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Spacebar - ToFreeze or Resume game play.

OptionStart - To Restart game with the same
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RETURN.

Load Notice - This program will not run with a cartridge
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Special instructions:

Atleast one joystick must be used to play MULE.

During the “Development” round players may use any

available joystick.
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M.U.L.E.

‘Welcome to MULE.

MULE. 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 MULE: Baginners,
Standard and Tc nl. Each version has
slightly different rules.

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

1t You Want to Start Playing Right Away
The fastest way to leam 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

1t you have any questions. read the Questions
and Answers section on page 7.

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

Pausing the Game

pause
[Urthepmper pause kev Toslurl again, hitthe
This |

useful
mrnlw\mam trying to read this Guide at the
same fime.

Reference Card

The Relerence Card (in the package behind
the disk) has details of how 10 boot the game disk.
and how to select the game version you want
and the number of human players.




1.Choosing Your
Character

MECHTRON GOLLUMER PACKER
BONZ SPHEROID
FLAPPER LEGGITE HUMANCID

You have just chosen to be a Bonzoid.
The computer will cycle through 4 different
colors. Whoever pushes his joystick bution first
uses that color throughout the game.

After choosing a color, you select your character.
Point the joystick towards a character, and

it will appear in the center of the screen. Push your
joystick button fo choose iL. If you don't want

this one. move another character into the center
of the screen. and push the joystick button. When
you are done. the computer will cycie through
the remaining colors for the other players.

2.Summary Report

You and the other players each start
with $1000 in money and $300 worth
of Food emd Energy—"goods."

3.Land Grant

= o dony =2

You select a plot on the rlvar,

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

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




YOUR LAND RIVER
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You decide to produce Food on your
river land.

Your piot of land will flash when it ts your tum.
Decide what you wani lo do with your land
Mouniains are best for mining Smithare, river
land is best for larming for Food and flat land
is best for producing Energy. (See back cover
for more details.)

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

SMITHORE
CUTPITTING

You outtit @ MULE. to produce Food.
When you push your button. the fown zooms
into view. Go into the corral, get a MULE., and
take him to any outitiing shop.

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

6. Installing Your M.UL.E.
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You are about to install your MULE.
To install a MULE. lead him out of fown fo

miss. you'll hear a beep. Try again

When installed. your MULE. lums inlo a pro-
duction symbol. Your property is ready to produce
Food. Energy. or Smithore.




7. Wampus Hunting

9. Random Events

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. 1f you caich him, he will pay you lo

let him go.

To calch the Wampus you have lo be outside

of town. without @ MULE. Then. when you see
hislight. jump on him

Good hunting!

8.The Pub

Going into the Pub is an aulomatic way to win
money, But it also ends your tum. The more time
remaining, the more you will win.

You can't really plan for “random
mmmoemummrestm

events” like

10. Production

ERFRutVATRL VR

Your river land produced 5 units of Food.
Production happens automatically: you just
watch your land produce. Each liflle 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
compuler. During the Auclicn. the Slore buys and
sells Food. Energy and Smithore.

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

12. Player Status

L el 1 P *

STORE.

You have a surplus of Food.

There are three Auctions each round, one
«each for Smithore, Food and Enengy. 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 tumn.

A “critical line” fells you if you have a shom:ge
or a surplus for your next Except fo
Srmilhoro, which & nol erilica for survival. )
Finally. there is a message telling how much

of that product the Store has.

You declare yourself to be a Seue':
in the Food quction.
Push your joystick up ordown to declare whether
Yyou are a Seller cr a Buyer. You can change
Iback and forth as often as you wish until the
Declare Timer runs oul.
Hint: 1t you have a surplus, you should sell it

your characler will auiomalically jump o the

SELL position). If you have a shortage, BUY!

