


























































































































THIZ MCCGIBRERITS GUIDIZE TC
CRTUND INSTALLATICN INFILTRATICN

SECTION 1: OVERVIEW OF GROUND
INFILTRATION MISSIONS

After you fly to the correct location behind enemy lines, land your
chopper safely, and follow the on-screen instructions, your point of
view changes to an overhead perspective of the helicopter at the
landing site, with you standing next to the chopper. From here,

you embark on a ground mission within the Mad Leader’s installation.

There are three ground missions. Your specific objectives within

the installation for each mission are described in the section of the
manual entitled “SECTION 2: SPECIFIC MISSION OBJECTIVES”
In addition, a summary of the current mission is given in the on-screen
briefing that appears before you start up the chopper at Home Base.
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The installation consists of nine sections (screens) which, if viewed
from an overhead perspective, would form a 3x3 square. To explore
the installation, move the joystick in the direction you want the
Infiltrator to go. Many areas of the complex are patrolled by guards.
Stay out of their line of sight as much as possible, because they’ll

call you over and ask to see your papers if they see you. You'll learn
how to use the papers, gas grenades, or sleeping gas in your “inventory”

to deal with the guards in the section of the manual entitled
“SECTION 3: THE INVENTORY”

Many ground mission objectives are carried out inside the buildings.
You'll need to search the buildings for security cards that unlock
doors, electronic keys that turn off alarms, radiation suits to protect
you, and lots of other items.

You'll also be looking for specific locations in which you must carry
out the particulars of your mission. For example, you'll need to

find the Mad Leader’s missile room in order to be able to use the missile
deactivator in your “inventory!’ It is advisable to draw yourself a map
to chart your path when you discover locations that are required for
completion of the ground mission. A hand-drawn map can save you
a lot of meandering when time is of the essence. An on-screen clock
tells you how much time you have left in which to complete the mis-
sion. To stop the timer and pause the game, press the space bar, which
takes you to the inventory screen. The timer does not run while the
inventory screen is displayed. Press the space bar again to resume.

You have five “lives” with which to finish the mission. Whenever
you are captured by enemy guards, step on an undetected land mine,
or run out of time, you lose one life, and you must start the ground
mission over from the chopper landing site. If you lose all five lives,
the mission is terminated and you'll find yourself back at Home Base
in the chopper, where you'll have to start the entire mission over.
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Once you finish a mission, return to the chopper, walk the Infiltrator
into the chopper’s door, and then make the return flight to Home Base.
You won't be able to get back into the chopper unless all of the ob-
jectives of the ground mission have been completed. In addition, a
message appears on your inventory screen to indicate that the mis-
sion is complete. (Press the space bar to reach the inventory screen.)

SECTION 2: SPECIFIC MISSION
OBJECTIVES

Mission 1

Mission 2

Mission 3

Your goal is to penetrate the Mad Leader’s chemical labs and neutralize
a vat of deadly nerve gas. Obviously, you'll be looking for something
that neutralizes the nerve gas, as well as trying to find the chemical
labs. There may be a few obstacles that you'll have to overcome along
the way. Hint: In the final analysis, a certain color is probably

your best.

Locate and disable all of the missiles in the Mad Leader’s installation.
While you're at it, cause a meltdown in the reactor, too. You'll need
to make use of a couple of the special items in your inventory to
handle this mission. Hint: In creating a meltdown, timing is every-
thing. Things have to match up just right.

Find the Mad Leader and mess with his brain. To get through his thick
skull, use the brain implant in your inventory. The brain implant will
turn the devilish Mad Leader into a model citizen and protect society
from any more of his abuse. A set of cards will help get you through
this mission. Hint: Things aren’t always what (or who) they seem to
be. Catch the waves!



SECTION 3: THE INVENTORY

Readying an
Inventory Item
for Use

The Infiltrator carries an infiltration kit, or inventory, which includes
sleeping gas, papers, a missile deactivator, a brain implant, gas
grenades, a mine detector, coolant evaporator, and a brain scanner.

An item from your inventory must be selected as the active item before
it can be used. The current active item is indicated at the bottom of
the main game screen. The inventory screen shows the items that are
available to you and, in the case of gas grenades and sleeping gas,
how many or how much you have left. To reach the inventory screen,
press the space bar. Press the space bar again to return to the game.

From the inventory screen, you can select the item that will be

active whenever you subsequently press the fire button on the main
game screen. To do so, use the joystick to move the flashing rectangle
until it frames the desired item. Or, to change the active item without
switching to the inventory screen, simply press the appropriate

key as follows while either the main game screen or the inventory
screen is displayed:

BRAIN IMPLANT —I1

BRAIN SCANNER —B
COOLANT EVAPORATOR —C
GAS GRENADES —G
MINE DETECTOR —M
MISSILE DEACTIVATOR —D
PAPERS —P
SLEEPING GAS —S
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Sleeping Gas

Gas Grenades

Mine Detector

Inventory
Information
Update
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In addition, important items found during your search appear in

a text line at the bottom of the inventory screen. You never have to
select an item that you find to activate it. Rather, it will function
automatically, but only when you “use” it in the right place.

