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You are a raw young recruit in a Platoon offive
deep in enemy territory. Unprepared for the
challenges thal lie ahead; realisation dawns that
y0u must n0t only survive the physicalordeals but
retain your sanity amidst the horrors and
injustices of war.

As the game progresses you must overcome
the hostilities in the ditferent environments
presented to you and ultimately survive with your
sanity and morale intact. There are six sections in
this experience, each presenting you with a more
arduous problem. There will be casualties, as in
any war, but the first casualty of that naive young
soldier will be his innocence.
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CASSETTE
1 . Place lhe cassette in your recorder ensurino lhat is is lullv retvound.2. Ensure that the MIC sockel is disconnected and lhat the iolume and

tone controls are s€l to the approoriate levels.
lllhecomputerisa Sp€ctrum 4SKorSpectrum+then load aslollotvs.3. ll the computer is a Sp€ctrum 4bK or Spectrum + then Ioad as lollotvs.
Type L0AD""(ENT€R). Note there is no space betwe€n the twoType LoAD" (ENTER). Note there is no spac
quotes. The is obtained by pressing the SYMBOL SHTFT and p keys
simultaneouslv.

4. Press PLAY on your recorder and the game will load automaticallv. tf
you have any problems lry adjusting the volume and tone contiols
and consulling Chapter 6 oi th-e Spectrum manual.

5. ll lhe computer is a Spectrum 128K then folis a Spectrum 128K then follow the loaornq
'een or in the accomDanvino manual.instructions on-screen or in the accompanying manual.

NOTE 48K OI{LY
Duetothe enormousamount of code involved in Platoon the gameloads
in 3 parts which are Dlaved consecutivelv.
lYou will only ie'able to load tlie next socdon upon
complodon of your eurrontonel.

The game sections are as lollows -

Load 1 - Junqle I andvillaoe
Load 2 - Tuniel Network aid Bunker
Load 3 - Jungle2 and Foxhole

SideAof thelape includescommondatawhjch isloaded intomemorvand
then loads 1. 2^and 3successively on top ot the dala. Should you tos'e (on
sections 2 or 3) and have to restart it is not necessarv to'load in ihe
common data again; iust turn overthe tape to Side B and load in the firsl
seclion (to do lhis rewind Side B and load in seclions as before). lThis
Inrcrmarcn rs arso carfled In the on-screen prompts which should be
followed at alltimes.l
NoIE: 128K Loads the compleie game from Side A only.

SPECTFUII +3
Set up syslem and switch on as describod in vour inslruclion manual.
lnsen disk and press ENTER lo choose LOADEB'option. This program
will then load automatically.

GEl{EMt CONTnO| S
Compatibl€ nith Kempston, Sinclah and Cursor Jovsticks.
Usualjoystick options lor UP, DOWN, LEFT, RtGHi and FtBE.
IIOTE:The key torthrowing grenades is redefinable for both joystick and
Keyboard oplrons..ln stages I and 2 only. the key forcalling upthestatus
Danel rs also reoeftnaDle as above.



You must lead your Platoon deep into the depths of the
Vietnamese jungle and ultimalely the village. Once there,
you willsearch the hutsfor usefulobjects and ultimatelyfind
a trap door in one ol the huts that will lead you to an
underground network ol tunnels.

The jungle contains many perils such as armed patrols,

booby trapped trip wires, assassins in trees and concealed
"hides" where deadly snipers lie in wait. During your ttek
stay vigilantfor a boxofexplosives left by a previous Platoon
as this must be collected before reaching the bridge which
must be blown up to prevent a large patrol following your
Platoon (and effectively wiping you all out).
To destroy the bridge you must have the aforementioned
TNT, when you cross it the explosive will be aulomatically
planted.

Food, ammunition and medical supplies lett by enemy
guerillas can be picked up and used. For best results,
spread supplies equally between the soldiers in your
Platoon.