14. The Auction Begins

" aucyzom s "

‘You are a Seller, und you lower your
price to $40 per

‘The auction starts w:m the sellers on the top

of the screen and the buyers on the bottom. Now




the units row shows the number of units fraded
during the auction. instead of the number

of units owned by each player.
Sellers move down fo lower their e Buyers
move up 1o raise their bids. Dashed lines indi-

catle e highesi bid and M limel et o
among all four players. All characlers can
o it acie e, i 0 bl i sl
before the quction limer runs out

15. Trading

You make a tramsaction.
‘When the Buy Line and the Sell Line meet.
the Buyer and the Seller start flashing. Trading
beglnﬁ one unit at a time. As trades are
made, the Buyer's money decreases, the Seller's
money increases. and both player’s Units
Traded increase.
Either player can stop trading at any time. sim-
ply by moving away from the line. Otherwise
trading continues until the Seller runs cut of
extra product, or the Buyer runs out of maney.

16. Summary Report
(Again)

Atfter the first turn, you are losing,
but not by much.

The Summary Report shows your points, or
“Net Worth: after each round. Don't feel bad
it you're in last place now. The losing player
gets some advantages. For instance, if you
and ancther player both iry o get the same
piece of land during the Land Grant, you will
get the land. And it you and another player
both try to Buy or Sell at the same price, you
will get to make the frade, even if he or she
15 also on the trading line.

17. Transferring MULE.s

Later in the game, you can move MULEs that
you have installed. You can even take them
back ino town and re-outtit therm for a different
type of production.

To transter a MULE., go to your plot (with or
without a MULE. in fow). When you press

your button, the MULE. you are leading (if any)
will be installed and the one previously installed
‘will be follewing you. You can fake the new
MULE. to another plot or you can re-cutfit him
for a diflerent type of produciion (by taking
him back to town). If you have no olher use for
the MULE. retum it 10 the corral for $100.

You are now ready to play the Beginners game
of MULE The game will last 6 rounds Who-
aver has the highest value, or “Net Worth” at the
end will be the winner, the “First Founder”
Good luck!




Some Questions and Their Answers

mmﬂmmmmn«m:me
in the Land Grant?
nm:zybebem\m ancther player are
both pushing yuurmslm buitons at the same
time. and he or she is getting the land. That
happens because the Compuer figures oul who
has the least amount ol tlnd and

vou: mggezunger xsms!nunlelwslw

computer player instal-
uuauvumuchmqmmr
Since computers never make mistakes, they are
‘boring to watch. But SIT‘WUWGWINWBGHV
imagination. they canl catch a Wampus either.

Sometimes I go nto the Corral and can't get
‘a MULE Why not?

You have o go all the way into the Corral
When you do. you will A
obedisnlly behind you. The same goes for
CUMTING Shoge, Yot v 10,60 ol e e I
and come all the way

MyMULE. running away What can [ do?
MULEs don't really like working. If they gel a
chance, they will run oft. If your time runs oul
bmoreyuugeﬂwaULE propsrlymstul.led it
‘will scoot. If you
umalnleuderMULE :xllmewuvlovouﬂum
‘You can retum it fo the corral and get your
money back.

vmymﬂmmnlnamm

Three recsor pushmgynur,:vvsil(k
Bicek 2l ko ey
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standing on his mourlain, which keeps him
e o, of Yo You aror rouly
:moullobeuwanpushunjs

1get to the Buy Line fust as

. mrm1m1wlownmm1wwn

going on?
rmapmyermmlhslausmaum

of money, land and goods always

advantage. Elku?encherlhunﬂwonwrsmlor

he or zhe will win all the “ties” The same goes

when you and anather player are

o buy something.

Yos, but can't I sell just one unit?

Once a trade begins. no other players can
break into it. Your only hope is o get one of the
players 1o stop trading.

The Store was out of Food and I still wanted

fo buy some. But I couldn't quite reach the

Soller. Is something wrong?

Nepe 1t the Seller doesnlwcmmsel! you
canjus stay on the fop of

the screen and you can'

How come | can't always go as high as I want
to in the Auction?

