outfitting Your M.U.L.E.

EXPLOITATION 111 FOOD
_ |_~ OUTFITTING

SMITHORE
OUTFITTING
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OUTFITTING

TIME BAR
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You outfit a M.U.L.E. to produce Food.

When you push your button, the town zooms
into view. Go into the corral, get a M\UL.E., and
take him to any outfitting shop.

When the time bar runs out, your turn ends
regardless of what you are doing.

6. Installing Your M.U.LE.

r” EXPLOXTATION #1 ﬁ
)\PLAYE R'SM.ULE.
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You are about to install your M.U.L.E.

To install a M.ULE., lead him out of town to
your plot of land. Push your joystick button when
your character is directly over the house. If you
miss, you'll hear a beep. Try again.

When installed, your M\U.L.E. turns into a pro-
duction symbol. Your property is ready to produce
Food, Energy, or Smithore.

HOUSE (ON LAND)
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7. Wampus Hunting
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You still have time left. Can you catch
the Wampus?

The Wampus lives in caves in the mountains.
When he opens his door, his bell rings and a light
flashes. If you catch him, he will pay you to

let him go.

To catch the Wampus you have to be outside

of town, without a M.UL.E. Then, when you see
his light, jump on him.

Good hunting!

8. The Pub

Going into the Pub is an automatic way to win
money. But it also ends your turn. The more time
remaining, the more you will win.
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9. Random Events
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You can't really plan for “random events”’ like
Planetquakes, Acid Rain and Pest Attacks,
but they happen.

10. Production

PRODPUCTION 21
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Your river land produced 5 units of Food.
Production happens automatically; you just
watch your land produce. Each little box that

appears on the left side of your land represents
one unit.



11. The Store

There is a Store in the game, played by the
computer. During the Auction, the Store buys and
sells Food, Energy and Smithore.

It starts out with 16 units of Food, 16 units of
Energy and no Smithore. After that, the number
of units it has to sell depends on what the players
buy and sell.

12. Player Status
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STORE BUY PRICE .ﬂ, UNITS SURPLUS
You have a surplus of Food.
There are three Auctions each round, one
each for Smithore, Food and Energy. Each auction
starts by showing your “Status” in that good.
A line grows and shrinks to show how much you
started with, how much you used, how much
spoiled, and how much you produced during
your last turn.
A “critical line” tells you if you have a shortage
or a surplus for your next turn. (Except for
Smithore, which is not “critical” for survival.)

Finally, there is a message telling how much
of that product the Store has.

13. Declaring
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You declare yourself to be a Seller
in the Food auction.

Push yourjoystick up or down to declare whether
you are a Seller or a Buyer. You can change
back and forth as often as you wish until the
Declare Timer runs out.

Hint: If you have a surplus, you should sell it

(your character will automatically jump to the
SELL position). If you have a shortage, BUY!
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14. The Auction Begins

IA[ CTION TIMER

BUY BUY

) #
By seg o to3 wp mamy
UNITS TRADED

You are a Seller, and you lower your
price to $40 per unit.

The auction starts with the sellers on the top

of the screen and the buyers on the bottom. Now