List of objectives in this section:

1. Find exolosives.

2. Find bridge.

3. Place explosives on bridge.

4. Find village.

5. Search huts for a torch and map.

6. Find trap door.
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You control one man al a time using your joystick.

UP - JUCPNVATK UP/E TER IIWEGiIII{E OSJE TLEFT - WAIK LEFIRGHT - WALK BGHTDOM{ - DI,,CK/IVALK OOWiI/LEAVE HI'TFIRE - SIOOT
SPACEBAR - IHBOW GgENADE

NOIE: Whether you lump or walk up s,hen prsssing UP on the joystict( is
determined by whether there is an gxil abovs you or not. ThG same rulo
applies for pressing down, Th€ DGMINE OBJECT facility is onlv
avaihbb when inside a hut and in hont ofthe required obisct.

coltflolroRE ol{tY
Koys Fl to FTcallup fre STATUS PANELv/hidl allous youto examine th€
state ol your datoon and transfer to clntrol to another soldi€I. This is done
by pressing UP, DOWN and FIRE on fie ioystick.



f,OBALF
This is a collective indication as to the state ol your Platoon Morale
decreas€s every time one ol vour platoon is wounded and when an

unarmed vielnamese villaqer isahot. when the morale is at zero then your
platoon is consid€red inaltive and the game is over. Morale can be

increased by collecting food and medical supplies

lflT3
Everv time one of the plaloon is wounded, he will collect a HlT when he

has iollected four HliS then he will die, signitied on the status panel as

retired in action . When all five members of the plaloon are dead, the
game is over,

aIfulllTloll
Number ot arenades lett.
Bounds ol dmmunition left.
These can be inqeassd by collecting ammunition left around.

SCORE
This is increased by removing enemy soldiers, collecting us€fulobi€cts
and destroying the bridge as well as any traps. A lalge bonus F o_bullneo

when this section is compleled depending 0n the numoer 0l acw€
members of the Dlatoon left.

. Watch out lor the enemy jumping out of lhe lrees above you oJ

appearing out of trapped doors near yourleet - a well placed grenade wlll
deslrov the hner.

' Whenamemberolyourplatoonisseriouslyinjured(i.etwoormorehils)
transfer controlto another soldierto ensure as many as posslbb ol your
platoon suwive,

' When vou are about to pick up loo'd or medical suppiies, lransfer to the
member-of vour olatoon most in need of them.

. 
lt is recommended that you map o'ut this soction in order lo complets it.
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Leaving the rest of the platoon in the village you
volunleer to go down the lrap door whereupon you find
yourself in an undergroundtunnelsystem. You already have
a torch and a map to enable you to lind yourway around as
shown 0n the right hand side oflhe screen and your position
is indicated by an arrow pointing in the direction you are
racrng.

Beware - The tunnels are densely populated wilh
guerillas who must be shot on sight. They usually appear
from around the corners, but some of them have a sneakv
habit of swimming through the waters of the tunnel ana
springing up in front ol you ... and that knite isn't lor
decoration! The tunnel also contains a number of rooms in
which you maytind valuable items such asRed Cross boxes
(to heal one of your "H|TS") and ammunition. lt is also
essentialthat you find two boxes of flares and a compass lor
the next section (as belore, when you entera room you may
be confronted by a guenilla or indeed one of the boxss may
be booby-trapped).



[!;,r;;ttot 
vorr tou"tents and that of the crosshai (gunsight) vi,ith your

There are three control modes -

UP
LEFT
RIGHT
DOWN
FIFE

- (A) Walk fo ard(8 & C) ilovo crosshsir up
- (A) Rohte left/(B & C) lrove crc$hair tsft 

'
- (!)-Rg[a].igtrt4B & C] Move crosshair righr
- (B & C) Move cro$heli down
. (A & B) Shoot (C) €xamine obiect

CONTROL I'ODE A
Moving through the tunnels. When an enemy soldier appears, control
chanoes to Mode B.