You carnit bid if you dorit have enough money:

Why do I have to stop selling just because

I reach my “critical level?” I could have sold
Food when I didn't need it for my next furn.
1t sounds like you're ready for the Stlandard
Game. Turn to page 10 and check it oul




Tips on the Beginner’'s Game

m Always get land during the Land Gran. even if
you cant getthe cne you wari~it s worlh 5500 in
figuring your Net Worth

W Avoid moving through mountains and the fiver
whenaver ‘They will slow you down. The faslest
way 1o move is diagonally.

W Leam how 10 transter and re-outfit MULE to lake
advaniage of shortages and surpluses that develop.

have time remaining after placing your
MULE;LnohorM\Mme I he Wompus i oo
far away, ignore him and go 1o the

B Take advaniage of the terrain by producing the
ight place. Riv

you gel an extra unil of production in each plot
This reflects what is called “the curve theory
of production” explained in the section “Economics
of MULE"

lwamvvrhucurnmplmspmaucmmamms

theory of “ecor
in “Econcmics of MULE” No more than | extra unit
s given lor “economy of scale’” regardiess of how
many plots are touching

W The price of goods is based on supply and
demand, also explained in “Econcmics” In he Safus

energy in the Flatiands, and mine Smithare in the:

8 Always gat e ciher players o pay tho highes!
price when you are selling, and 1o fake the lowest
price when youare 1o “lease” them into
Biking your prce by wiggling your character up
and down on the Auction screen.

[ ] furn
3 things: “Base Production” Energy. and econamic
bonuses. Bass Production is the number of units your

‘appear in the lower right comer of your land
during Production.

® AMULE. will produce ZERO units during a tum
if it doesnil have enough Energy. Food and Smithore
MULESs need one unit of Energy each furn left
over from ihe previous hm. (Enaray MULEs st
use Energy as they make iL)

M It you have 3 plots producing the same product,
regardless of where the plots are located on the map.

you alize your
example. Ilvoupwdunuﬂmeux:dlormum
mmrdmrmﬂemmdmssdlmmw

both will increass your production and profits

W The last place player will move firstif there are.

less an 7 MULE in he corrl. It ters cre more
B

mebemlmeemmmava-wne

W Donitlose MULES. I you outtit a MULE, but
then realize that you mnlmvellmulcleadﬂlbwur
lmdamumlmnmnﬂmubudunmm

“You will get back the money you paid for the MULE
even though you will lose the cost of outtitting.

m Use the ‘hm’\dlﬂﬂwm Wﬁsm built into MULE.

The Humanoid
it gels less maney and less time.




The Economics of MUL.E.

Pricing

Prices are set by supply and demand. Prices

go up when the supply is small and the demand

s high; they go down when there is a large

supply and little demand. For example, if

there are 25 units of Smithore in the store and

all the players are producing il. the store

very low price o buy il

In M.ULE. the slore sels prices using a formula

based on principles of supply and demand,

and also on the latest prices paid for the product.

No store price can go over 5265, Food. Energy

and Smithore have minimum prices of 515,

$10 and S14.

Economies of Scale

‘The “law” of Economies of Scale says that

the bigger you are. the better you get. If you

‘double the size of your operation, you more than

double your effectiveness. ms is because of

thingsli

on buying raw materials iy building lcols.

In MULE. if you have two or more plots of

mssamsldndarpmdumn
more efficient.

Jand side by side, daing
your MULEs become more
averuqeone exira unit of producbonon
each pl

Ipwn!ng Curve Theory of Production
In many industries, as you build more and more
of a product you learn how fo do it more effi-
ciently. The "Learning Curve Theory” says thal
every ime you double the lolal number of
units you have ever buill, you “leam’” 10 build
thal product for 20% less. This is the reasan that
calculalors and computers keep costing less
and less every year.
In MULE. you get an extra unit (on each
plot) for every 3 plots of land you have that are
all pmducmg the same kind of product,
rdless of they are located. Thisis
L cnddlllomolhsbonusvw gel from economies

of scale you get from adjacent plots.

