
YOU HATE HIM

It means something. M.U.L.E. Multiple Use Labor Element.
Everyone expected him to be perfect for planet pioneering. Mining,
farming and general hauling capabilities- he could do it all.

It was the unexpected stuff, however, that made a M.U.L.E. a
M.U.L.E.

He was born - if you can call it that - in an underground lab in the
Pacific Northwest. A major defense contractor had gone out of its

way to get the job and they were stoked.

Stoked, that is, until the detailing robots went out on strike. Costs

ran over. Senators screamed. And when the dust had cleared, the job

was finished by a restaurant supply firm, a maker of pre-school
furniture, and the manufacturers of a popular electric toaster.

To all those who watched me lose my mind making this,
and told me to keep going

To Capsule, cheering me on

And as ever, Peng and Breakn'bake for putting up
with my bullshit

2025, Mr. Black



It shows.

YOU
 NEED HIM

No one
 quite  knows  how it is  that a  M.U.L.

E.  is able to

record
 intergalact

icphon
e messages.

 Or  why he can  be used to

cook simple dinners. Or how he pulls in aballgame
 broadcast,

anywher
e in the univ

erse.

Above all, no one ev
er  dreamed  that he would go  berserka

nd

run away if treated carelessly.

No one  expected that, to be sure.

But you've got a planet to settle. And for now, he's all

you've got.

Good Luck, you'll need it.

...But even as pundits proclaim the passing of the video

game, a bunch of guys living in Arkansas have been busy

writing a program that may revitalize the industry. It ought to
make them rich anyway.

-Leo Laporte, Hi-Res Magazine, 1984
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Imagine, if you will.

It is 1983.

The Video Game Crash is

still ongoing.
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Games

especially for
the home

(are a fad

They are on the way
OUT.

It is before the
internet

CD-Roms

polygons

and the NES

It is at that time an important
game is launched'

and an important company is
founded.

But games aren't born, they're
made, so our story begins in 1979

Video games have been around for

only ten years.

And they made their money in
quarters.

So let us set

the scene



In the late 70's,

Computers were getting smaller.

But small is relative.

A machine that once took up a building,
could now be made to be something that

took up the size of a refrigerator.

The relentless advance of progress

were making them yet smaller

If you valued it enough,
If you were living on the bleeding edge

If you had the capital,

You could even bring
Sone

homei



PART 1:
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it is hard to stress how specia
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The HP-35 was a calculator that plugged

into a wall and cost something around
$1k.

A grand some people were

happy t erC
A machine that could do Math for

Entertainment was so special,

You could slap a coin taker on

it and make more money than
GOD.

MISEILE ONMAnE

It is in this environment that one

Dan Bunten enters the picture.

But being the first

multiplayer game for home
computers

with a special
controller³

selling for $35
instead of the normal

$15

SPEA
KEAS

Y

Sof
twa

re

WH
EE
LE
RER
DEA

LER
S

WHEELER

ALERS

He had once released a game for the

Apple II called Wheeler Dealers.

It didn't sell that well, even for
the niche market of the time.

... it still made a pretty

penny.

$35 then is like $170 today,
for what it's worth.
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Wheeler Dealers and Dan's other games
catches the attention of one Trip

Hawkins,

head of the then-fledgling

ELECTRONIC ARTS
which was founded in 1979, but

had yet to release any games.

They needed some good titles with

eye-catching graphics

and killer gameplay

to put EA on the map,

and these two were made for each other.

What better way to get attention

than to make some games for the most

powerful machines at the time:

The Ata
ri 8-Bit

Comput
ers:

Fhe AtarI  800
256 COLOrS!

ATAPI
 800 48kb of ram!

4 contrOL
LE

borTS!иAll for $1000*

атагі гв0o compATIBILITŲi

1980's dollars
baby!

$3000 in 2025



"Wait, EA?" Some of you might be
saying, and yeah, same guys. But some

clarification:

In the beginning, the group was as

much idealistic as they were

capitalistic.

A place for artists, it's
right in the name.

Made up of refugees from other

abusive studios or having shown

promise,

this publisher would release many

beloved classics for decades, even
at their lowest.

Our game, and 5 others, would be
the opening salvo to a powerhouse

of a game publisher.

I bring them up now, to
illustrate how much things have

changed.

ELECTRONIC ARTS

FA

The publisher is now associated

with some of the worst capitalism
itself can offer 5

We all think about

microtransactions, overwork, and

derivative titles at mere mention

of their name today.

In the 2025 videogame industry

layoff bloodbath,

they rank 4th highest in the

amount of people they've
fired... so far.

But
in this story,

it started with other

intentions in mind.



Now
GRAPHICS MODE INSTRUCTIONS

COARSE $09
#31

☐ Yertical LMS wtth LMS with Camment

SCROLL

Game-Dev at this time is very tricky3
-40 bytes

4 4 68 44 36 24 84 54 16 74S 5 69 45 3725 85 55 Multicolorede300176 6 70 46 75
3828 Double High M Chasaeiod
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BOO

de 3

11

12 C 78 4C 442C
13 D 77 40 45520
14 E 78 4E 46 2E
15 F 79 4F 47 2F

If you ever opened Unity and
thought that was hard ...

197. Games in this era were
Almost always written in some

form of Assembler

DISPLAY AREA ☑

SCREEN MEMORYENT UKS

nISPLAYDISPLAY
AVALLABLE

SCREEN SIZE SCANSCAN LINES 3N

USED
(Byles

Graphics4
Graprics

992
40

ucolor 8
ootable)

not selec
See Table

Standard "Asset Management" 0.1.2,3
674 See Table
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Double 2020x

Widih Toxt 20
Double-Width

Double-Height Text
20 x

4
40 X

FOUR

GRAPHICSCOLICS

4 80 x 40
80 x 48

You know, writing sprites
to the screen and music to

the speakers?