The inventory screen also serves as a pause or break in the action,
because the timer does not run while the inventory screen is displayed.

Papers Missile Deactivator
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SRty o
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Other Important Object(s)
Found During Mission

Brain Implant

Brain Scanner

Coolant Evaporator

Item Currently Active



Papers

Sleeping Gas

These are your fake identification papers. When a guard sees you pass
by, he'll ask to see your papers. You must respond quickly and care-
fully, or you may arouse the guard’s suspicion and set off an alarm.
A guard’s requests and responses appear at the bottom of the screen.
A guard who speaks to you taps his foot impatiently (and, outside

of buildings, changes color).

When a guard asks for your papers, select the papers as the active
item from your inventory. Then, move the Infiltrator directly next to
the guard and press the fire button.

The guard will take a look at your papers. If he has no problem with
them, he'll let you know and you can go on. On the other hand, if
the guard suspects that your papers are bogus, he'll say so and you
have only a few seconds either to gas him with a gas grenade or the
sleeping gas, or run away.

After you use gas, don’t hang around a sleeping guard. Move on

to another screen, because if you're still there when he awakes, an
alarm sounds. Run away only as a last resort, because running tips off
the guard. When you run, the guard sets off an alarm throughout

the complex, which, even if you get away, will make the rest of your
mission more difficult.

You have a hidden canister strapped inside your jacket that contains
a colorless, odorless sleeping gas. Use it to make a guard fall asleep
for several seconds and forget what has transpired. This is particularly
useful if a guard hassles you about the authenticity of your papers.
Under most circumstances, you might try the papers to fool the guard
before you resort to sleeping gas. A bar graph on the inventory screen
shows you how much sleeping gas you have left.

To use the sleeping gas, select it as the active item, make sure that

the Infiltrator is close to the guard you want to gas, and then press
the fire button. The guard falls down in a heap.
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Gas Grenades

Mine Detector

Missile Deactivator
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A gas grenade has the same effect as the sleeping gas, except that it
has greater range. When used inside a building, all guards in the room
in which it is dropped fall asleep. You start a ground mission with 15
gas grenades. However, you may find more when you search furniture.

To use a gas grenade, select it as the active item, make sure that the
Infiltrator is in the immediate vicinity of the guard you want to gas,
and press the fire button.

The Mad Leader has planted land mines here and there on his grounds.
If you step on a land mine while using the mine detector, the mine
won't harm you. If you step on an undetected mine, it’s curtains. Mines
usually are scattered in the forest and in restricted areas.

To use the mine detector, select it as the active item, then press and
continue to hold down the fire button as you move the Infiltrator
along the mine-infested terrain.

As long as you hold down the fire button, the mine detector makes
a distinctive sound, exposes the mines beneath the surface, and protects
you from harm.

The missile deactivator comes into play in the second ground mission.
You must find the missile storage rooms in order to use the deactivator.

To use the missile deactivator in a missile storage room, select it
as the active item, then press the fire button.

If you are in one of the missile storage rooms when you use the
deactivator, a four-digit missile decoder appears on your screen. You
must deactivate the missile by typing in the correct four-digit warhead
disable code. You'll have to guess the code numbers. When you guess
correctly, the number remains on the screen and you'll move on to the
next digit. But once you make an incorrect guess, all the numbers you
may have guessed correctly disappear and you'll have to start over.
You may want to write down code numbers as you get them right.



Coolant Evaporator

Brain Scanners

Brain Implant

Found Items

You'll need the coolant evaporator in the second ground mission. Use
it in the Reactor Control Center, but be careful. The coolant evaporator
is only effective if it is used at the right time.

To use the coolant evaporator in the Reactor Control Center,
select it as the active item, then press the fire button.

The brain scanner is important to the completion of the third ground
mission. The brain scanner generates a brain wave pattern of the per-
son on whom it is used. A brain wave readout can be useful in making
sure that a person is, in fact, who they appear to be.

To use the brain scanner, select it as the active item, approach the
person whose brain you wish to scan, then press the fire button.

Use the brain implant in the third ground mission. The brain implant
causes amazing behavioral changes in the person within whom it is
implanted.

To use the brain implant, select it as the active item, walk up to the
front of the chair in which the person on whom you intend to use
the implant sits, then push and hold the joystick forward to implant
the unit in the brain.

Special items that you find as a result of searching inside buildings,
such as security cards, do not need to be selected in order to be active.
These items work automatically when you use them in the right spot.
In general, you need to move the Infiltrator directly in front of the
location where you think an item that you found should be used and
push the joystick forward to use the item.
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SECTION 4: INFILTRATION OF BUILDINGS

Buildings are made up of dozens of rooms and corridors and are
several stories tall. Use the building elevators to move from one level
to another. To use an elevator, just walk the Infiltrator into the elevator
doors. He'll emerge from the elevator on the next level up or down
(each elevator links only two stories).