CONTROL IIODE B
Moving.the crosshair in the tunnels. Move it over your target and press
nHE. I you score a hrt, controt wilt revert back to Mode A.

col{TRoL ltoDE C
When you enter a rcom, move the crosshairand press FIRE to examine
oble_cts. lf needed theyare automatically taken. T6leavetheroom, press
F|HE r{ n the crosshair over the exil icon (bottom right).
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f,on LE
This is a collective indication as to the state of your Platoon. Morale

decreases everv time vou ar€ wounded. When the morale is at z€lo then

vour otatoon is ionsidAred inactive and the game is over' Morale can be

inaeased by collecing food and medical supplies

t{tTs
Everv time vou ars wounded, you will colloct a HlT when you have

mlleited foir HITS then you vi,ill die, and hs game is over.

ATTUT|rIOII
Rounds of ammunition lett.

300nE
This is increassd with every succssslul encounter with Vist Cong' upon
findir{ usotul obiects and findlng he exit.

/:

Ther6 are no villagers in lhis section so everyone is assumed to be an

8Hf, 
"l 

,oor. 
"no 

remomber where booby-trapped boxes are.



Upon linding the exit in the tunnel system you find
yourselt in a foxhole. Night has lallen, you are tired and
doubtful ol the terain and postion of the enemy, so you
decide to rest in the foxhole until confirmation comes
through from base camp. Untortunately a group of guerrillas
suspect your localion and will have no hesitation in
atlacking. You have your machine gun and a supply offlares
to light up the night sky in orderto see the enemy silhouetted
againstthe horizon but be prudent supplies are limited as is
the time ot illimination. You must ensure that vou do shoot
each man you see as your own muzle flash willgive away
your position and anyone who is left standing willfind it easy
to locate and kill you.
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The joystick moves the gunsight. A flare is released by placing the gun
sight overthe flare gun (bottom right)and pressing FIRE.

- MOVE CROSSHAIR UP
. MOVE CROSSHAIR DOWN
. MOVE CROSSTIAIR IEFI
- l||ovE ctosssarR RrGr{T
- sHoor

This is a collective indication as to lhe state of your datoon. Morale
decreas€s svery lime you are wounded. When the moralo is at zero then
your plaloon is considered inaclive and the game is over.

HtTS
Every time you are , 

'ounded, you rxill coll€ct a HlT. When you have
collecled four HITS then you will die. and the game is over.

Af,f,UltlTtOl{
Rounds ol ammunition left.
Number of flares letl.

SCOBE
Your score is increased by shooting athckers.

Shoot attackers immedialely.
Conserve ammunition and flares by sending flares up regularly and
removing each attacker with a short, well placed burst of gun fire -



. Having survived a harrowing and sleepless night, you go
in search ofSergeant Elias - your platooir teaderlttowev6r,
you meet Sergeant Barnes who informs you that Elias is
dead, killed in combat. Shortly after however, youseefrom a
distance that Elias is in fact alive and being relentlessly
pursued by guenillas. Infront of yourveryeyes you see your
uergeant mowed down in a hail of gun fire and at that
moment a little bit more of your innocence and sanity is
eroded. Pondering on the information given to you fiom
Sergeant Barnes you realise that in lact he is indirecllv
responsible for lhe death ot Elias by nol aiding him.

Before you can collect your thoughts more thoroughly
you hear a crackle come over the radio - a transmisaion
from the General. An airstrike is plannedlor precisely.l0:00
hours. That meansthatthat section ol thejungle you ire in is
to be napalmed in two minutes, as it is crewling with
guerrillas. That just about gives you time to reach a safe
area, and lake coverlrom the aidome onslaught. you have
been grven the compass bearings of a partictlar safe area
and you must make your way there immediately.

GATE PLAY

The compass (top right) indicates the direction that you
are facing always head in a nonherly direction. Each screen
depicts aviewof a ponion ofthejungle you are in. Bunto the
top ofeach area, avoiding the VietCong tire, snipers and any
other hazards such as barbed wire and half buried mines.
There are several routes through the jungle: some will
enaf\E you t0 make yourdestination in time, whileotherswill
n0t.
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Using the joystic* move your man around lhe obslaclos avoiding enemy
tire. Take a lefi or righl tuming at the top ol each area.