Color Register 4 712 G Gaghica Graphic

703
Color 1 Register

Graphics Gphics 14(XL) Grashics 1S(XL

Colos ? Register1

Coior 3 Register
712

Cotor

4 160 x 80 (Split)
180 x 96 iFull)

2

Graohics

Medium

Aesolution

TWO

COLOR
GRAPHICS

High
Resolulion

16 Luminance

Color

2 Luminences

1 Cotor
Luminance

30 x 48 (Fu

160 x 80 (Split)
160 x 98 (Full)

320 x 160 (Spi
19

80 x 192 (Ful)

80 40Full

None of that existed

at the time.

Registe
tor

706

Register

orBonister 2

40
Soli 9138 not setoctao

320
40 8138

00 x 192 lFu)

1-8
8138

9 Colot

Registor
0-15

8138

Resolutios
16 80 x 192 (full)

16 Color

Medium
Resolution

Muti Colo
Chacactor
Charactor

0.1.2.3

140 1154

Pixels were hand

entered, by typing
Assembler code

Same for Music,

sound, and animations

40 x 20 (Split)

40 x 24 (F ull)
40 x 10 (Split)

Double High,
40 x 12 (F)

Multi-Color Char
Two Color
Bit-Mappod

Fouip Color

160X

It is in this way that

simple games by modern
standards could easily take

a year or more to make.

The technology to do

anything was being
invented on the spot.



0001 02
Trip and Dan agreed that they would make

spiritual remake to another of Dan's
titles: "Cartels and Cuthroats".

a 290

CHO71
021

But this time

07

CHO 7214

2225
There will be aliens,

071

511
And graphics

Roy Glover
(uncredited)

Musician, Sound

OHD

TTh

And direct competition

CNOL21 0215

0ר

and even music 111 c 0214

Ozarksoft, Dan's studio, would
handle the Atari version

The team, sans Dan and
Bill, would port later
to the Commodore 64

Bill Bunten

Designer, Tester

Dan Bunten

Team-Lead, designer,
programmer

Jim Rushing
Programmer, Producer

Alan Watson

Programmer, Artist, Designer
The game would be known as...
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PART 23

M.  U.L.E



Electronic Arts wanted to

sell rockstars.

A few months before, they
released a famous

magazine ad.

The "We See Farther" Ad

There is a good chance that

your favorite game designer
has this on their wall

somewhere

WE SEE FARTHER

It promoted their
designers like musicians

photographed like rockstars,

(by a rockstar photographer.

M. U

ELECTRONIC ARTS

The rocker angle didn't
stop at the marketing

either!

MULE

MANVA
MULE

The games were sold in Vinyl-
Record style Gatefolds,1

which would fit with your album
collection perfectly.

The inside of the album contains
flavor text to set the scene

(an instruction manual

and the game disk itself.

The gatefold also contained another black
and white portrait of the dev-team and a

little interview8
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The text inside the inner cover paints

a hell of a picture:

"YOU HATE HIM, YOU NEED HIM...

It was the unexpected

stuff,

however,

that made a M.U.L.E. a M.U.L.E.«

"He was born- if you can
call it that, in the

Pacific Northwest.

A major defense contractor had gone
out of its way to get the job and

they were stoked"

" ... Costs ran over. Senators

Screamed...

When the dust had cleared,

the job was finished by a
restaurant supply firm,

a maker of pre-school

furniture,

and the manufacturers of a

popular electric toaster."

"It shows"

"But you got a planet to

settle... and he's all you

EXP
LOI

TAT
ION

got."

"Good luck, you'l1
need it"



The ideal way to experience MULE
is to get four players together

at your house.

Have them bring their 2600
controllers, the Atari 800 can

take up to 4.

Not a big deal if you can't,
there are AI players but they

are... predictable.

Put the disk in, turn the computer

on, and this game is not hard to
explain as it goes.

MUL
Choose the number of present

players

Choose you species

And awa

YOU
OSEL 201

PR
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The premise is simple

You and three others with

nothing more than $1000 and
the land itself

Vill all have 12 cycles to develop this
parren landscape into a self-sufficier

colony

that can extract natural

resources and be

otherwise livable



MINE

CRAZY
EpS
SOL A MUL

But merely livable
is not your goal

You want to

own this town
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With your money, you can buy
land, and M.U.L.E.s.

U.L.E.s can be planted on plots of land
after being fitted with special equipme nt

FOOD

Multi

Use

Labor

Elements

MULES can extract one

of four resources from

POWER

You consume food every turn from your

reserves. Deficiencies shorten your turn

timer. The riverbed is good for food
farming. Food decays in storage.

MULES consume power every turn from your

reserves. Deficiencies will randomly

turn MULEs off. Power decays in storage.

SMITHORE
CRYSTALITE

The shop uses smithore to create MULEs.

Mountains are good for Smithore mining

Tournament mode only. A cash ore.

Nobody knows where Crystalite might be.



Each turn goes roughly the same
way from this point on

Everyone chooses a free plot, then
sometimes buys a plot in auction

Then, everyone takes turns
doing their "Active phase"

The active phase involves the player, as

their character, running around the map

GRA

SULA
L

In a time where a lot of economic games involved
navigating text menus, this was a big deal

oh, and

YOU!
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IT'S YOUU
R TURN

YOU GOT LIKE
SECONDS

THATS RIGHT

M

FIT IT OUT AT THE

SOLAR PANEL FITTER

YEA
H

NOW YOU GOTTA PUT

THAT MULE ON THE

LE


























































