The exploration of buildings is of paramount importance. Every item
pertinent to your mission can be found inside the buildings, and many
of the steps necessary to complete the mission take place at specific
locations inside the buildings. The following paragraphs give you

an idea of what to do inside the buildings.

Mapping Unit Inside the buildings, a Mapping Unit appears at the bottom of the
screen. The Mapping Unit diagrams the rooms of a building as you
discover them. The flashing box represents the room you're in. The
color of a room tells you if the room is important or not, as described
below.

Red: Red designates a room of great importance to your mission.
Green: Green designates the building entrance or an elevator.

Blue: Blue designates a room of no special importance.

Note: These colors may vary in some versions.

Searching Furniture Inside buildings, you can search through chests and cabinets for gas
grenades, security cards, and other useful and not so useful items.
However, only furniture on the far wall of a room can be searched.

To search furniture inside a building, first move the Infiltrator directly
in front of the furniture to be searched so that his back is to you.
Then push the joystick forward and hold it there until a message
appears at the bottom of the screen to tell you what you've found.
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Changing Uniforms

Unlocking Doors

Turning Off Alarms

In addition to the furniture, you'll find several coat racks inside the
buildings. Sometimes, a change of uniform is all you need to deceive
the guards so that they won't trouble you for your papers all the time.

To change uniforms, move the Infiltrator directly in front of a uniform
that hangs on a coat rack so that his back is to you, and then push
the joystick forward and hold it there until you hear a tone and see
text at the bottom of the screen to indicate that you've changed
uniforms.

To unlock all of the doors in the enemy compound, first find the
security card. Next, find the security room, which has a lock status
indicator light on the wall with a passcard slot directly beneath it.

To unlock the doors, move the Infiltrator directly in front of the security
card slot so his back faces you. Then push the joystick foward. When
the doors in the compound are unlocked, the lock status indicator
light changes from red to green (colors may vary in some versions).

An electronic key is hidden in one of the buildings. If you set off an
alarm, you can turn it off if you have the electronic key and can make
your way to the electronic control center.

To use the electronic key, stand directly in front of the card slot

on the far wall of the electronic control room and push the joystick
forward. The alarm will stop. Note that the card only works once to
turn off an alarm during a ground mission.
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SECTION 5: MISSION COMPLETION

When you think that you've finished a ground mission, check your
inventory screen. It displays a message to inform you when a ground
mission is successful. When the ground mission is complete, return
quickly to the landing site and walk the Infiltrator into the chopper’s
door. You'll find yourself back in the cockpit, ready to begin the
flight back to Home Base. If you haven’t completed the mission properly,
you won't be able to get into the helicopter.

For the flight home, follow the same flight procedures that got you
here. Remember to program the ADF frequency for Home Base (the
ADF frequency can be found on the computer terminal). You'll have
to deal with the same obstacles during the flight home that you dealt
with during the flight to enemy territory. You have unlimited chances
to fly to Home Base, so don't worry if you crash. You can'’t begin the
second mission until you finish the first mission, and you can’t begin
the third mission until you finish the second mission.

On the other hand, if you make it back to Home Base from enemy
territory and land safely, the mission will be recorded as a resounding
success, and you'll be given the opportunity to begin the next mission.
If you stop playing after finishing an entire mission, the next time
you load the program, you'll be given the opportunity to either go on
to the next mission or repeat a mission that you've completed already.

Dweezil McGibbits (no relation to the Infiltrator), president and
chief executive officer at Whizbang Enterprises, has this to say about
the new Gizmo™ DHX-2:

“What do you mean it just exploded?”
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THE OFFICIAL “LITTLE INFILTRATOR" QUIZ
FOR BURGEONING JIMBO-BABIES

1. THE MAD LEADERIS...
OAN EVIL WARMONGER WHO WANTS TO RULE THE WORLD
O THE KIND OF GUY WHO'D STEAL CANDY FROM A BABY
OA FORMER WILLIAM MORRIS AGENT
2. THE INFILTRATOR FLEW HIS FIRST ATTACK HELICOPTER...
OAT AGE 12
OAT AGE 13
OINTO A CROWDED CAFE
3. WHIZBANG ENTERPRISES IS...
O A MANUFACTURER OF ADVANCED DEFENSE SYSTEMS
ORESPONSIBLE TO THE COMMUNITY AT LARGE
ONOT AT FAULT FOR THAT ACCIDENTAL NUCLEAR BLAST
4. THE INFILTRATOR MOTTO IS...
OHELP THY FELLOW MAN
0O YOU CAN ALWAYS ACHIEVE YOUR DREAMS IF YOU TRY
OMAKE SURE THE CHECK HAS CLEARED FIRST

5. THE INFILTRATOR TRULY ENJOYS...

O A QUIET MOMENT AT HOME WITH HIS CARING FAMILY
O HELPING THOSE WHO ARE LESS FORTUNATE
OPARALLEL PARKING
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