For example. if you had 3 Smithore mines,

and 2 were side by side. each mine would pro-
duce one extra unit for the Learning Curve
effect. and the 2 adjacent plots would each
produce a second extra unit for the Econcmies.
of Scale effect

Diminishing Returns
Just when you thought you had it wired
«economics comes through with the “law” of
diminishing returns. This law says that economies
of scale and leaming curve effects reach
a point where they get less and less important.
In MULE. you can see how this works if you
try to develop a Smithore monopoly. At first you
get high levels of production by locating
mines in the mounk ere there are rich
Smithore depasits), and gelting the economics
bonuses . Ever ly you have to start
‘mining for Smithore in the fiat land to increase
nomies of scale and learning curve
elfects. Socner or later you rea:hcpcml where
you get more value from giving up the economic
bonuses and producing Food or Energy instead.

Prisoner’s Dilemma
Normally. in a tree enlerprise system. this
‘work out best if eve: nemcnwnmhnnsell
However, there are some cases in @CONOMICS,
such as “The Prisoner’s Dilemma. where
everyone loses it each person spends too much
time worrying about himself
InMULE. |Emeoolonydoesnl survive, evarynne
loses. If one player is poorly. he
canit atford to pay high pmes |ohuyc:ll the




Standard Game

There are several new rules in the Standard
game that give you almost unlimited strategies
First the Standard game lasts 12 furns.

the entire colony must have a lotal
warth of at least $60.000 arycuw-m all gat sent
home fo work in a MULE factory. Here are the
other changes:

Land Auction

In the Standard game, the store auctions la:
immediately after each Land Grant. The number
of plots quctioned each turn averages 1. bul
«can vary from 0 to 6. The ploi fo be uucﬂonad
will be displayed by a black flashing squa
After all the players press metr)wsn.ck hunons
the auction begins. To bid. simply move your
abave the minimum

moves ‘the minimum bid. the plot doesnt
sell. The plot will be valued at $500 in figuring
your net worth during the Summary no matter
how much you pay in the Auction

Selling Land

In the Standard game you can sell your land.

It it sells, you receive all the money paid for it

1 the plot dossn sell, it will not be quctioned
again unless you offer it again.

To mark your land “For Sale” enter the land
oftics wilhel a MULE. and then go o the plot
you wish o sell. When you are in the center

of the plol. push your joystick button and return
1o the land office. To help you. the timer is turnad
off when you enler the land office to mark a

plot. Land marked FofS:lLa will be offered in
the Land Auction thy
Seﬂmg!mdmrhdmmnwnmmmng
goods When the Seller moves his joystick up and
down 10 raise or lower the asking price. the
price changes but the Seller doesnt move

on the screen.

The Seller can change his

fime. If he does this, if he moves rh :lski pnce
alﬁ‘vsrupardwnthah:yersbidrsculmnm
ically rejecied. and he has lo move above the
asking price again. When time runs out the
Buyer who is highest. and above the asking price.
getsto buy the land There is no maximum price.

Development

InmaﬂumuldgmmﬂmpI‘Cﬁ-ulMULE.s
wvaries from turmn 1o turn dependingron the number
of MULE s available and the number of unde-
veloped plots owned by players
Each game staris with 16 MULESs in the cor-
ral. When these are gone, they can only be
replaced in one way: by building more from
Smithore. 11 1akes tw unis of Smithore 1o buld
aMULE. and only the siore knows how.
Because of the difficulty. it takes the Store an
entire turn 1o build a MULE. from the Smithore
nbuysNeodiessmsaylhepﬂmmeULEs
and Smithore skyrocket when the colony begins
to run short of MULEs.
Another change in the Standard game: the
M.ULE. will run away when you try fo install
him on your land. unless your character is
dnecﬂyowrthehousehﬂxenvwmyour
joystick bution. Pushing the joystick buts
mumﬂmarmmmpu wiilais:locuse
the MULE. to run away.