LEFT . MOVE LEFI
RGM . $OVE RIGHT
UP- . MOVE UP THE SCREEN
DOWI{ - OVE BACK DOWN THE SCREEN
FIRE . SfiOOT

Find out which is the quickest route and use it every time. Keep
moving as enemy fire is directed straight at you.
In order to make good lime, certain screens will have to be rushed.
Other, more difficult scrsens, may be negotiated after you have
cleared theway ol allvisible attackers.



- Having reached the area you were told was sele you firid hat
S€rgeant Bames is in a loxhole. He realis€d your susplciohs about him
and Sergeant Eliasand seesthis asan idealopponunity to eliminate you
wilhout witnessesorany otherevidence. Ensconsgd in his toxhole he frgs
his n'rdchin€ gun and throws grenades at you. With the airslrike imminent
and vengeance lor the unfortunato Serg€ant Elias playing on your mind
you realrselhere as onlyone sensibl€ course olaclion. You must remove
Barnes hom the bunker in order to avoid the naDalm. The cover that is
afforded Bamss makes machine gun fire rather inettective leaving you
with the only option of a frontal assault with yourgrenades. You mJsi, in
fact. scorefivedirect hitswilh your grenadesintotie foxhole. you will find
the box ofgrenadesal the start of the screen and these musl bs ficked uD
immediately.

Keep movino for reasons alreadv discus$d.
Pick up youigrenades imm€dialaly.
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LEFT
RIGTfT
UP
DOWN
FIBE

iIOVE LEFT
OVE NGflT

IOVE UP SCREEN
IIOVE BACK DOWII THE SCBEEI{
THROWS GRENADE

Your score is increased with each successful hit on Barn6s's foxhols,
and with his final destruction should you last that long!
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This compute, gare is packed wilh lun and excitemenl -

many, many hourcolpfogramming work have been pul in lo ensure
the maximum playing experience. To get lhe mosl lrom this tille
pleas€ read the instructions caretully and follow lhe screen prompts

- that way you'll be sure that none ol the actioo is missed!

Its program code and graphic representation arsthecopyright
of Ocean Sollware Lim ed and may nol be reproduced, stored,
hired or broadcast in anv lorm whalsoever withoul tho wrin€n
permission ol Ocean Soltware Limiled. All rights reserved
woddwide.

This software product has been carelully developed and
manulaclurcd lo the highesl quality standards. Please read
carelully lhe inskuclrons tor loading lF FOR ANY REASON YoU
HAVE DIFFICULW IN RUNNING THE PROGRAM, AND BELIEVE
THAT THE PRODUCT IS DEFECTIVE, PLEASE RETURN IT
DIBECTTO:
[IR. YAIES, OCEAI{ SOFTWARE LII'ITED,6 CEMTFAL STREET,
titANcHESTEB it2 5t{S.
Our quality conlrol d€partment willlesl lhe product and supply an
immediale roplacement ilwe lind afault. Itwe cannotlindataultthe
producl will be relumed to you al no charge. Please note that thrs
does nol atlecl your slalutory riqhls.

came oesign by Ocean Sottware Lin:led
O 1988 ocean Sollware Limited
O 1987 Hemdale Film Coroofalion. Al r ohls res€tued.
TRACKS OF MY TEARS by Smol@y Robinson Licensed lrom
B.M.G. Records (U.K.l Limited
O Molown Record CorpoEtion
coMlroooRE
Programmed by ZachTownsend
GraphicsAndrew Sleigh and Martin Macoonald
Music and Sound Eflects Jonalhan Dunn
AIISTRAD
Conversion by Choice Sottware
SPECTBUX
Conversion bv Choice Sottware

LLt ,,

.oc-r is alrademark ol Ocean Sollware Limiled