Standard Game (contad)

Auction

Two changes have been mmla to the Auction
phase. First, you can use your own judgement
and sell products below your “Critical Level™

if you think if is wise.

Second, when the store has no units.

‘watch the bid price. So long as the ssller does
not move down from the lop of the screen. no
transactions are made, no matler how high
the bid goes.

This allows shrewd players to lake advaniage
of their friends.

price for a unit of any product may go as high
as Buyers are wﬂl\ng fo bid. In other words,

One odd if one player is bid-
ding very high while cther players stop raising
their bids: the bidder doesnl seem to move

it one player you can

make him puy!nrll Because lhe screen is only
50 big, it may look as if the buyer isn't moving.

when his bid price is actually rising fast: o

y and the non-bidders seem o be
going backwards. The reason: its all relative
fhe honbidders kast bid doesrit changs.,
only their relative positions on the screen.

T_ips on the Standard Game

B Conserve cash for the Land Auction. Land i
very valuable. You should be greedy for land. Make
the olher plaryers pay dearly for it

B During each players lum there is a 25% chance
of a random event. and there are 21 ditferent
events. The losing player will never receive a bad
hack event. and the winning player never gels lucky.

B In the Standard game. the production on each
plol vanes from um to turn. Base Production is only
he overage production. and il varies from 0to 8
unitsevenitthe MULE hossmugh}:mrvy‘bummhl
want to sava a litile extra Food and Ei

satety siock” Just in case you hita oo O b uck

M Random events may also come up just before
the Production phase: There are B difierent fypes.
Mostatiectallplayers bula few only atfedt inditviduals
Watch oul for the Pirate; he pi

B The Sandard game invites player inl
Diplomatic and persuasive skills are cifen more
important than knowledge. This is like lije in the rest
of the galaxy:

leraction

| | DonlbomlmdollcslnanULE mrwc-

wpec\uuyllvuumwbevn Smith
Remember. your opponents canl develop et land

mmwMULEsAndm!eruﬂxlehumMm

f they're ahead of you (and their tum comes after

yours). All you have to do is get a MULE. trom

the corral, oultl ham for Foodh lecrve the fown. and

push your bution. That MULE. will disappear laster

than you can say “which way did he go?”

M speaking of “culthroat” play, an occasional
cutthroat maneuver may put you well oul of iy
of the ofher players. For example. if you have food
‘el s ol oy Lyl ok e store instead

Smithore.(In the Tournament game: he plunuan
ite. explained laer).

:m ©alching ¥ou. and nexi furm you may have
amonopolyl




Tournament Game

The Tournament Game adds two new concepts
to MULE—| ite and Collusion. These two
small changes turn it into a game that’s almost
entirely new

Crystite
Crystite, which is found underground. is the
P e

opment tte varies with underground cor
fours, mthsrumnlenulnlypellkemherpmduds

in the river valley. because the boggy land
makes mining impossible.

There are two ways fo discover Crystile. You
can install a Crystite MULE. on your plot, and
hope you have made a good guess, o you
can take an " first

To do this, enter the assay office in fown. then

ple back lo the assay cffice, it

Medium (2). H!gh(a) or No (0) Crystite

depasits on the plot.

You may take soil samples on any plot on the

map. even those that no one owns yet. However,

it mghlhﬂlﬂugb!nﬂmilhecer\!erotcplol

that isn't owned, because you worn't be able to
lhs shape of the plot. Kaep trying. YouTl get

it sconer or later.




Collusion

L} e L
o 5.

wuagmelocwiudemupnmts o 50
the leading player can't buy your Food.

is in effect in an Auclion, only the players
involved can trade and the cthers are shut
oul. Although the basic approach is the same.
Collusion works differently in Froduct Auctions
than in Land Auctions.

To start a Collusion during a Product Auction,
two or more players push their joystick buttons
al exactly the same time. (To make sure that
Ihe liming s pertect, you may even have
person push BOTH Ihe joystick butions.) This
starts a special Collusion timer. changes the
color of the screen to pink. and causes the other
players and the Store to fade info the back-
ground. Until time runs out, the players involved
can concentrate on working cul a betwean
Ihemselves. The game returns lo the regular
auction affer collusion is over:

LEER QVETIOS.UNI.

Collusion works differently in the Land Auction.
The Seller gets to set the price and selec! the
Buver No prearranged signal or special timing
is necessary. Here's how it's
Seller pushes his or her joystick

That Buyer is
the only one who can make a bid on your land
To select another Buyer. simply push your
ioystick butlon 1o select the next one on the
right. Whoever you select can move his bid up
or down, while you, at the same time, raise or
lower your price, (Notice that the house does

nges

ur
price, he or she gets the land. It Collusion timer
runs out before anyone meets your asking
price, the game returns to the normal Auction.
Don' forget: if the Buyer you select fsnt going to
meel your price, you can always shut him off
and “aclivaie” another Buyer.




Tips on the Tournament Game

game siarts with just enough
to keep the Colony alive fr one tum. You
Development

mpwuwmmm\mb |hs first
3 Sl'unﬁcﬂhﬂﬂmne

M Crystite prices vary from S50 to SIS0 per unit.
but are not atfected by supply and demand on the
planet. The way lo make a killing on Crystile is

I Inthe early slages
by assayt

Wampuses
nough oash o stay flexible
Isbylpec\mﬂl\cuncrﬂlle l!vcuwnllndundnnlnln

be well chead

the richest Crystite plots you will

toward winning the game.

W speaking of Crystite, it i better to group plots
around a low or medium plot than

together

100 he s wih ich conceniration, By king
dvantage of “the learning curve” and “economies.

Sl e e preshics T i i

than by going tor the high concentrations and scat-

tering your land holdings.

W Don't be shy about transterring and re-outtitting

MULES. paricularly toward the end of the game
Victory can often be pulled out during the last
1-3tums converting all of

nergy) for the last turms, then go for it

W Trade Land by using Collusion! If you can talk one
of the other players inio tradiing @ plol you

several other piols you already own)

game Nn mors hcn 2 iraia Ships ever arrve
duringa 11 for example, no Pirdte ship has
amved.illsme anﬂvuuhavamumuolcwh
in storage, SELL!

W waich for the “Fire in Store” special event.
it happerns. ice of products will increase. par-
ticularty Smithore if M ULEs are scarce.

player(s) inthe
receive an extra $200 10 Glisel YOUr SUperar play
Try playing the Humanid (cdvanced) character
against the computer. You will be hard pressed
1o beat him!




About the Authors

‘The authars of MU L.E. have spent cver 3500 hours
writing and playing this game. Here are soma of
their secrets.

DAN BUNTEN. | like 1o win by analyzing

my oplions.
When | am bidding in a land

it I am behind, | always ask lor advice. The
suggestions don'l always help, but hey are
usually good for a lew chuckles that keep
me interested

Finally. a few short tips:

- The best wary out of an oulfitting shop is o

a il “rule of (e 1o delermine huwmu:h
a plot is worth. Mulliply the number of hurns
left by 100 and add 500. This will give you the
maximum bid you should make on any piece
of property. In other words. bid high for land
early in the game, even though you dont have
rmuch cash: but donl get sucked into a bidding
battle later in the game just because you
have lots of money:

do -diagonal pull of the stick and then
slide sideways

= The tastest way (o get 1o the center of town is
1o enter from the top or the bottom.

* It you play with somecne who wins all the
time (or the computer), try o figure out what
they're doing.

Iulwavs tryto make pruden
throughoul

1t you want to get really figure out
what product you will develop on the land,
then figure out how many unifs you'll average.
and how much it will sell for. Multiply that by
the number of tums left and add it to 500.
‘This is how the computer player ftigures the
vulueol sach plot of land Bul if you'rs like me,
nt be

e missing a
land granl, nol becoming sell-sulficient in Food
«and Energy. or nol leveraging every penny of
excess cash.

Unless | capiure a decisive advaniage early in
the game, [ usually find myself ina :kmgem y

belore the auction is over.

ALAN WATSON. Despile my experience wil
MULE. | have more ideas about how o pluy
than about how fo win. The way I play is con-
servative, and so | seldom win by awide margin
1t seems | need more than my share of property
(11 plots) 1o win. So 1 try to get as much land

as [ can. Even 50, | try to get adjacent plots

lo take advantage of economies of scale.
Unless food prices are high (over §100). 1 try

to convert all my Food M ULEs to Smithore or
Crystite by the tenth tumn. 1 also iry to stockpile:
energy by then so | can convert my Energy
MULEstoo.

tion. Then | have lo use all

my wits and cunning just to survive. | can
often appeal to Alan's sympathetic nature and
convince him 10 sell me one or two unils of

a needed commodity, but all | ever hear from
Dan or Bill is something like, “You want i, let's
see that price up to $300” Totally ruthless

One bil of advice: if you just happen o find

they sho
on you and kept you alive: think about the gDod
of the entire colony... and then, DONT SELL.




About the Authors (contd)

‘BILL BUNTEN. My advice is: play to win.
As the game begins, get into Smithore. Grab
amountain plot next to the river. Immediately

yell that you missed the river, and mumble
‘about the need for Food preduction. Usually that

will convince at Jeusl Iwo of the others lo buy
river land and d

Then don't ialJ.Snnlhom(D he store, You want
demand 1o go up and the slore’s supply lo go
down. When the others slart lo notice. coast
another turn by cursing your joystick for “inad-
vertently” flopping you to a Buyer when you
were trying to be a Seller. By the next tumn,
they’ll be getting suspicious, and they'll start
selling all their Smithore to keep the price

e

The cat's out now, and everyone's n 10 you.

So next turn—don’ develop at all—let MULEs
free. Grab one, outfit it for food, step out of
the fown and push your button. If you're quick

And remember, there are drawbacks (o being
the winning player—you always lose ties in
the guction. So. if you and another player both
need Food or Energy. and you're winning. you
must be conniving. Right belore the auction
starts, mmtnhunclndmakeumu::k]e like

you just made a mistake. Maks mng
conlact and start explaining. By

realizes that the quction has starled, yuu [l have
that little jump. So buy all the product

need, and. for good measure, buyupnnyum
he needed. 100
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(Food Symbol) Food determines Ihe amounl o time you have during

menl. Average production for (ood in the River Valley is 4. in the
Flatlands 2. and in Mountains 1. Food prices range from $15 to $250. The
outfitting cost for a food producing M ULE. is $25.

(Enermr Svmbol) Enslml is used in the production of all products except

tself. The amouni eed is based on the number of non-energy
p]ulswtthULEsphﬁl Ave rage production of Energy in Flatlands is 3,
in the River Valley is 2. and in Mountains 1. Energy prices range trom $10
fo $250. The outtitting cost for an energy producing MULE. is $50.

(Smithore Symbol): Smithore s used in the production of MULES in the
Standard and Tournament games. The store will produce | MULE. for
every 2 Smilhore unils it buys from players. Average production of Smithare
in the Flatlands is 1, in the River Valley is 0 (you may not mine Crystile
orSmwnarein the River Valley). ur\d ln the Mountains | pius the number
your plot (110, the Beginner's
oume Smithore has a h:red price of ssn In other games. Smllhnne prices
range from $25 to $250. The oulfitting cost for a Smithore producing.
ULE. s §75.

{Crystite Symbol): Crystile can only be found when playing the Tournament
game. All Crystite found is shipped off planet neassmlerla the Tnumn
‘ment game instructions for the locations of Crystite. Crystite pi

from $50 lo §150. The outtilting cost for a Crystile producing M u LE is sn:u



